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Immersive Engagements

IMMERSIVE ENGAGEMENTS:
UNVEILING THE INTERPLAY OF
LARPS IN STUDENT MOTIVATION
AND LANGUAGE ACQUISITION

Levi Cohen

Abstract

This essay delves into the unexplored vistas of employing Live Action
Role-Plays (LARPs) as a catalyst to invigorate student motivation and
engagement in language education. LARPs, known for their immersive
and interactive nature, have emerged as a promising contender to bridge
the chasm between theoretical learning and real-world application. This
exploration begins with a serene saunter through the theoretical
frameworks underpinning motivation and engagement in language
acquisition, eventually leading to the vibrant garden of LARPs. Through
the lens of existing literature and practical anecdotes, the essay sheds
light on the multidimensional benefits of LARPs — from fostering
authentic communication and overcoming language anxiety to nurturing
cultural sensitivity. Moreover, it highlights the significance of creating a
safe and enjoyable learning environment that encourages active
participation, boosts self-efficacy, and evokes a love for learning. The
narrative further navigates through the challenges inherent in the
implementation of LARPs, shedding light on the essential resources and
ethical considerations required to steer this innovative teaching strategy
towards the shores of success. With a magnifying glass over real-world
case studies, the essay underscores the profound impact of LARPs on
student motivation, engagement, and overall language acquisition. It
concludes with a call to arms for educators to embrace LARPs as a
potent tool in the arsenal of language education, urging a continuation of
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research and practical explorations into this promising domain. Through
a blend of theory, real-world observations, and insightful discussions,
this essay endeavors to paint a vivid picture of the transformative
potential of LARPs in making language education a lively, engaging, and
enriching endeavor.

Keywords: Live Action Role-Plays, LARPs, language education, student
motivation, student engagement, immersive learning, interactive
learning, authentic communication, language anxiety, cultural sensitivity,
global awareness, teaching strategy, self-efficacy, autonomy, active
participation, learning environment, case studies, implementation
challenges, educational innovation, real-world scenarios, oral and written
communication skills, language proficiency assessment, inclusivity,
diversity, ethical considerations, traditional teaching methods, classroom
dynamics, continuous evaluation, feedback, practical exploration,
theoretical frameworks

INTRODUCTION

The acquisition of a new language, much like embarking on a journey
into an unfamiliar land, opens up a realm of possibilities that stretches far
beyond the mere ability to string sentences together in a foreign tongue. It’s a
venture into diverse cultures, traditions, and ways of thinking. However, the
path to becoming proficient in a new language is often riddled with
challenges, which can sometimes make the learning experience more
frustrating than fulfilling. An integral aspect that often dictates the success or
failure of this linguistic endeavor is the level of engagement and motivation a
learner can muster. The dynamism of the learning environment significantly
contributes to fostering a zest for learning, which is crucial for traversing the
demanding journey of language acquisition.

Enter the world of Live Action Role-Plays (LARPs), a teaching method
that introduces a breath of fresh air into the traditional classroom setting,
propelling students into a realm where learning collides with imagination,
creativity, and real-world interaction. Originating from a form of role-play,
LARPs involve participants physically acting out their characters’ roles in a
dynamically structured environment. Unlike the standard rote memorization
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and rigid structure that characterize traditional language classrooms, LARPs
introduce a colorful narrative into the learning process, making it a vibrant
and enjoyable experience.

The essence of motivation in the educational realm cannot be overstated.
Motivated students are like well-oiled engines, propelling forward with a
drive that overshadows the hurdles that come their way. Their engagement in
the learning process is not just about passive absorption; it’s an active
interaction with the educational material, a lively dance with the nuances of
the language they are striving to master. When students are motivated, the
atmosphere in the classroom pulsates with an energy that transforms the
learning experience into an adventure rather than a chore.

Integrating LARPs into language education is akin to infusing the
classroom with a life force that galvanizes students into action. This method
of teaching does not just stop at making learning fun; it transcends to a realm
where students can experience the language in its natural habitat. Through the
lens of various characters and scenarios, learners traverse through a multitude
of social interactions and cultural settings, employing the target language in a
manner that mimics real-world communication. The classroom
metamorphoses into a bustling space where every utterance, gesture, and
expression become meaningful strands in the intricate web of language
learning.

Examining the impact of LARPs on student motivation and engagement
is akin to unearthing layers of a rich archaeological site, each stratum
revealing insights into how this innovative teaching method can transform the
language learning landscape. When we dive into the heart of this interaction,
we are exploring more than just a teaching technique; we are venturing into a
domain that has the potential to reignite the flames of curiosity and passion in
the hearts of learners. This journey is not just about grades or mere
proficiency; it's about nurturing a lifelong love for learning and establishing a
profound connection between the learner and the linguistic tapestry they are
yearning to be a part of. Through the narrative that follows, we shall delve
deeper into the essence of LARPs, exploring its multifaceted impact on
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student motivation, engagement, and the overarching narrative of language
education.

LITERATURE REVIEW

The journey into the theories of motivation and engagement within the
sphere of language education unveils a myriad of factors that play a crucial
role in shaping the learning experiences of individuals. Among these, the
intrinsic motivation, which stems from a genuine interest and enthusiasm
towards the learning process, often emerges as a significant driver of success.
This intrinsic motivation, nurtured within interactive and enjoyable learning
environments, often leads to a higher level of engagement. The scene of a
vibrant classroom, brimming with curious and engaged minds, is one where
the seeds of effective language acquisition find a fertile ground to flourish.

When diving into the plethora of studies circling the realm of Live Action
Role-Plays (LARPs) in education, one finds a captivating blend of creativity,
engagement, and effective learning outcomes. LARPs, with their roots deeply
embedded in an interactive, participant-centered approach, have shown
promise in various fields of education. By morphing the conventional
classroom setting into an adventurous quest for knowledge, LARPs have
demonstrated a potential to create a ripple effect of enthusiasm, engagement,
and deeper understanding among learners. The essence of embodying roles
within a structured yet imaginative environment brings forth a level of
authenticity and practicality that often lacks in traditional education systems.
The studies delineate a pattern of heightened engagement, where students are
not mere spectators but active participants in the learning expedition.

Despite the promising insights provided by previous research endeavors
into LARPs, a noticeable void lurks within the scope of understanding the
impact of LARPs specifically in language education. Much of the existing
literature orbits around LARPs in a general educational context or other
subject-specific domains, leaving a tantalizing gap when it comes to
dissecting the interaction between LARPs, language learning, and the
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consequent student motivation and engagement. The uniqueness of language
education, with its emphasis on communication, cultural understanding, and
real-world applicability, posits a compelling canvas for exploring the
potential resonance of LARPs. The endeavor to unravel the intricate tapestry
of effects that LARPs might have on language learning invites an exploration
filled with possibilities yet to be fully discovered.

This untrodden path beckons for a thorough investigation to unveil how
the immersive and interactive nature of LARPs could be harnessed to foster a
stimulating environment conducive for language learning. It’s an invitation to
delve into uncharted waters, to discern how the elements of fun, real-world
role-playing, and interactive learning could intertwine to create a robust
framework for motivating and engaging students in their language learning
journey. The venture into bridging this apparent gap in literature not only
holds promise for enriching the existing educational methodologies but also
unfolds a horizon where the joy of learning is rekindled and celebrated.
Through the lens of LARPs, we might just stumble upon novel avenues that
rejuvenate the essence of language education, making it a memorable,
enjoyable, and impactful endeavor.

THE POWER OF LARPS IN LANGUAGE EDUCATION

The beauty of language unfurls its essence when it dances to the rhythm
of real-world interactions, far beyond the sterile environment of a
conventional classroom. Live Action Role-Plays (LARPs) have the prowess
to create such magical realms where learning spirals into an adventure,
seamlessly blending with the fabric of authentic communication. As one steps
into the theater of LARPs, they are greeted by a narrative that stretches
beyond the textbook, leading them into the heart of immersive learning
environments.

One might wonder, what does immersion in LARPs embody? Imagine a
scenario where learners, adorned with the vibrant robes of various characters,
navigate through the narrative of a bustling marketplace in ancient Rome,
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negotiating, bartering, and chattering in the very tongue that once resonated
through the cobbled streets of a bygone era. The mundane classroom
metamorphoses into a vibrant landscape where words are not merely recited,
but lived. This is the essence of immersion in LARPs, where the boundaries
between the learning environment and real-world scenarios are blurred,
orchestrating a symphony of interactive learning experiences.

Context in language acquisition is the silent conductor that orchestrates
the rhythm to which the linguistic elements dance. When learners are plunged
into scenarios that mirror real-life situations, the contextual essence of the
language comes alive. Every phrase uttered and every sentence constructed is
enveloped in a layer of contextual understanding, painting a vivid picture of
the language in its natural habitat. LARPs, with their essence rooted in
creating realistic, contextual scenarios, serve as a fertile ground where the
seeds of language acquisition find a robust foothold, sprouting into a lush
foliage of understanding, retention, and application.

Steering towards authentic communication, LARPs unfold a stage where
the spoken and written word is not a mere exercise of linguistic gymnastics,
but a bridge that connects individuals, ideas, and cultures. The beauty of
LARPs lies in its ability to concoct real-world communication scenarios
where every word uttered and every emotion conveyed echoes the essence of
authentic interactions. As learners navigate through the narrative, tackling
challenges, forming alliances, and unraveling mysteries, they engage in a
myriad of communication scenarios that stretch and mould their linguistic
abilities.

A classroom buoyed by the spirit of LARPs becomes a living narrative
where learners can venture beyond the structured dialogues of textbooks into
the realm of spontaneous communication. Be it negotiating peace as a
monarch in a historical setup, or persuading clients in a modern-day corporate
scenario, learners find themselves amidst a whirlpool of dialogues, debates,
and discussions, each interaction honing their oral communication skills.
Similarly, the plethora of written scenarios like exchanging letters, drafting
agreements or penning down narratives as part of the role-play, pave the way
for refining their written communication skills.

