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            A BRIEF INTRODUCTION TO THIS BOOK

          

        

      

    

    
      Hello and welcome back to another volume of Loaded Dice! After two years of writing for The RPGuide blog, we’ve talked a lot about the running and playing of role-playing games. This book is a collection of our best and favorite articles from the second year of RPGuide posts. This new volume of Loaded Dice has sections on Storytelling, plotting and pacing your game – including romantic story arcs – even more about non-player characters (NPCs), juggling game rules and mechanics, and advice for players about creating characters and then playing them in a team sport like RPGs.

      Whether you’re new to role-playing games or have been gaming for years, come learn from our mistakes and take advantage of our experience. We highly recommend reading at least the first Loaded Dice, but also consider My Guide to RPG Story­telling, My Storytelling Guide Companion, or From Dream to Dice.

      For anyone who isn’t familiar with role-playing games (RPGs), here’s a brief run-down from Loaded Dice 1:

      WHAT IS AN RPG?

      We get asked this question a lot. Erica and I like to go out and grab some food after game, and when asked what we’ve been up to, we answer role-playing… And get a lot of blank stares. If you’re here and reading our books, you probably know what a table-top RPG is.

      But maybe not! A lot of people don’t know much about gaming. This chapter is for anyone who doesn’t understand what RPGs are, or who struggles to explain role-playing to someone else.

      This is for your parents, your kids, your co-workers, your non-role-playing friends who are trying to imagine what is it you’re doing when you tell them what you’ll be up to this weekend.

      Role-playing games are also known by the shortened acronym RPG. And these are the table-top variety, so they’re not video games on a console, your phone or computer. They’re not a field game like soccer or baseball. They aren’t quite choose-your-own-adventures like the books or Netflix’s interactive film, Bandersnatch – but they’re closer than anything else, so let’s use choose-your-own-adventures as our jumping-off point.

      RPGs are like a choose-your-own-adventure (CYOA) in that they are centered on a narrative story that you have some influence over. In both an RPG and a choose-your-own-adventure, when a story event occurs, you get to choose what to do, which determines what happens next. Some video games – also known as RPGs – let you do that, too.

      But a table-top role-playing game is far more open-ended. And you get to play with your friends! So grab some imaginary dice – we’re going to play a sample RPG.

      Here’s how it goes, more or less. I’m the Storyteller – also called the Dungeon Master, Game Master, Holmeister, or several other titles depending upon the game system – and I’m marginally in charge. I’m the one who created the story and who narrates the events of the campaign.

      You’re a player! I’m probably going to need more than one player, so bring some friends. We’ll gather in my living room or a table at the local gaming shop – hence the name table-top RPG – probably with some snacks. RPGs take a long time to play, so you’re going to get hungry.

      Time to make the character who will interact with my story. Unlike a choose-your-own-adventure or most video game RPGs, you get to make your own character. Not just select their hair, cos­tume or gender – though you get to choose that, too. But what’s their name? What drives your character? What are their hopes and fears? Now we’re getting into something more like improvisational acting!

      As you develop your character, the Storyteller – which is me in this example – will provide some feedback and guidance. Maybe my story is a fantasy tale of political and magical intrigue, and I don’t know how much fun you’re going to have playing the castle stable hand. But maybe the wizard’s apprentice…? If you like that idea, great! Then that’s the character we’ll create. If not, we’ll work to­gether to craft some other ideas.

      Role-playing is collaborative, and I’m on the same team as my player to help them have fun.

      Your character also gets stats – written up on a paper or digital character sheet – to determine how good they are at certain things, like running and fighting and solving riddles. Maybe you’ll have some special tricks or powers that your character can use, like magic spells, neat combat moves or wielding political clout.

      So now you and your friends have a little band – or party – of characters. We’ve created them together because as the Storyteller, I need to make sure your character has a comfy place in the game (also called a campaign). You’ve got character sheets and a handful of the right kind of dice. Dungeons & Dragons uses a traditional D20 set, and White Wolf is rolled with a bunch of D10s, while Big Eyes, Small Mouth uses just a pair of standard 6-siders.