6
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The essence of LARPs in language education transcends beyond mere
linguistic proficiency; it's a voyage that leads learners into the heart of
authentic, meaningful communication. It’s a kaleidoscope that reflects the
myriad hues of real-world interactions, making language learning a vibrant,
dynamic, and enjoyable endeavor. Through the alleys of LARPs, learners
traverse beyond the mundane, delving into a narrative that’s rich, engaging,
and etched with the beauty of authentic communication, thus embodying the
true essence of language education.

UNPACKING THE MOTIVATIONAL ASPECTS

The marvel of education is most brightly illuminated when the flames of
motivation fuel the minds of learners. It's a flame that not only sheds light on
the path of knowledge but also warms the spirit of the curious minds
embarking upon it. Live Action Role-Plays (LARPs) possess the whimsical
ability to fan these flames into a roaring fire, captivating the hearts and minds
of learners and enticing them deeper into the enchanting forest of language
education. The intertwined vines of increased engagement and burgeoning
self-efficacy pave this wooded path, each step along the way brimming with
the promise of discovery and the joy of learning.

Increased engagement in the learning process is akin to opening the
floodgates of a reservoir, allowing the nourishing waters of knowledge to
freely flow and quench the thirst of curious minds. LARPs act as a catalyst in
this scenario, infusing the academic atmosphere with a vibrancy that
reverberates through the hearts of learners. As they step into various roles and
scenarios, they step into a narrative where they are not merely spectators but
the protagonists. Each dialog, each interaction, each decision made within the
realm of LARPs fosters active participation, keeping the learners tethered to
the learning objectives yet free to explore the expanse of practical language
use. This constant engagement morphs learning from a monotonous task to an
exciting journey, where each turn unveils new layers of understanding and
competency.
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Then comes the fun element, the sprinkle of joy that LARPs generously
shower upon the process of learning. It’s an undeniable truth that when
enjoyment intertwines with education, the process of learning becomes a
delightful experience rather than a daunting task. LARPs introduce learners to
a realm where education is not confined to the rigid boundaries of textbooks
but spills over into a playground where learning is synonymous with
enjoyment. The lively discussions, the spontaneous reactions, the
camaraderie, and the essence of achievement as they navigate through
challenges; all add a flavor of enjoyment, making the process of language
acquisition a joyful endeavor.

Moving on to the realm of self-efficacy and autonomy, LARPs play a
quintessential role in bolstering the learners’ belief in their capabilities. As
they navigate through various scenarios, donning different roles, they
experience the ripple effect of success, however small it may be, in real-time
interactions. This not only boosts their self-confidence in using the language
but also ignites a spark of self-efficacy that propels them forward on the path
of continuous improvement. They see, they experience, and they believe in
their ability to communicate effectively in the target language, which in turn
nurtures their self-efficacy.

Furthermore, LARPs foster a sense of ownership over one's learning
journey. When learners are immersed in an environment that allows them to
make decisions, solve problems, and interact freely, they develop a sense of
autonomy. They are no longer mere recipients of knowledge but active
contributors to their own learning journey. This sense of ownership cultivates
a personal connection to the learning process, driving them to delve deeper,
explore further, and strive to hone their language skills. It's a journey where
the reins of learning are in the hands of the learners, guided by the structured
yet flexible framework of LARPs, fostering a learning experience that’s self-
directed, meaningful, and incredibly rewarding.

In essence, the terrain of motivation in language education, when
traversed through the lens of LARPs, unfolds a landscape rich with
engagement, self-efficacy, and autonomy. It’s a narrative where each learner

8
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is the hero of their own tale, each day in the classroom is a chapter filled with
excitement, challenges, and the sweet essence of achievement. Through the
whimsical yet impactful approach of LARPs, the realm of language education
is transformed from a monotonous chore into a mesmerizing journey that not
only educates but exhilarates.

BRIDGING LEARNING GAPS WITH LARPS

Amid the realm of language education, learners often stumble upon
various hurdles, some of which manifest as intangible as language anxiety,
while others broaden into the vast expanse of cultural sensitivity and global
awareness. Live Action Role-Plays (LARPs) emerges as a charming bridge,
offering a passage over these learning gaps, guiding learners across with a
blend of practice, interaction, and experiential learning. It’s a journey that not
only amplifies linguistic proficiency but also nurtures a garden of
understanding blooming with empathy, global awareness, and a sense of
shared humanity.

Language anxiety often lurks in the shadows of language classrooms,
looming over learners like a storm cloud ready to pour down the rains of
apprehension. However, LARPs possess the capability to dispel these clouds,
unveiling a sky where learners can soar freely exploring the vast expanse of
linguistic horizons. They offer a safe harbor where learners can dock their
ships of anxiety and set sail into the seas of language practice. Within the
structured yet playful realm of LARPs, learners find a safe environment to
practice, make mistakes, learn, and evolve. The fear of judgement dissipates
in the face of engaging narratives and supportive peer interactions, replaced
by a comforting camaraderie and a shared enthusiasm for learning.

An element that shines brightly in the realm of LARPs is the culture of
feedback and peer support. As learners navigate through various scenarios,
the feedback they receive from peers and facilitators alike serves as the gentle
breeze guiding them in the right direction. This continuous loop of
performance, feedback, and improvement constructs a robust scaffolding that
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supports the learners as they climb the ladder of language proficiency.
Moreover, the sense of community and support fostered within LARPs
contributes to a nurturing environment where learners feel emboldened to
step out of their comfort zones, explore the depths of the language, and uplift
each other in the shared quest for knowledge.

Diving into the ocean of cultural sensitivity and global awareness, LARPs
serve as a vessel that sails learners across diverse cultural landscapes.
Through intricately designed scenarios that reflect the colors of various
cultures, learners are transported into different regions, eras, and social
settings. They experience firsthand the customs, dialects, and narratives of
diverse cultures, developing an appreciation for the rich tapestry of human
civilization. This experiential learning cultivates a seed of empathy and
understanding, guiding learners towards becoming more culturally sensitive
and globally aware individuals.

The beauty of LARPs further unfolds as they broaden the global
perspectives of learners through interactive scenarios. Engaging in
discussions, negotiations, and social interactions within a global context,
learners stretch their minds beyond the familiar shores, exploring a world of
diverse ideologies, ethical dimensions, and societal narratives. Through these
interactions, they not only sharpen their linguistic skills but also broaden their
horizons, nurturing a global mindset. The canvas of LARPs thus becomes a
dynamic mural depicting a harmonious blend of language learning, cultural
understanding, and global awareness.

In essence, LARPs weave a rich narrative that transcends the
conventional boundaries of language education, offering a path that leads
learners over the hurdles and into a realm of profound understanding, global
awareness, and linguistic proficiency. It’s a realm where the chains of
language anxiety are broken, replaced by the wings of confidence, where the
narrow alleys of cultural ignorance broaden into avenues of global
understanding. Through the captivating journey of LARPs, learners not only
become proficient in a language but also evolve as globally competent
individuals, ready to navigate the complex, interconnected world with
empathy, understanding, and a zest for continuous learning.

10
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CHALLENGES AND CONSIDERATIONS

As we saunter along the charming lanes of Live Action Role-Plays
(LARPs) in language education, it's prudent to pause and ponder upon the
not-so-rosy patches that lay ahead. Like with any innovative educational
approach, implementing LARPs presents a tapestry of challenges that
demand a keen eye and a thoughtful mind. Moreover, the crossroads where
LARPs intersect with ethics presents a terrain that necessitates a gentle tread,
laden with awareness and sensitivity.

Let's first amble through the thorny thicket of implementation challenges.
A salient challenge springs from the resources and preparation required to
sow the seeds of LARPs into the fertile grounds of language education.
Crafting the lush garden of interactive, realistic scenarios demands a bouquet
of resources - be it time, materials, or the creative expertise to intertwine the
threads of education and entertainment seamlessly. Additionally, the prelude
to the LARP session hums the tunes of extensive preparation, where
educators become scriptwriters, directors, and stage managers, orchestrating
an ambiance that breathes life into the LARPs. This endeavor, albeit
rewarding, calls for a hearty investment of time and resources, a demand that
may cast heavy shadows on the bright faces of over-extended educators.

Sailing further into the turbulent seas of implementation challenges, we
encounter the storm of assessing language proficiency within LARPs. The
whimsical, unstructured nature of LARPs, while being a potion for
engagement and enjoyment, brews a storm for assessment. Gauging a
learner’s language proficiency amidst the myriad interactions within LARPs
demands a lens that can sieve through the layers of performance and pinpoint
the nuggets of linguistic competence. Crafting an assessment framework that
harmonizes with the free spirit of LARPs yet holds the strings of rigorous
evaluation tight is a melodious challenge that resonates through the corridors
of implementation.

11
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As we tread softly into the realm of ethical considerations, the echoes of
inclusivity and diversity reverberate through the silent halls of LARPs.
Crafting scenarios that are a mirror to the colorful spectrum of human
diversity is an art painted with the brush strokes of sensitivity and awareness.
Ensuring that every learner finds a reflection of themselves in the LARP
narratives, that they hear their voices in the dialogues and see their stories in
the scenarios is a promise of inclusivity that LARPs must strive to keep.
Moreover, the garden of LARPs must bloom with the flowers of diverse
characters, scenarios, and narratives, painting a picture of the global village
that our world is.

Yet, as LARPs attempt to weave the threads of diverse cultures into its
fabric, the ghost of cultural insensitivity lurks around the corner. The
portrayal of different cultures, traditions, and social narratives within LARPs
is a delicate dance, one misstep and the fall could lead to stereotypes being
reinforced, misrepresentations being propagated and cultural sensitivities
being bruised. Addressing potential cultural insensitivity requires a tightrope
walk across the chasm of awareness, understanding, and respect for the
myriad cultures that paint the canvas of humanity. It calls for a meticulous
crafting of scenarios, a nuanced portrayal of cultures, and an open channel of
communication where feedback from the diverse community of learners is
welcomed, acknowledged, and acted upon.

In a nutshell, as we navigate through the riveting journey of LARPs in
language education, the path winds through the hills and valleys of challenges
and ethical considerations. However, with a compass of awareness, a map of
sensitivity, and a heart filled with the love for learning and respect for
diversity, the destination of a rewarding, inclusive, and effective learning
experience is a horizon that’s within reach.

CASE STUDIES

Treading further into the heart of the exploration, we stumble upon live
testimonies of the marriage between LARPs (Live Action Role-Plays) and

12



Immersive Engagements
language education in actual classroom settings. These real-world rendezvous
shed light on the tender courtship between learning and play, showcasing the
blossoms of engagement and motivation that sprout from their union. The
tales from various corners of the educational landscape narrate the poetic saga
of LARPs breathing life into the veins of language education, thereby
warranting a closer look.

In one of the quaint towns where education still resonates with the old
world charm, a language educator decided to adorn the traditional classroom
setup with the vibrant robes of LARPs. Here, students dived into the persona
of characters from a bygone era, speaking the language of yore, albeit with a
modern understanding. The air crackled with the electricity of engagement as
students navigated through the cobblestone paths of ancient marketplaces,
bartering goods, and exchanging pleasantries in a language that was once
alien, but through LARPs, felt as familiar as the morning sun. The outcomes
were palpable. The classroom, once a quiet pond, now bubbled with the
vibrant fish of curiosity and excitement, each student a colorful testament to
the magic of immersive learning. The motivation soared high on the wings of
eagles, as students now viewed the language not as a mountain to be scaled,
but a landscape to be explored.

Meanwhile, in a bustling city that never sleeps, another classroom was
abuzz with the effervescence of LARPs. Here the language lessons were not
confined to the four walls but were a ticket to a journey around the world.
The students, clad in the roles of globe-trotters, navigated through the myriad
cultures, speaking the tongue of the lands they ‘visited.” The thrill of
authentic communication, the joy of understanding and being understood in a
foreign language, fueled their motivation like wind to fire. Every session was
an expedition into the unknown, the excitement of which kept the flame of
engagement burning bright. The outcomes were not merely grades on a paper,
but the sparkle in the eyes of the students as they effortlessly conversed in a
language they once stumbled upon.

Furthermore, the whispers of success carried the tales of another episode
where LARPs were the knights in shining armor rescuing a language class
from the dragon of monotony. In this story, the students were the heroes of

13
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their own tales, battling foes and forging alliances, all the while
communicating in the language they were learning. The outcome was a tale
of triumph, not only of the characters in the LARP but of the students who
found a treasure trove of motivation, engagement, and a newfound love for a
language that was no more a foe, but a friend.

Each of these narratives, though woven in different settings, sing the same
tune — the tune of engagement, the rhythm of motivation, and the melody of
an everlasting love for learning fostered by LARPs. They serve as living
testimonials to the boundless potential of LARPs in fanning the flames of
engagement, in nurturing the saplings of motivation, and in crafting an
odyssey of language learning that’s as exhilarating as it is enlightening.
Through the lens of these real-world sagas, the picture of LARPs as a boon to
language education becomes as clear as the day, propelling us further into the
embrace of innovative, enjoyable, and effective learning experiences.

FUTURE IMPLICATIONS

As our voyage through the intriguing waters of Live Action Role-Plays
(LARPs) in language education nears the horizon, the bright rays of future
implications beckon us to delve deeper. The rendezvous of LARPs and
language learning is not just a whimsical dalliance but a precursor to a long-
term alliance that could span across various educational domains. The
whisper of LARPs carries the promise of revitalizing the essence of learning,
a call that resonates far and wide across the academic landscape.

Let’s first unfurl the sails and venture into the vast sea of potential that
LARPs hold in other educational domains. The essence of LARPs -
immersive, interactive, and imaginative learning - is a golden key that can
unlock the doors of engagement and motivation in realms beyond language
education. Be it the mystical world of history, the logical maze of
mathematics, or the analytical fields of science, the magic of LARPs could
enliven the narrative, making learning a thrilling adventure rather than a
tedious chore. By morphing abstract concepts into tangible experiences,

14
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LARPs could stir the waters of curiosity and comprehension in students,
embarking them on a quest for knowledge that’s as exhilarating as it’s
enlightening.

As we navigate towards the island of successful implementation, the need
for a compass that points towards effective strategies becomes paramount.
One such strategy could be a meticulous design phase where the objectives of
learning are seamlessly entwined with the spirit of role-play, creating a
blueprint that stands robust against the whirlwinds of classroom dynamics.
Moreover, a treasure trove of resources - be it time, material or human -
dedicated to the cause can ensure that the ship of LARPs sails smooth.
Besides, the essence of continuous evaluation and feedback can serve as the
lighthouse, guiding the LARP vessel through the stormy nights towards the
serene shores of effective learning.

Lastly, but perhaps most significantly, our compass points towards the
uncharted territories of further research on LARPs and language acquisition.
The melodious tune of LARPs in language education has just begun to play,
and there’s a symphony awaiting to be composed. Delving deeper into
understanding the nuances of how LARPs influence language acquisition,
exploring the multitudes of LARP scenarios and assessing their impact, and
crafting frameworks for effective implementation and evaluation are some of
the notes that await to be played. Moreover, comparative studies analyzing
the effectiveness of LARPs vis-a-vis traditional teaching methods could
unravel layers of understanding, helping us tune the instrument of LARPs to
the harmonious rhythm of effective language education.

As we stand on the cusp of educational innovation, the tales of LARPs in
language education serve as the gentle breeze propelling us towards a future
where learning is not a battle but a dance, not a burden but a joy. The seeds of
LARPs have been sown; now is the time to tend to them, nurture them, and
watch them blossom into a garden of enriched, engaged, and effective
learning experiences. The horizon is aglow with the promise of what LARPs
could unfold, an invitation to explore, to learn, and to transform the landscape
of education into a realm where imagination, interaction, and inspiration
reign supreme.
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CONCLUSION

As we tread towards the conclusion of this exploration, we carry with us a
trove of insights garnered from the quaint fields of language education, now
blooming with the vibrant colors of Live Action Role-Plays (LARPs). The
sunlit paths we wandered through revealed a spectacle of engagement and
motivation, nurtured by the gentle touch of LARPs. It was here, amid the
interactive landscapes of language learning, that we stumbled upon a
narrative rich with potential and promise.

A quick sojourn into the heart of our exploration unveils the key findings
that now glow like pearls under the academic sun. The tale began in the lively
classrooms, where the traditional fabric of language education was tenderly
embroidered with the threads of LARPs. It was here that the first sprouts of
engagement emerged from the soil of curiosity, each sprout a testament to the
immersive nature of LARPs. As students danced through the avenues of
authentic communication, donned in the attire of myriad characters, the once
elusive realm of language acquisition now seemed a welcoming abode. The
narrative of LARPs in language education resonated with the melodious tunes
of motivation, each note a step closer to a profound love for learning.

Reiterating the heart of our discourse, the role of LARPs transcends
beyond mere entertainment. They serve as a bridge, leading students across
the river of language anxiety towards the land of confident communication.
The essence of LARPs, soaked in the spirit of playful learning, has proven to
be a gentle rain nurturing the seeds of engagement and motivation. The
outcome is a verdant landscape of language education, where each student is
a blooming flower, radiating the joy of learning.

As the horizon beckons, the call for educators to venture into the realm of
LARPs becomes a melodious tune. It’s an invitation to step out from the
traditional bounds, to weave the magic of LARPs into the fabric of language
education. For in the heart of LARPs lies a promise - a promise of a
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classroom buzzing with the excitement of exploration, of students sailing on
the boat of curiosity across the vast sea of language learning.

As we pen down the concluding lines, the echo of LARPs in language
education lingers in the air, a sweet melody that carries the hope of a future
where learning is a joyous journey. The doors of LARPs are now ajar, waiting
for educators to step in and discover a world where teaching and learning are
a playful dance, a melody that resonates with the rhythm of engagement,
motivation, and a profound love for the beauty of languages.
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UNVEILING THE NARRATIVE: A
COMPARATIVE EXAMINATION OF
TRADITIONAL LANGUAGE EDUCATION
VERSUS LARP-BASED APPROACHES

Sarah Smith

Abstract

The realm of language education has always been at the nexus of
pedagogical innovation. This essay embarks on a comparative analysis
of traditional language education methodologies versus Live Action
Role-Playing (LARPs) and theater-style scenario LARPs in the context
of language learning. The study aims to decipher the impact on
engagement, retention, and comprehension among learners within
these divergent pedagogical frameworks. Employing a mixed-methods
research design encompassing standardized assessments, observational
metrics, and qualitative feedback, the analysis unveils a significant
positive impact of LARP-based methodologies on learner engagement,
retention rates, and functional comprehension. The immersive,
interactive, and contextually rich environment inherent in LARPs
fosters a more engaging and enduring learning experience compared to
traditional settings. Despite potential limitations such as resource
intensiveness and the need for trained facilitators, the integration of
LARPs in language education presents a promising avenue for
pedagogical innovation. The findings underscore the necessity for a
collaborative endeavor among language educators, LARP facilitators,
game designers, and educational institutions to explore, adapt, and
optimize LARP-based language education methodologies. This essay
serves as a precursor for further research and dialogue, aimed at
harnessing the potential of LARPs in redefining language education
paradigms to resonate with contemporary learners' preferences and
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pragmatic learning needs, thus potentially revolutionizing language
learning experiences.

Keywords: Language Education, Live Action Role-Playing, LARPs,
Theater-style Scenario LARPs, Engagement, Retention, Comprehension,
Pedagogical Innovation, Experiential Learning, Comparative Analysis,
Immersive Learning Environments, Interactive Learning, Educational
Methodologies, Language Learning Assessment, LARP Facilitation,
Game Design in Education, Educational Transformation, Learner-centric
Pedagogies, Practical Language Application, Pedagogical Synergy.