      
        
        Usual notation for dice is a letter D, then the number of sides on the die – a D20 is a 20-sided die, a D10 has ten sides, and so on.

        

      

      Next, you need something to do with your new character. So now it’s time to begin telling my story and playing the game!

      I start off by describing a scene. I might give a little history, or talk about the state of the imaginary world your characters are a part of… Then I come to you! I will describe where your characters – player characters, also called PCs – are and what they’re up to when the adventure begins. Then I narrate something happening.

      Maybe someone comes up to talk to your character. You – speaking as your character – get to answer their questions. Maybe you ask some questions, too, if you feel like it. All in your character’s voice, using those mannerisms and motivations that we worked out together.

      Unlike a video game, there are no pre-set dialogue options to choose from. And unlike a choose-your-own-adventure book, you don’t just pick one of the possibilities and then flip to another page. In my story, you can say or do (just about) anything that you want. I’ll have all the supporting and background characters react to you. And all the players get to react to each other, too.

      Maybe it’s not a conversation that starts things. Maybe the PC party is on the road and they’re suddenly attacked by goblins! Perhaps you and your friends fight back, or lead your attackers on an exciting chase!

      This sort of action scene is what most people imagine when they think of role-playing, and it’s the meat and potatoes of table-top RPGs. You get to use those stats and dice in fights or chases, but you still get to make the choices. Of the monsters charging at you, which one do you want to go after first? What skills or powers or weapons do you want to use against it?

      In a choose-your-own-adventure book, the reader only gets two or three options. In a video game, you have powers and weapons, but can only deploy them in limited ways. What if you don’t want to hit the bad guy with your sword? What if you want to catch the sunlight on its blade and shine it into the villain’s eyes to blind them as the other characters sneak in close?

      In a table-top RPG, you can do just about anything you can think of. It doesn’t have to be written in advance like a book, or coded and scripted like a video game. If you can imagine something, then I can think of what your character needs to roll in order to do it. Now let’s roll those dice and see what happens!

      The dice stay on the table and the rules remain on the character sheets, but everything else happens in the minds of the Storyteller and players. It’s playing make-believe with a few rules attached, so there’s a staggering number of options. And while you’re coming up with your own ideas, all the other players are doing the same thing. And the Storyteller is weaving it into a single narrative. It’s a collaborative story – one that all the players and the Storyteller create together.

      When I play video games, I can’t help but grumble when I have to choose from a limited set of pre-determined dialogue options, none of which is what I really want my character to say. Or I try to shoot out a support to drop the roof on some villain’s head, but my video game bullets can’t damage background objects. I just can’t read a choose-your-own-adventure book when I can think of better things to do than the options on the page. I’ve been spoiled by the freedom of table-top RPGs, and the joy of creating a story with my friends… But it seems like a small price to pay to play in stories together. If you’ve never role-played, I highly recommend it.
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            BEING THE ONLY STORYTELLER

          

          – BY ARON –

        

      

    

    
      I make RPG stories that I would want to play in. That’s my bar. Would I like this? Would I think this was cool? Would I feel badass? If the answer is yes, then it goes in my story, because I want my players to have fun and feel awesome.

      But this chapter isn’t about how to make games fun. It’s about being the only one who runs campaigns. When I began role-playing – so long ago that I can’t remember exactly when it happened – I was a player. Most of us play RPGs before we run them. After all, somebody had to introduce me to role-playing games. But then I was hooked, and I started telling my own stories.

      At first, it was just other kids on the school bus, without dice or any sort of character sheets, and everyone could just describe what they wanted to do. I narrated what happened and we could role-play on the bus ride home every day.