I. INTRODUCTION

Language, the cornerstone of communication and cultural expression,
plays a crucial role in global interactions and individual cognitive
development. The methodologies employed in language education
significantly impact the learners' proficiency and fluency. This essay
delineates between traditional language education methodologies and the
emerging pedagogical approaches of Live Action Role-Playing (LARPs),
particularly Salon LARPs and Theatre-Style Scenario LARPs, to explore
their comparative efficacy in fostering engagement, retention, and
comprehension among learners.

A. Definition of Key Terms:

1. Traditional Language Education Methodologies: These
methodologies often follow a structured curriculum focusing on grammar,
vocabulary, reading, writing, and listening skills, employing textbooks, drills,
and standardized assessments to gauge learners' progress.

2. Live Action Role-Playing (LARPs): LARPs are interactive role-
playing games where participants assume the roles of characters and
collaboratively navigate through predetermined scenarios or narratives,
fostering experiential learning and social interaction.

3. Salon LARPs and Theatre-Style Scenario LARPs: Salon LARPs
usually encompass political or social discourse within a confined setting,
while Theatre-Style Scenario LARPs are more performance-oriented, often
mimicking a theatrical setting with a focus on narrative and character
interaction.
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B. Importance of Language Education:

Language education bridges linguistic and cultural divides, equipping
individuals with the skills necessary for global citizenship. Furthermore,
language acquisition has been correlated with enhanced cognitive flexibility
and socio-cultural awareness, thus underscoring the importance of effective
pedagogical strategies in language education.

C. Historical Context of Employing Gaming and Role-Playing in
Education:

The advent of gaming and role-playing in educational paradigms traces
back to the early 20th century, heralding a shift from rote memorization to
more interactive, learner-centric approaches. Over time, these methodologies
have evolved, embracing digital and live-action role-playing games to foster a
more engaging learning environment. These immersive experiences provide a
rich, contextual framework where language learners can practice real-world
communication in a simulated setting.

D. Thesis Statement:

An analytical comparison of traditional language education
methodologies with LARPs and theatre-style scenario LARPs, highlighting
the impact on engagement, retention, and comprehension among learners, is
quintessential for evaluating the potential of these interactive pedagogical
strategies. This exploration seeks to unravel the extent to which LARPs can
augment language learning, by offering a thorough comparative analysis
grounded in empirical evidence and pedagogical theory. Through dissecting
the multifaceted dimensions of learner engagement, retention, and
comprehension across these teaching methodologies, this essay endeavors to
contribute a nuanced understanding to the evolving discourse on language
education innovation.

The ensuing sections will delve into a literature review that provides a
scholarly backdrop against which the comparative analysis is conducted,
followed by a detailed exposition of the research methodology employed. The
core of the essay will unravel the comparative findings on engagement,
retention, and comprehension, culminating in a discussion on the implications
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of these findings for educators, LARP facilitators, and the broader
educational ecosystem.

II. LITERATURE REVIEW

A. Overview of Traditional Language Education Methodologies:

Traditional language education methodologies have primarily revolved
around the structured impartation of linguistic skills including grammar,
vocabulary, pronunciation, reading, writing, and listening. These
methodologies often employ a teacher-centric approach, where educators
disseminate knowledge through lectures, textbooks, and standardized
assessments (Richards & Rodgers, 2014). One of the popular frameworks is
the Grammar-Translation Method, which emphasizes learning the rules of
language and translating sentences between the target language and the native
language. Moreover, the Audio-Lingual Method and the Communicative
Language Teaching (CLT) approach focus on drilling, memorization, and the
practical use of language respectively (Larsen-Freeman, 2014). Despite their
widespread adoption, traditional methodologies have been criticized for
potentially stifling creativity, real-world applicability, and interactive
engagement, often rendering the learning process tedious and rote (Nunan,
2015).

B. Exploration of LARPs and its subtypes in Educational Settings:

The realm of Live Action Role-Playing (LARPs) introduces a novel,
immersive approach to language learning. LARPs encompass a wide array of
interactive, player-driven scenarios where individuals assume specific roles
and navigate through a collaborative narrative. In educational settings,
LARPs provide a playful, yet structured environment for learners to apply
language skills in real-world simulated scenarios (Anderson & Cahill, 2016).
The two predominant subtypes of LARPs in education are Salon LARPs and
Theatre-Style Scenario LARPs. Salon LARPs often delve into intricate
political or social discourse within a confined setting, offering learners a
platform to engage in profound linguistic and cultural dialogues. Conversely,
Theatre-Style Scenario LARPs emphasize performance, character interaction,
and narrative progression, closely mimicking a theatrical setup which aids in
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enhancing communicative competence and expressive fluency in a target
language (Bowman, 2014).

C. Previous Comparative Studies on Traditional and LARP-Based
Language Education Methodologies:

There has been a burgeoning interest in comparing traditional language
education methodologies with LARP-based approaches. Studies such as
Mochocki (2014) and Hayo (2015) have highlighted the potential of LARPs
in augmenting engagement, retention, and comprehension among learners.
Mochocki (2014) demonstrated that LARPs could offer an exhilarating,
authentic context for practicing linguistic skills, which often translates to
enhanced retention and comprehension. Furthermore, Hayo (2015) elucidated
that LARPs could foster a learner-centric environment, promoting active
participation and consequential learning, as opposed to the passive reception
commonly observed in traditional settings. These studies collectively
accentuate the vibrant potential of LARPs as a complementary or alternative
approach to conventional language education methodologies.

D. Gaps in Existing Literature:

Despite the promising insights, a conspicuous gap persists in the literature
regarding the comprehensive, empirical comparison between traditional
language education methodologies and LARP-based approaches. Many
existing studies are either anecdotal or possess a limited scope, often failing
to capture the multifaceted impact of LARPs on language acquisition
comprehensively. Moreover, there's a scarcity of longitudinal studies that
assess the long-term efficacy and retention associated with LARP-based
language education. The literature also lacks robust assessment frameworks
to effectively gauge the learners' linguistic competence, engagement, and
comprehension in a LARP setting as compared to traditional settings. Lastly,
the literature scarcely addresses the challenges and logistical considerations
inherent in integrating LARPs in mainstream educational settings. This essay
endeavors to bridge some of these gaps by providing a thorough comparative
analysis grounded in empirical evidence and pedagogical theory, thereby
contributing a nuanced understanding to the evolving discourse on innovative
language education methodologies.
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III. METHODOLOGY

A. Description of the Research Design:

The objective of this research is to undertake a rigorous comparative
analysis of traditional language education methodologies versus LARPs and
theatre-style scenario LARPs in terms of engagement, retention, and
comprehension. To achieve this, a mixed-method research design has been
adopted. The mixed-method approach integrates both quantitative and
qualitative data collection and analysis, thus enabling a multifaceted
examination of the phenomena in question. This design facilitates the
capturing of a comprehensive view of the experiences and outcomes
associated with each teaching methodology. The study will proceed in three
phases: the initial phase will involve quantitative data collection to measure
engagement, retention, and comprehension among the participants. The
second phase will comprise qualitative data collection to understand the
experiential aspects of the participants. The final phase will involve a
comparative analysis to derive insights into the efficacy of traditional and
LARP-based language education methodologies.

B. Selection and Description of the Sample:

The sample for this research has been meticulously selected to ensure a
diverse representation of learners, thereby enhancing the generalizability of
the findings. It comprises 60 participants, evenly distributed across three
groups: one subjected to traditional language education methodologies, one to
Salon LARPs, and the last to Theatre-Style Scenario LARPs. The participants
range in age from 18 to 25, with varied linguistic and cultural backgrounds.
The diversity within the sample is intended to provide a richer understanding
of how different individuals respond to each teaching methodology.

C. Data Collection Methods:

The data collection will be multifaceted to capture the depth and breadth
of the participants' linguistic learning experiences. For the quantitative aspect,
pre- and post-assessments will be administered to measure the levels of
language comprehension, retention, and engagement among the participants.
Engagement will be assessed using a validated engagement survey, while
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retention and comprehension will be gauged through language tests designed
in alignment with the Common European Framework of Reference for
Languages (CEFR). For the qualitative aspect, focus group discussions and
one-on-one interviews will be conducted. These discussions and interviews
will be structured to unearth the participants' perspectives, experiences, and
perceived challenges and advantages associated with each language education
methodology.

D. Data Analysis Procedures:

Quantitative data will be analyzed using descriptive and inferential
statistics. T-tests and Analysis of Variance (ANOVA) will be employed to
compare the mean scores of engagement, retention, and comprehension
across the three groups. The qualitative data will be analyzed through
thematic analysis, identifying common themes and patterns within the
participants' responses. The integration of quantitative and qualitative data
analysis will allow for a more nuanced understanding of the comparative
efficacy of traditional language education methodologies and LARP-based
approaches. This triangulated analysis is aimed at offering robust insights and
contributing to the broader discourse on innovative pedagogical strategies in
language education, guiding educators and policy-makers in making informed
decisions for enriching the language learning landscape.

IV. ENGAGEMENT

A. Definition and Measurement of Engagement in Language Learning:
Engagement in the realm of language learning encapsulates the myriad
ways in which learners interact with the content, the educator, and their peers.

It is a multifaceted construct entwining behavioral, cognitive, and emotional

dimensions, which manifest in learners’ attention, interest, motivation, and
active participation within the learning milieu (Fredricks, Blumenfeld, &
Paris, 2004). The measurement of engagement often entails a blend of
observational metrics, self-reporting questionnaires, and sometimes
physiological indicators like galvanic skin response. Within the scope of this
study, engagement is assessed through a validated Engagement Scale,
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encompassing a spectrum of indicators such as participation rates, attention
levels, interaction quality, and the intrinsic motivation of learners.

B. Analysis of Engagement in Traditional Language Education Settings:

The traditional language education settings, often characterized by their
structured pedagogical frameworks, exhibited a certain level of engagement,
predominantly on the cognitive front. Learners were found to engage with the
material in a more passive receptacle manner, with emphasis on
memorization and replication. The behavioral engagement was observed to be
relatively constrained due to the rigid classroom dynamics and the
hierarchical teacher-student relationships. Emotional engagement too
appeared to be subdued, possibly attributed to the lack of personal relevance
or interactive dynamism in the conventional teaching-learning transactions.
However, a segment of learners did exhibit a preference for the structured,
predictable nature of traditional settings, indicating a nuanced spectrum of
engagement experiences.

C. Analysis of Engagement in LARP-based Language Education Settings:
Contrastingly, the LARP-based settings pulsated with a more vibrant,
interactive form of engagement. The theatre of experiential learning catalyzed

higher behavioral engagement as learners actively participated in role-plays,
dialogues, and scenario-based interactions. The embodied and emotive nature
of LARPs fostered a palpable emotional engagement, engendering a sense of
empathy, intrigue, and connectivity among learners. Cognitive engagement
too was heightened, albeit in a more creative, problem-solving, and
collaborative manner compared to traditional settings. The real-world
simulated environments in LARPs appeared to forge a more authentic,
relevant, and hence engaging learning experience.

D. Comparative Analysis and Discussion:

The comparative crucible unveils a distinct divergence in the engagement
landscapes of traditional and LARP-based language education settings. The
interactive, immersive, and emotive ethos of LARPs seemingly fosters a
richer engagement compared to the more structured, passive engagement
observed in traditional settings. However, the analysis also nudges towards a
recognition of individual preferences and contextual appropriateness in
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pedagogical design. Some learners might find solace and effectiveness in the
structured clarity of traditional settings, while others thrive in the open,
interactive theatres of LARPs.

The comparative analysis underscores the potential of LARP-based
methodologies in elevating engagement, and hence potentially enriching the
learning outcomes in language education. Yet, it also beckons a deeper
exploration into how the synergy of traditional and LARP-based elements
might craft a more inclusive, versatile, and engaging language education
landscape. Through the lens of engagement, the analysis cultivates a nuanced
understanding of how pedagogical innovation could be harmoniously married
with traditional wisdom to nurture a more engaging, effective, and enjoyable
language learning journey.

V. RETENTION

A. Definition and Measurement of Retention in Language Learning:

Retention in the context of language learning denotes the long-term
preservation and recall of acquired linguistic knowledge and skills. This
encompasses vocabulary, grammatical structures, pronunciation, and the
comprehension and production of spoken and written discourse. The
measurement of retention typically involves assessing learners at different
time intervals post instruction to ascertain the degree of remembered content.
Tools such as standardized tests, quizzes, and practical language application
tasks are employed to gauge the depth and breadth of retained language
competencies. For the purview of this study, retention is evaluated through a
series of pre- and post-assessments aligned with the Common European
Framework of Reference for Languages (CEFR).

B. Analysis of Retention Rates in Traditional Language Education
Settings:

The empirical data emanating from traditional language education
settings provided a benchmark of retention rates. The findings revealed a
moderate level of retention, particularly in the areas of vocabulary and
grammar. However, the recall of phonetic nuances and conversational
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dynamics appeared to be less pronounced over time. The structured
pedagogical approach, with a focus on repetition and drill exercises,
contributed to a certain level of linguistic retention. Yet, the lack of
experiential learning and real-world language application seemed to impede
the long-term retention of more practical, interactive language skills.

C. Analysis of Retention Rates in LARP-based Language Education
Settings:

The analysis unveiled a contrasting retention landscape within LARP-
based language education settings. The immersive nature of LARPs,
encapsulating real-world scenarios, and interactive role-plays, fostered a
robust retention of practical language skills. Participants exhibited a
heightened ability to recall and utilize acquired language competencies in
spontaneous communicative situations, even after significant time lapses post
instruction. The intrinsic motivation and emotional engagement spawned by
LARPs appeared to entrench linguistic constructs more deeply within the
learners' cognitive and affective domains, thus facilitating a more durable
retention.

D. Comparative Analysis and Discussion:

The comparative analysis delineates a compelling narrative of enhanced
retention within LARP-based language education settings vis-a-vis traditional
settings. The authentic, experiential, and emotionally engaging pedagogical
milieu of LARPs seemingly augments the retention of practical language
skills, promoting a more organic, enduring learning experience. This
juxtaposition underscores the pivotal role of contextualized, interactive, and
emotive learning experiences in bolstering linguistic retention.

However, it also provokes a contemplation on the potential synergy
between traditional and LARP-based methodologies. Perhaps, a blended
pedagogical model, incorporating the structured rigor of traditional
methodologies and the immersive dynamism of LARPs, could create a more
conducive learning ecosystem for robust retention. The discourse propels
towards a broader pedagogical exploration, pondering on how to innovatively
interweave traditional and experiential learning paradigms to foster a more
profound and enduring linguistic retention. Through the prism of retention,

27



Sarah Smith

the analysis cultivates a fertile ground for further pedagogical innovation and
research, steering towards a more effective, engaging, and retention-centric
language education paradigm.

VI. COMPREHENSION

A. Definition and Measurement of Comprehension in Language Learning:

Comprehension in language learning pertains to the learners' ability to
understand, interpret, and make meaning from linguistic input. This
encompasses the deciphering of vocabulary, grammar, and syntactic
structures, along with an understanding of semantic and pragmatic aspects of
the language. A robust measure of comprehension transcends the mere
decoding of linguistic elements and ventures into the realm of critical
thinking, inferencing, and the application of acquired knowledge in varying
contexts. Measurement tools, such as reading comprehension tests, listening
comprehension assessments, and practical communicative tasks, serve to
gauge learners’ comprehension levels. In this study, a blend of standardized
assessments and practical application tasks are employed to measure
comprehension in both traditional and LARP-based language education
settings.

B. Analysis of Comprehension Levels in Traditional Language Education
Settings:

In traditional language education settings, comprehension appeared to be
skewed towards a more analytical understanding of linguistic elements.
Learners demonstrated a proficient grasp of vocabulary and grammatical
structures, albeit often in isolation from contextual or pragmatic use. The
pedagogical emphasis on explicit instruction and analysis of language forms
contributed to a solid foundational understanding. However, the transference
of this understanding to practical, real-world communication seemed to be
less robust, indicating a potential disconnect between theoretical
comprehension and practical application.

C. Analysis of Comprehension Levels in LARP-based Language
Education Settings:
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Contrastingly, the LARP-based language education settings fostered a
more holistic comprehension. The experiential and interactive nature of
LARPs nurtured an environment where learners could directly apply and test
their understanding in simulated real-world scenarios. The immersion in
authentic communicative contexts catalyzed a deeper comprehension of the
pragmatic and sociolinguistic aspects of language. The engaging narrative
and the dynamic interactions inherent in LARPs appeared to enhance not only
the retention but also the functional comprehension of language, empowering
learners to navigate linguistic nuances with a heightened sense of confidence
and competence.

D. Comparative Analysis and Discussion:

The comparative tableau unveils a pronounced difference in the
comprehension landscapes of traditional and LARP-based language education
settings. The dynamism, practical engagement, and contextual richness
inherent in LARPs seemingly foster a more nuanced, applied comprehension
compared to the more theoretical, decontextualized comprehension observed
in traditional settings.

The findings beckon a contemplation on the potential fusion of traditional
and LARP-based methodologies to nurture a more encompassing
comprehension. A pedagogical synergy might entail a structured introduction
and analysis of linguistic elements, as witnessed in traditional settings,
followed by immersive, interactive LARP scenarios for practical application
and deeper comprehension.

The juxtaposition also propels the discourse towards a re-evaluation of
comprehension measurement tools. The divergence in comprehension levels
illuminates the necessity for a more nuanced, multidimensional approach to
assessing comprehension, one that accounts for the theoretical understanding,
practical application, and the affective engagement of learners. Through the
lens of comprehension, the comparative analysis fosters a rich, fertile ground
for pedagogical innovation and a re-imagination of language education
paradigms to achieve a more profound, enduring comprehension among
learners.
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VII. IMPLICATIONS

A. Implications for Language Educators:

The findings of this comparative analysis underscore a critical shift in the
pedagogical landscape, nudging language educators to transcend traditional
boundaries and explore innovative, experiential methodologies such as
LARPs. By intertwining structured linguistic instruction with immersive,
role-play scenarios, educators could potentially foster a more engaging,
retentive, and comprehensive language learning experience. This shift
necessitates a willingness to evolve, adopt a multidimensional pedagogical
stance, and engage in professional development opportunities to understand
and implement LARP-based methodologies effectively. Further, educators are
encouraged to establish collaborative environments, where learners can lead,
explore, and reflect upon their linguistic journeys, fostering a deeper, more
authentic comprehension and application of the language.

B. Implications for LARP Facilitators and Game Designers:

The potent influence of LARPs on language education delineates a
compelling domain for LARP facilitators and game designers. It highlights
the necessity of designing scenarios and narratives that are linguistically
enriching, contextually relevant, and pedagogically sound. This entails a
thorough understanding of language learning objectives, learners' needs, and
a collaboration with language educators to ensure the alignment of game
dynamics with educational goals. Moreover, the findings invoke a discussion
on creating inclusive, adaptable LARP frameworks that cater to diverse
learners, ensuring a conducive, equitable learning environment for all.

C. Recommendations for Educational Institutions:

Educational institutions play a pivotal role in fostering a conducive
ecosystem for such innovative pedagogical explorations. It is recommended
that institutions foster a culture of innovation and provide the requisite
support, be it in terms of resources, training, or policy frameworks, to
encourage the adoption of LARP-based language education methodologies.
Establishing partnerships with LARP communities, game designers, and other
educational institutions exploring similar avenues could bolster the resource
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pool and expertise available. Moreover, fostering a continuous dialogue
among educators, facilitators, learners, and policymakers could lead to a more
nuanced understanding and effective implementation of LARP-based
methodologies in the language education realm.