      I got a little older and met other gamers, and kids who owned rulebooks that I didn’t. I played in some games during lunch break at school, and then longer sessions over the weekend. But at that age, it was hard to stick to a story. The DMs would get bored and the campaign would just fall apart. Or some­one would get a new book and they would drop the current story to start up another one.

      I don’t think I really played in a campaign from start to finish until high school. And that was a game I ran.

      Part of that is because many RPGs don’t have stories with a start and finish. You play through an adventure, then the characters just start another adventure and keep going until... well, until the Storyteller or players get bored. Back in high school, I wasn’t the only one who ran role-playing games, but I was the only one who could seem to finish a campaign. I made so many starting characters, but none of the games lasted long enough to level up.

      So I ran a lot of role-playing games. Because I was focused on telling a complete story, they usually lasted somewhere between six months to a year. When I was done, maybe some­one else might take a whack at Storytelling. But then it fizzled out and I would start up the next game.

      1. DON’T FORCE OR GUILT OTHER PEOPLE INTO STORYTELLING. THEY WON’T HAVE FUN AND NEITHER WILL YOU.

      My current gaming group has gone through a lot of changes on this front. We tried out some round-robin Storytelling, with every­one running a chapter so that the others got a chance to play, and every­one was forced to run something. We did one or two games that way, and it proved both messy and fun.

      But not sustainable. Some of the players just didn’t like to Storytell, so why force them? Trust me, when a Storyteller’s heart isn’t in the game, it shows. No one has any fun.

      2. TAKE TIME IN BETWEEN GAMES AND DON’T LET PLAYERS PRESSURE YOU INTO RUNNING BEFORE YOU’RE READY.

      One of our Storytellers moved away. Another had kids and their weekends disappeared. I’m not sure when they will be able to game with us again, but I’m slowly reeling the kids into RPGs, too. Erica runs games – but for her, it’s still new and it’s still hard. It takes her longer to prepare, it’s more stressful to run, and she needs longer to recover before the next campaign.

      If I try to press her to run more often, though, she’ll burn out entirely and that’s a shitty thing for me to put her through. And practically speaking, then there are zero other Storytellers.

      3. RESIST THE TEMPTATION TO MAKE YOUR OWN CHARACTER. YOU HAVE A JOB TO DO AND IT’S TO STORYTELL, NOT PLAY.

      Between 2016 and 2018, I ran three games for my group. We enjoyed them all, but damn if I don’t miss playing. It’s hard to run all of the games. It can be thankless sometimes, though the real fun is in the story itself, anyway… But then I want to play in the world and story I’ve laid out!

      I think that’s why some Storytellers make a character for themselves. Maybe they have a place in the story, or maybe they’re kind of shoe-horned in. Perhaps they’re just like the PCs, maybe they’re higher level or more powerful. It’s a trap I’ve seen a lot of Storytellers fall into over the years… Their super-awesome NPC has all of the cool stuff that they want to play with, gets to do all the cool stuff and rescue the party when something bad happens. And I’m left just watching the Storyteller play their own game.

      NPCs are support characters and should pretty much never take center stage, but Storyteller characters somehow always seem to end up camping out there.

      I understand the temptation, especially when I’m the only one running games and never get to play. And I’m one of the lucky ones – I have Erica, who can run a campaign every so often. Some Story­­tellers are the only person in their group who can or wants to run the games. I still think making a character for yourself is a bad idea, but I sympathize with the problem.

      And I’m not saying that I don’t have NPCs that are my favorites and who get a little more screen-time than others, but I always try to remember that they’re just an NPC. Their purpose is to enable and empower the player characters, to get their quests rolling, to give them a leg up, or to feed into personal character arcs. My pro­tagonist NPCs don’t get stats because I’m not playing. The only numbers assigned to them are ones that directly impact the players – an NPC bonus, or how long they can last in a crisis before the characters have to rescue them.