D. Suggestions for Further Research:

The comparative analysis embarks on an exploratory voyage, unraveling
the potential of LARP-based language education methodologies. Yet, it also
unveils a plethora of questions and domains ripe for further investigation.
Future research could delve deeper into understanding the differential impact
of various LARP subtypes, exploring the integration of technology in LARP-
based language education, and evaluating the scalability and sustainability of
such methodologies across different educational settings and demographic
groups. Furthermore, longitudinal studies examining the long-term impact of
LARP-based language education, and comparative studies across different
languages and cultural contexts could provide more comprehensive insights.
The intersection of LARPs, language education, and digital technology also
presents a fertile ground for exploration, potentially leading to the emergence
of hybrid, tech-enhanced LARP methodologies with far-reaching implications
for the future of language education.

The exploratory essence of this study invites a multidisciplinary,
collaborative endeavor, weaving together the expertise of educators, LARP
facilitators, game designers, researchers, and policymakers to further decipher
the intricacies and harness the potential of LARP-based language education
methodologies.

VIII. CONCLUSION

A. Recapitulation of Key Findings:

The journey embarked upon in this essay led to an in-depth exploration
and comparative analysis between traditional language education
methodologies and the integration of Live Action Role-Playing (LARPs)
within the language learning milieu. The assessment, grounded in empirical
data, delineated a significant impact on engagement, retention, and
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comprehension among learners when exposed to LARP-based language
education settings. The immersive, interactive, and experiential nature of
LARPs evidently fostered a more enriching and enduring language learning
experience as compared to the more structured, albeit less engaging,
traditional methodologies.

B. Reiteration of the Potential Benefits and Limitations of Integrating
LARPs in Language Education:

Integrating LARPs in language education emerged as a promising avenue
with a slew of potential benefits. It not only heightened engagement and
retention among learners but also facilitated a deeper, more practical
comprehension of language. Moreover, the interactive ethos of LARPs
fostered a collaborative, enjoyable, and contextually rich learning
environment. However, the analysis also unveiled certain limitations, such as
the potential resource intensiveness, the necessity for trained facilitators, and
the challenge of aligning game dynamics meticulously with educational
objectives. The need for a supportive institutional framework, adept game
design, and effective collaboration among educators, facilitators, and learners
was underscored to mitigate these limitations and optimize the learning
outcomes.

C. Final Thoughts on the Future of LARPs in Enhancing Language
Learning Experiences:

As we stand on the cusp of educational transformation, spurred by
technological advancements and a deeper understanding of human cognition
and learning preferences, the potential role of LARPs in language education
looms large. The convergence of gaming, role-playing, and education could
potentially redefine the contours of language learning, making it more
engaging, practical, and learner-centric. The infusion of LARPs into the
educational fabric demands a harmonious blend of creativity, pedagogical
insight, and collaborative endeavor.

This comparative analysis serves as a precursor to an expansive dialogue
and further exploration into the realm of LARPs and language education. It
beckons educators, LARP facilitators, game designers, and policymakers to
come together, to explore, experiment, and evolve a new pedagogical
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narrative that could potentially revolutionize language learning experiences.

The burgeoning interest and burgeoning research in this domain provide a
fertile ground for innovative pedagogical practices that could shape the future
of language education, making it more resonant with the learners' innate
curiosity, experiential preference, and pragmatic learning needs.
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USING LARPS TO FACILITATE
COMMUNICATIVE COMPETENCE
IN TAIWAN’S EFL CLASSROOMS

Michael Cheng

Abstract

English language teaching in Taiwan faces new challenges and
expectations as the Ministry of Education is in the process of creating a
plan to facilitate the creation of a bilingual country by the year 2030. One
of the challenges in achieving this goal is the large disparity of resources
between the urban and rural areas of Taiwan. Live Action Role Plays
(LARPs) are an activity that can be beneficial for the acquisition of
language and also can easily be used in resource poor areas of Taiwan.
This paper explains what LARPs are and discussed the benefits of their
use within the language classroom.

Keywords: Live Action Role Play, LARP, English language education,
remote areas

INTRODUCTION

One of Taiwan’s education goals according to the Ministry of Education, Republic
of China (Taiwan) (2018) is to turn Taiwan into a bilingual country by 2030 by
increasing the English proficiency of its citizens. According to National
Development Council Minister Minister Chen Mei-ling, associations such as the
European Chamber of Commerce and Academia Sinica have promoted the
idea of Taiwan becoming a bilingual country and Chen believes that "in the
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era of the digital economy, an excellent language ability is necessary for the
development of Taiwan" (Nguyen, 2018).

In their “Blueprint for Developing Taiwan into a Bilingual Nation by 2030”
announced by the National Development Council (NDC) on December 6, 2018, one
of the MOE aims is to “adopt a dynamic teaching approach with focus on daily
English use to enhance learning motivation” (Ministry of Education, 2018). This
new bilingual plan's main goal is to promote comprehensive English ability
by Taiwanese nationals with advanced training for reading, speaking,
listening, and writing skills (Nguyen, 2018).

One concern raised about this push for increasing English language
competence is the continuing issue of the disparity in resources between the
urban and rural education environments in Taiwan (Eliassen & Rich, 2019).
The main issue of contention here is the emphasis on the effective use of
digital technologies in the plan and that remote areas of Taiwan will lag
behind in terms of access to digital technologies. Digital tools can obviously
provide tremendous support to those who wish to develop their ability in a
foreign language. YouTube provides an almost unlimited number of programs
to view to a learner’s target language. And online videos are especially
helpful when it comes to learning English in that high quality subtitles are
often automatically generated for YouTube videos that are broadcast in
English.

While the opportunity to acquire receptive input is never limited when a
learner has access to an internet connection, the opportunity to natural output
in a target language cannot be so readily solved with access to websites like
YouTube. Swain and Lapkin’s (1995) output hypothesis established the need
for language learner to produce output, especially comprehensible output
where they could encounter gaps in their linguistic knowledge as they interact
in the target language.

Summarizing the challenge of the current language learning environment, the
government has a desire to increase the English language competence of the
youth of Taiwan, and wishes to implement programs and teaching practices
that can improve the English language fluency of the next generation of
Taiwanese students. But at the same time there is a need to facilitate learning
in potentially remote areas that do not have the access that urban areas have
to digital technologies. As a solution, one small beachhead in this quest to
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improve language proficiency is the increased use of LARPs or Live Action
Roleplays in the language learning classrooms. LARPs can be especially
efficacious in improving spoken competence and even in the areas of the
social and cultural uses of a target language. While LARPs have seen
extensive use as a social hobby and learning activity in other countries,
especially in Scandinavian countries like Norway, Sweden, and Denmark,
with LARP centered educational conferences being held in Finland, Sweden,
and New York, USA (Bowman, 2014), they are not as popular in Asia, with
only scholars from Taiwan and Korea publishing papers. In Taiwan, the use
of LARPs as a classroom language learning tool has been centered at National
Chengchi University, extensive use of LARPs have been utilized in language
learning classrooms. The goal of this paper is to share the extensive
experience gained over twenty years of using LARPs to facilitate the
acquisition of spoken language competence.

WHAT IS A LARP?

A LARP is an extended roleplay activity that evolved out of tabletop roleplaying
games, with the iconic Dungeons and Dragons being the first tabletop RPG to gain
wide popularity in the 1970s (Ewalt). In a tabletop RPG, the participants have the
freedom to create their own “character” — an alternate persona that will be used as an
avatar during the participants adventures, usually a medieval style fantasy world
where the participant quests through underground caverns to find and defeat
monsters like the dragons in the game’s title. The social and language intensive part
of the activity comes from the design of the game in which a game master sets the
scenario for the adventure, solely by describing the environment and the challenges
that the participants will face. In turn, the participants will react to the described
quest by explaining how they react to the stimulus that they are presented with.
Often the participants will encounter inhabitants that reside in the fantasy setting,
and will need to interact with them for information or valuable equipment that will
aid in completing the quest. It is in these interactions that the full nature of tabletop
RPGs as a language practice activity are fully realized. When encountering an
inhabitant the game master will often add color to the encounter by acting out the
voices and by assuming the persona of the person that is met. In turn the participants
will also get “in character” by taking on the voice and attitudes of the character that
they have created for the game. Thus a male can act out his idea of how a female
would act in the situation, and a youth could act out how a septuagenarian might act
in the situation.

36



LARPs to Facilitate Communicative Competence

While tabletop RPGs can be amazing activities that allow a person to become
immersed in a new world, there are drawbacks to their use within the language
classroom. First is the turn by turn nature of the activity. In a typical RPG, the
person moderating the game will describe the action, and each of the participants in
turn will describe how they react to the situation. This can then be followed by open
discussion among the participants as to what is the most advantageous or expedient
course of action. While this allows for the authentic use of language, the turn by turn
process means that a few minutes of in-game action can take an hour or more to play
out in real time. The consequence is that story arcs can take hours to play out, and
additionally the activity is open-ended in nature, so four or five hours of game time
can be necessary to reach an organic stopping point in the story.

A second drawback to the use of tabletop roleplaying games as a classroom activity
are the necessity for a moderator to lead each group of participants. Typical gaming
groups will have one moderator for approximately every four participants. With
classrooms of twenty or more students, it is unfeasible for the classroom instructor to
moderate a game for the students in the class. Therefore, this type of activity can
only be utilized if specific students are allocated to be game masters, and then take
on the burden of preparing the extensive background material needed to moderate
the activity.

How the Live Action Roleplay changes the equation is that each LARP is designed
to be a self-contained activity with a time limit, instead of an open-ended activity
that morphs and evolves according to the whims and actions of each participant. In a
LARP a background scenario is set and pre-written characters are distributed to the
participants. The role of each participant is to flesh out the assigned character by
acting out their own conception of what the character is like. The limited context of
the background allows the activity to start and finish in a predetermined amount of
time.

In essence the goal is to stage a dramatic play in which the participants are both
actors and audience (Phillips & Cheng, 2004). As in a play, there is a set time that
the play lasts as opposed to the open-ended nature of the tabletop LARP. Also as in a
play, the characters are given a role to play—they perform the role of the actor in the
play, but one that is unscripted. Although participants can be given very detailed
descriptions of their character’s background, motivation, and goals, no specific
dialog is provided. This requires that participants improvise anything that they say,
using their character background as a guide for how they should direct the
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conversation. Finally, the participants in a LARP also take the role of the audience in
the play. Since the activity is unscripted, the plot of the play is revealed as each of
the participants improvise their way through the activity. Each participant acts as an
audience member in his or her own private viewing of the play. And each participant
can shape his or her own experience by their response to the queries and prompts of
the other participants, especially if they follow basic improvisation rules like
accepting the new ideas that a partner introduces to the play (Fey, 2013). A basic
explanation of Fey’s rules for improvisation which she wrote can be found easily by
Googling “Tina Fey’s Four Rules of Improv.”

In summary, in a LARP each participant is provided a unique character with a
detailed background. Then a participant will begin interacting with other participants
by starting conversations while being immersed in the role that they are playing.
Through improvisation, new experiences are created among the participants, and by
actively participating, the plot of the play unfolds in a novel and unique manner for
each participant.

Another activity that can be confused with a Live Action Role Play activity is the
typical language learning class role play activity found in common speaking
textbooks. For example, in the popular book series Nice Talking with You 2 (Kenny,
2016) students are guided through the process of starting a conversation with a
friend that they have not seen for a period of time. In the activity, sample phrases are
provided for the language learners to plug into their conversations. Example of the
provided language include phrases such as:

It’s been a while.

It’s been a long time.

It’s been ages.

This is followed by sample phrases that can be used to discuss a number of topics.
Appearance: You haven’t changed a bit! You look great!

Job: These days, I’'m working for Google.

Relationships: I’'m married now, and we have two kids.
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Where: I’'m living in Tokyo.

In these ESL/EFL conversation book role plays, the participants focus on
grammatical accuracy and can artificially repeat phrases multiple times until they
have mastered the phrases, and they have personal interactions that are limited to a
practices that last at most a few minutes. The instructor is advised to support
students in developing the ability to notice what their classmates are saying to
provide scaffolding (Lantolf, 2000; de Guerrero & Villamil, 2000). And although the
Teacher’s Manual does suggest that the language learning students take on a new
persona by imagining that they are ten years older (Kenny, 2016a) the conversations
will end up lacking authenticity when they are repeated time after time with different
partners.

While contrasting LARPs with the role play activities that are presented in speaking
textbooks that are focused on the internalization of grammatical forms, the intention
is not to criticize this necessary language practice technique. Instead, LARPs can be
seen as a way to reinforce form focused (Ellis, 2005) lessons by giving students
additional opportunity to negotiate meaning in a more authentic setting where they
are attempting to acquire information that would have actual importance for
completing their character goals.

An example of a simple LARP is the “Ferry Boat” LARP that will also be made
available for teachers interested in using classroom LARPs. Ferry Boat is designed
as a simple introductory LARP that can be used with a group of students that range
from the single digits to twenty, thirty, or even more students depending on the class
size. The scenario is set on a Ferry Boat to limit the length of the activity

The setting of the Ferry Boat is obviously a ferry boat but to make the scenario more
authentic, an actual ferry boat was chosen as the setting during the writing of the
activity, and pictures of the boat and the route it will travel can be presented to the
class if multimedia equipment is available. Having the activity set on a ferry boat
gives the setting an organic reason why the participants are restricted to the location
of the activity, and also sets a predetermined time limit on how long the activity can
run as all ferries have time schedules that they must follow. This boat was set to
have a travel time of thirty minutes to avoid overextending a group of students that
are new to the LARP activity.

Ferry Boat can be run as a simple activity in which a diverse group of people can
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chat and socialize during a ferry trip to a vacation island. In this scenario, the boat is
filled with random unconnected people and very basic descriptions of the character
backgrounds are provided. Basically, the character backgrounds consist of a
description of each character’s profession and their goal for furthering their
professional careers. This scenario allows a group of intermediate students to
familiarize themselves with performing a role and expressing simple requests.

A more advance version of the scenario can add in plots that connect the characters
together and brings the Ferry Boat LARP closer to advanced LARPs that are often
played by native speakers in hobby groups. In this version, the character connections
can include story arcs such as a person trying to acquire funding for an invention
while unbeknownst to the inventor there is also a venture capitalist on board looking
for investment opportunities. By adding plot points like this, participants can start to
become the role (Phillips & Cheng, 2004).

THE ADVANTAGES OF USING LARPS IN THE
LANGUAGE LEARNING CLASSROOM

Advantages of the LARP over the traditional tabletop RPG that LARPs have
evolved from are a marked increase in the time that each participant has to interact
and produce speech. Instead of rotating your turn to speech among five or more
participants, interlocutors in a LARP can be actively involved as either the speaker
or listener in the entire activity. Every conversation that a participant has can be
directed at a specific speaking partner. This maximizes the potential amount of time
for the negotiation of meaning (Foster & Ohta, 2005) where participants can perform
actions such as asking for clarification, rephrasing their statements when asked for
clarification, and reviewing or summarizing as a confirmation check to verify what
you think you have understood. In fact LARPs fall into what Ladousse calls that
"category of language learning techniques sometimes referred to as low input - high
output . . . . the teacher-centered presentation phase of the lesson is very short"
(1987) which provides more time for students to produce output, allowing them
opportunities to practice correct language, notice mistakes, or negotiate meaning
until the interlocution is understood.

Returning to Nice Talking with You 2, the first unit walks the language learner
through the process of initiating a conversation, discuss a few common topics, and
finally how to politely close the conversation. In the Ferry Boat LARP, the design of
the activity means that participants will have many opportunities to practice these

40



LARPs to Facilitate Communicative Competence
exact functions. However, they will do so within a simulation that mirrors what they
may do in the real world once they suspend their disbelief and immerse themselves
into the context of the activity. In the LARP participants have the freedom to initiate
conversations with whomever they please, instead of being assigned a partner and
given a time limit to complete the interaction.

A second advantage of using LARPs in a language learning classroom is that they
provide the opportunity to gain exposure to cultural content. For example, a classic
English language novel is Bram Stoker’s Dracula. Literature can be taught through a
LARP if Sanchez’s Castle Dracula LARP is used as a class activity. Castle Dracula
is

an adaptation of the first four chapters of Dracula when Jonathan Harker is in
Transylvania preparing for the sale of Carfax Abbey to Count Dracula... students in
a literature class can experience the psychological horrors that Harker goes through
as he discovers he is a prisoner, giving them deeper insight into the emotional state
of the novel's characters (Cheng & Phillips, 2006).

LARPs can also provide exposure to fairy tales (Yermish & Balzac, 1992),
Halloween and horror movies (Freeform Games, 2006), Angels and the Bible
(Paliatseas, 1999), or other pieces of literature. It can expose students to significant
news events, as in Beatties’ (1996) White Collar Crime LARP that is a thinly veiled
version of the Nestles breast milk substitute scandal.

By combining news articles with the White Collar Crime LARP, students can attain
a deeper understanding of the event, while intensively practicing vocabulary related
to the event. By reading a piece of literature like Dracula and then using the Castle
Dracula LARP, students gain deeper appreciation for the horror and conflicts the
characters of the novel faced.

Third, vocabulary can also be reinforced through the use of LARPs. Douglas Niles’
The Inheritance (1989) is still used consistently in language learning classrooms in
Taiwan due to the compact nature of the scenario and the opportunity for
participants to pair up and scaffold each other. The setting is the reading of a will,
which turns out to be a puzzle rather than a straightforward distribution of the
deceased’s assets. In an activity run at Yuanzi University, in Chungli, Taiwan, the
words blackmailer and imposter were the words most frequently mentioned by
students as new words that they learned in during the activity.
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Fourth, LARPs are highly adaptable, come in many forms, and thus can be used to
reinforce many language functions. Cardwell (1995) listed development of the
following from the utilization of LARP activities in class: Following Directions,
Vocabulary, Research, Independent/Self-Directed Study, Planning, Choice/Decision
Making, Mental Exercise, Evaluation, Cooperation/Interaction,
Creativity/Imagination, Leadership, Problem Solving, Critical Thinking, Predicting
Consequences, Figural/Spatial Reasoning, Taking Other Points of View, Asking
Questions, Ethics, Prioritizing, Interrelated Learning, and Continuity of Learning.
Cheng (2007) also showed that students judged that using LARPs as a class learning
activity improved their ability to negotiate.

Fifth, going back to the issues raised in the NDC Blueprint for Developing Taiwan
into a Bilingual Nation by 2030, LARPs can be fully utilized in remote areas or
areas with a deficit in digital learning tools. All that an instructor needs is a printer or
copier to reproduce the character sheets. Although digital tools can be used to
provide background material, they are not necessarily needed. In my own
experience, | have created Moodle pages, wiki pages, or Facebook pages to support
in class LARPs. For example, I provide pictures of the Ferry Boat route, time
schedule, and pictures of the boat’s destination, to increase the opportunity for
students to immerse themselves into the activity. But these extra bells and whistles
are not actually needed. In its most basic form, a teacher only needs to describe the
scenario, and then hand out the character sheets, provide time for the students to
digest the material, and the activity can proceed.

CONCLUSION

To conclude, in applying LARPs as a classroom practice activity, the course
instructor provides a scenario where the students have the opportunity to immerse
themselves into roles that differ from their daily existences. Once immersion takes
place participants can discuss novel experiences while also organically practicing the
form focus language functions that they have practice in previous classes with the
guidance of grammar focused a textbook. Within the activity, participants can
practice language that can extend past the textbook, by interacting in pairs or in self-
selected “small groups to exchange information, create alliances, or negotiate
treaties” (Phillips & Cheng, 2004), and through their interaction a story is created
which produces another layer of realism and motivation for completing the activity.
LARPs are ideal tools for increasing fun and motivation in class, as long as they are
level appropriate for the targeted students. The LARP activity is also flexible and
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can be enhanced with multimedia and access to digital tools, but these are not
necessary, which can make LARPs a useful tool for future classrooms that desire to
create positive environments for the acquisition of English.