      It sucks, but when I’m the Storyteller, I can’t also be a player.
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      If you’re the only one running games for your group, please talk to them about it. Don’t burn out trying to keep a non-stop river of campaigns flowing. Take a breather between games. If none of your group can run even a short game to give you a chance to play, it might be worth it to search out a second RPG group so that you can get in some playing before you launch your next campaign.

      If there aren’t any other local gamers, try looking online – more and more people are playing table-top RPGs via video conferencing software. Spend some time reading or watching the show that in­spired your game, anything that you can do to find the joy in Story­telling and keep it separate from your playing.

      And if you’re a Storyteller, thank you! I know how much work goes into it and I appreciate anyone who does it.

    

  


  
    
      
        
          
          

          
            MAKING THE CHANGE THAT YOU WANT TO SEE

          

          – BY ARON –

        

      

    

    
      There’s so much going on in the world right now. A lot of it I want to change, and I do what’s within my power to help. But in role-playing, I am the literal god of the game universe. There’s no limits to what I can fix and alter – so my game worlds have been changing.

      Right now I’m drafting an RPG (well, a virtual RPG; stupid quarantine) using a werewolf system that we love, but is pretty old at this point. So let me give you some context.

      In this setting, shape-changers are half beast, half human, half spirit creatures that are born to be the guardians of nature. In the game world, fracking, chemical spills, and deforestation are done by humans – but are egged on by a spiritual force of madness and corruption. (Because you would have to be unhinged to mess up your environment, right?) Monsters and evil spirits all try to corrupt and destroy the planet, and as a werewolf, you get to fight them.

      In this setting, things like greed, hatred, and madness are actual spiritual forces. So your characters can enter the spirit world, find a spirit of hatred, and literally punch hatred in the face.

      These shape-changers are born from ancient bloodlines, but not everyone undergoes the change. Those people with werewolf blood but who aren’t werewolves are still their kinfolk, but they get the short end of the stick. Most werewolves are born from kinfolk families, so breeding is important, and the shape-changers kind of fight over their kin or control them. Choosing not to have children isn’t really an option for them, because the Earth needs its warriors, right?

      Well, that sucks. My wife and Costoryteller, Erica, has long been a champion of the kinfolk. They’re unsung heroes at best, and more often second-class citizens or just breeding stock. And more and more, that’s just not sitting well with me.

      This is a game in which you can punch hatred in the face. The antagonists are agents of spiritual corruption, they’re greedy materialists and they’re bigots. I’m all down for fighting them and they make great bad guys – they’re pretty inarguably evil. But they’re the bad guys. When the supposed protagonists are the ones disenfranchising a minority – their own kinfolk – it’s harder to see them as the heroes. The ones who treat any class of people as less than their own are the ones the heroes should be punching in the face.

      So we come back to being the god of my own game universe. I can change anything, so let’s change this. Most systems and gaming groups make space for a Storyteller’s personal system alterations, called house rules. We’ve changed how especially serious wounds work in this system, for example. And the same goes for settings – make any changes you need to for your story and personal gaming preferences.

      So Erica and I decided that maybe in ancient days, kinfolk were marginalized, because for most of history, people were awful and did that to each other. Okay, fine. History sucks sometimes. But we’re changing, so our protagonists can change, too! In this werewolf setting, there’s a world-ending apocalypse coming. The forces of evil grow increasingly powerful, the Earth suffers more, and the werewolves are an endangered species.

      When shit happens, who do you turn to if not family?

      So in our werewolf games, the kinfolk are stepping up. After all, they’re not half animal, so it’s easier for them to fit into most of human society, to get an education without flying into a bestial rage just because campus parking sucked that day. They can become scientists to push for climate research, and lawyers to fight legislation to drill on federal preserves. And because there aren’t enough werewolves to fight all the battles to protect the Earth, the kinfolk can take up arms.

      Alright, so maybe these human kin who can’t heal from chain­saw wounds in seconds don’t get sent to fight subway train-sized monster-worms, and they can’t generally enter the spirit world to go punch hatred – but there are other evils to fight. Spirit-infested people turned into rotting shock troops and even just mortal hate groups. Silver bullets tear through werewolves like tissue paper, but they’re no worse than lead bullets to kinfolk. Cover them in kevlar and arm them to the teeth, then they can take out those goons packing silver. So now kinfolk fight alongside their families.

      We decided that if the werewolves have elders that lead and regulate their rituals, combat training, and treat with friendly spirits, then the kinfolk should have an elder on equal footing who sees to the education, training, arming, and deployment of the other kin. We’ve written up their own ranking system and structures, ensuring that kinfolk can serve and rise much more like their werewolf counterparts.

      And as the werewolves slowly die off, as their bloodlines fail and others die in battle against increasingly daunting odds, the kin stand up and join their packs to run with the wolves, because why not? Call it a sign of the apocalypse, proof that the end is near and the guardians of Earth will fight their last battle soon, because that works in game.

      But far more importantly, the stories we tell show what kind of world we wish to live in. And in the worlds I want to create, anyone who keeps other people down gets punched in the face.

    

  


  
    
      
        
          
          

          
            PROTECTING BOUNDARIES

          

          – BY ARON –

        

      

    

    
      I get to role-play again! This probably isn’t as exciting for anyone else as it is for me, but I’m so glad to be starting up a new game after a long pandemic-induced dry spell. But I found my­self up against some of my personal boundaries when we got together online to do character creation.

      We’re playing a werewolf game, and though we’ve been playing for years and love both the setting and the system, we do have our complaints. It’s a point-buy system, so it leaves play balance in the hands of Storytellers and players. There are certainly preferred builds and exploits.

      So when you’re working with a system like that, you really have to work with it. I was not at all surprised when my player going for the primary combat role of the party opted to play a were-tiger with martial arts. If you want to take and deal out lots of damage, that’s a pretty good bet.

      I had another player all set to create a small, nimble, knife-throwing assassin-type. We created some magical throwing blades for him and everything. But when we got into character creation, he jacked his character’s strength way up – higher than the were-tiger’s.

      Alright, I understand that. Throwing weapons in this system function on strength – their range, their damage, everything. My player was justifiably concerned that he needed as many dice in strength as he could get because throwing weapons don’t add as much to damage as, say, a really big axe.

      Everyone wants their character to be effective and my player’s calculations for average damage rolled versus what he expected for damage resistance of the things they might fight weren’t wrong. When I need statistics advice, this is the guy I ask.

      I would never expect a player to make a character they know is going to fail. But the tiny knife-throwing rat with totally jacked-up strength didn’t sit well with me. If it was part of my player’s concept for the character, then I can roll with a new story – the story of a little guy who couldn’t put anyone down with a punch, who crawled into a gym and didn’t come out until he was ripped like a superhero. A character who spends hours a day maintaining their body, wrestling with people twice their size, seeking to make themselves as strong as they can – that’s a character with a near-max strength score.

      My player didn’t have any plans to change his character, though. He remained a little scrappy guy who spent his time making homemade bombs so he could sneak into dark places and blow them up.

      So I had to establish a boundary: within reason, you’ve got to role-play your stats. I don’t demand that every player RP their character’s high charisma or give moving speeches, but a character with high strength should be… you

      
      
      
    

  

This Font Software is licensed under the SIL Open Font License, Version 1.1.
This license is copied below, and is also available with a FAQ at:
http://scripts.sil.org/OFL


-----------------------------------------------------------
SIL OPEN FONT LICENSE Version 1.1 - 26 February 2007
-----------------------------------------------------------

PREAMBLE
The goals of the Open Font License (OFL) are to stimulate worldwide
development of collaborative font projects, to support the font creation
efforts of academic and linguistic communities, and to provide a free and
open framework in which fonts may be shared and improved in partnership
with others.

The OFL allows the licensed fonts to be used, studied, modified and
redistributed freely as long as they are not sold by themselves. The
fonts, including any derivative works, can be bundled, embedded, 
redistributed and/or sold with any software provided that any reserved
names are not used by derivative works. The fonts and derivatives,
however, cannot be released under any other type of license. The
requirement for fonts to remain under this license does not apply
to any document created using the fonts or their derivatives.

DEFINITIONS
"Font Software" refers to the set of files released by the Copyright
Holder(s) under this license and clearly marked as such. This may
include source files, build scripts and documentation.

"Reserved Font Name" refers to any names specified as such after the
copyright statement(s).

"Original Version" refers to the collection of Font Software components as
distributed by the Copyright Holder(s).

"Modified Version" refers to any derivative made by adding to, deleting,
or substituting -- in part or in whole -- any of the components of the
Original Version, by changing formats or by porting the Font Software to a
new environment.

"Author" refers to any designer, engineer, programmer, technical
writer or other person who contributed to the Font Software.

PERMISSION & CONDITIONS
Permission is hereby granted, free of charge, to any person obtaining
a copy of the Font Software, to use, study, copy, merge, embed, modify,
redistribute, and sell modified and unmodified copies of the Font
Software, subject to the following conditions:

1) Neither the Font Software nor any of its individual components,
in Original or Modified Versions, may be sold by itself.

2) Original or Modified Versions of the Font Software may be bundled,
redistributed and/or sold with any software, provided that each copy
contains the above copyright notice and this license. These can be
included either as stand-alone text files, human-readable headers or
in the appropriate machine-readable metadata fields within text or
binary files as long as those fields can be easily viewed by the user.

3) No Modified Version of the Font Software may use the Reserved Font
Name(s) unless explicit written permission is granted by the corresponding
Copyright Holder. This restriction only applies to the primary font name as
presented to the users.

4) The name(s) of the Copyright Holder(s) or the Author(s) of the Font
Software shall not be used to promote, endorse or advertise any
Modified Version, except to acknowledge the contribution(s) of the
Copyright Holder(s) and the Author(s) or with their explicit written
permission.

5) The Font Software, modified or unmodified, in part or in whole,
must be distributed entirely under this license, and must not be
distributed under any other license. The requirement for fonts to
remain under this license does not apply to any document created
using the Font Software.

TERMINATION
This license becomes null and void if any of the above conditions are
not met.

DISCLAIMER
THE FONT SOFTWARE IS PROVIDED "AS IS", WITHOUT WARRANTY OF ANY KIND,
EXPRESS OR IMPLIED, INCLUDING BUT NOT LIMITED TO ANY WARRANTIES OF
MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE AND NONINFRINGEMENT
OF COPYRIGHT, PATENT, TRADEMARK, OR OTHER RIGHT. IN NO EVENT SHALL THE
COPYRIGHT HOLDER BE LIABLE FOR ANY CLAIM, DAMAGES OR OTHER LIABILITY,
INCLUDING ANY GENERAL, SPECIAL, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL
DAMAGES, WHETHER IN AN ACTION OF CONTRACT, TORT OR OTHERWISE, ARISING
FROM, OUT OF THE USE OR INABILITY TO USE THE FONT SOFTWARE OR FROM
OTHER DEALINGS IN THE FONT SOFTWARE.


OEBPS/images/part-1.jpg
ABOUT STORYTELLING

N
@





OEBPS/images/loaded-dice-2---ebook-cover.jpg
LOADED DICE T

MR ADVI([%‘N":‘-‘ ‘ :

TUNNING & PUNTING i &
FROMTHERPGUIDE - A 4. ‘
?‘l|

".—ﬂ

ARON' CHRISTENSEN & ERTCA LINDQUTST






OEBPS/images/break-rule-screen.png





OEBPS/images/ld2-title-page.jpg
LOADED DICE /

MORE ADVICE ON RUNNING
& PLAYING FROM THE RPGUIDE

Z 1N
@

ARON CHRISTENSEN
& ERICA LINDQUIST

100SE LEAY
STORIES