As a final word, William Bryant (1986) used adventure discussion games that were
similar to LARPs in his French conversation classes and had this to say:

One thing for certain, however, is that, used properly, these kinds of
activities are usually very effective in engendering a lot of animated
conversation and communication on the part of the students. The main
reason for this is that the hypothetical situation presented . . . is . ..
"emotionally charged."
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ALIEN HUNTER

The Nexus Event in Wildwood
Interactive Drama Scenario
15-26 Players

by
Brian David Phillips, Ph.D.

ALIEN HUNTER
The Nexus Event in Wildwood

Setting: Wildwood, an old western town in the 1870s. Dusty roads, saloons,

wooden buildings, horses, and cowboys, but with an air of unease and suspicion.

sto

Cast of Characters:

. Sheriff Jordan (M, T): Upholder of the law and keen to solve the murder.
. Miss Adelaide (F, G): Saloon owner with many secrets.
. Rev. Casey (M/F, T): Local preacher who believes the government man's

. Elijah (M, T): Blacksmith with a skepticism for the supernatural.

. Cassandra (F, G): Herbalist and healer.

. Blake (M/F, T): Local gambler with a streak of bad luck.

. Ms. Morgan (F, G): Schoolteacher and protector of children.

. Taylor (M/F, T): Wanderer who arrived in town just before the murder.
. Sawyer (M/F, T): Barkeep at Miss Adelaide's saloon.

10. Lilith (F, G): Mysterious woman living on the town’s edge.

11. Alex (M/F, T): Rancher concerned about the safety of their cattle.
12. Rowan (M/F, GA): General store owner.

13. Quinn (M/F, LA): Newly settled farmer.

14. Jordan Jr. (M/F, T): Youngest child of Sheriff Jordan.

15. Charlie (M/F, GA): Night watchman.
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16. Sam (M/F, LA): Postman who knows everyone's secrets.
17. Emery (M/F, T): Local newspaper editor.
18. Jamie (M/F, GA): Stagecoach driver.
19. Jordan Sr. (M, T): Father of Sheriff Jordan, retired lawman.
20. Meredith (F, G): Widow with a young child.
21. Riley (M/F, LA): Town's only doctor.
22. Jesse (M/F, GA): Prospector who's been acting strangely lately.
23. Marie (F, G): Seamstress with a sharp eye for detail.
24. Lee (M/F, T): Deputy of Sheriff Jordan.
25. Avery (M, LA): Visiting musician at Miss Adelaide's saloon.
26. Skyler (F, G): Hunter skilled with a bow and arrow.

Background:

Upon hearing about the Nexus Event and the presence of aliens, the townsfolk
are in turmoil. With the government man dead and no one else to turn to, they must
rely on each other to uncover the truth and protect themselves.

Instructions:

1. Building Trust: Throughout the game, characters will interact, forge
alliances, share secrets, and work to form groups. Characters should use their
backgrounds, professions, and personalities to their advantage.

2. Alien & Guardian Identification: Players will have to subtly identify
their own group members without getting caught. The use of special hand
signs for the aliens will be crucial. Guardians, however, will rely on intuition,
secret questions, and trust-building.

3. Forming Groups: Towards the end of the game, players will need to
decide on the groups they want to be a part of. Aliens will try to secretly
infiltrate human groups, while humans will try to build the largest alien-free

group.

4. The Reveal: At "Midnight" (or the end of the allotted game time),
groups will reveal their members. Scores will be tallied based on the criteria
mentioned.
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Debrief:
After the game, players should discuss their strategies, surprises, and how their
character's background influenced their choices. This is a great time to also share
moments of intrigue, suspense, and clever maneuvers.

Note: For a more immersive experience, props, costumes, and ambient music
from the 1870s Wild West can be used. Lighting can be dimmed to mimic nighttime
as the game approaches its climax.

ALIEN HUNTER
The Nexus Event in Wildwood

Introduction:

Welcome to the town of Wildwood, a modest settlement in the Old West of the
1870s. The world may seem familiar, but beneath the surface, mystery, deceit, and
otherworldly forces are at play. As the sun sets on this day, the town will never be
the same again.

Setting:

Wildwood captures the essence of an Old West town — wooden buildings,
saloons humming with gossip, the distant sound of horses, and the occasional tune
from a lone guitarist. But recently, an unsettling air has gripped the town. Whispers
of strangers amongst the folk, uncanny occurrences, and now, the sudden murder of
an outsider claiming to be from the government.

Background:

The "Man from the Government" rode into town just days ago, with claims as
wild as the frontier itself. He believed that among the people of Wildwood, alien
beings were hiding in plain sight. Before he could provide any proof or rally the
townsfolk, he was found dead in the heart of the town with an arrow through the
heart. But not before his tales of a "Nexus Event" spread like wildfire.

As the night approaches, the townspeople are filled with anxiety. By midnight,
this Nexus Event will occur, and should the tales be true, any group of humans
containing an alien will face dire consequences. Some believe the man’s tales to be
mere myths, while others are genuinely fearful. The Guardians, a group of women
who've secretly protected the town for generations, are on high alert. Their ancient
lore speaks of extraterrestrial entities, and this may be the night their tales come to
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life.

The Situation:
Players will find themselves in the midst of these strange happenings. Each will
have a distinct identity:

1. Regular Townsfolk: The backbone of Wildwood, going about their
daily lives and now thrust into this eerie enigma.

2. Guardians: A clandestine group of women who have always known
about the aliens. Their mission is to shield humanity.

3. Aliens: Two kinds — Gray Aliens and Lizard Aliens. Although
disguised as humans, their objective is different. Each group wants to
assimilate as many humans as they can, but they must first identify and
collaborate with their fellow aliens without being caught.

General Procedures:

1. Character Distribution: Each player will receive a sealed envelope.
Inside, they will find their character background, profession, and alignment
(Human, Guardian, Gray Alien, or Lizard Alien). This information is
confidential.

2. Roleplaying: The heart of the game is in interactions. Form alliances,
share or hide information, deceive or be deceived. There is no combat; your
weapons are your words, wit, and strategy.

3. Signs & Symbols: Aliens have a special hand sign to identify
members of their group. They must use this discreetly. Guardians, however,
will rely on coded language and intuition.

4. Group Formation: As midnight (or the end of game time) approaches,
players must decide which group to align with. Groups will sit together in a
circle. Choose wisely; your survival depends on it.

5. Nexus Event: At the climax, groups reveal their members. Points are

tallied based on the criteria: humans aim for the largest alien-free group,
while aliens aim to infiltrate and assimilate.
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6. Debrief: A post-game session where players discuss strategies,
surprises, and experiences. Share your story, whether you were triumphant or
outwitted.

Host Instructions:

1. Setup: Ensure a comfortable space where players can easily mingle
and form groups. Consider adding atmospheric touches: dim lighting, old
western decor, and background music.

2. Timekeeping: Keep track of the game's progression. Give players a
warning 15 minutes before the Nexus Event.

3. Mediation: Be available for clarifications and rule enforcement.
Ensure a fair and respectful game environment.

4. Ending: Announce the Nexus Event, facilitate the group reveals, and
manage the point tallying. Encourage the post-game discussion.

Get ready to embark on a journey of intrigue, suspense, and deception. Trust no
one completely, keep your wits about you, and may the stars be in your favor.
Welcome to Wildwood.

Who Is The Murderer?

Given the depth and intricacy of the scenario, it's essential to ensure the game
remains captivating, keeping players guessing until the end. Given the context
provided, a strong candidate for the murderer could be:

Charlie (Gray Alien): Night Watchman
Reasoning:

- As a Gray Alien, Charlie has a primary objective to assimilate humans and
gain control. The "man from the government" posed a direct threat to this mission.

- His role as the night watchman allows him access to many places without
drawing suspicion. He can move silently and undetected, making it easier for him to
commit the murder.
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- It adds depth to the story, as players might least expect the night watchman to
be involved in such an intricate plot.

However, the beauty of LARPs is that the storyteller or organizer can modify the
narrative based on the group or desired outcomes. If you'd prefer another character
to be the murderer, you certainly can adapt accordingly!

FACTION CARDS

FACTION CARD
Townsfolk:

Background:

You are one of the ordinary townsfolk of Wildwood. You've spent your life
here, amongst its wooden buildings, the familiar tunes of the saloon, and the stories
of the old folk. Life was simple, predictable even, until the arrival of the Man from
the Government. Now, whispers of aliens and a looming Nexus Event have turned
your world upside down.

Your Goal:

Determine who can be trusted and group up with as many genuine humans as
possible to stay safe during the Nexus Event. Remember, an alien in your midst can
have dire consequences.

FACTION CARD
Guardians:

Background:

For centuries, the Guardians have secretly protected humanity from otherworldly
threats. Rooted deep in Wildwood, your ancestors were the first to settle here and the
first to fend off the aliens. Legends of witch covens were inspired by your secretive
efforts. Your knowledge of the aliens, passed down through generations, might be
the key to saving Wildwood tonight.

Your Goal:
Identify and group with genuine humans. Use your knowledge to root out the
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aliens and protect your town. Maintain secrecy about your identity, as being a
Guardian can make you a prime target.

Recognition:

Guardians wear a discrete emblem — a silver pendant or brooch with a crescent
moon. Use this symbol to recognize and trust fellow Guardians. There is also a hand
sign.

FACTION CARD
Gray Aliens:

Background:

You hail from Zeta Reticuli, a star system light years away from Earth. Your
kind has watched over Earth for millennia, witnessing its evolution. The planet's
unique energetic field can rejuvenate your dying species. Assimilating Earth's
inhabitants and harnessing this energy is your last hope. To everyone else, you're just
another face in the crowd, but underneath that fagade, you're an ancient being with a
mission.

Your Goal:
Identify and coordinate with fellow Gray Aliens. Your collective aim is to
infiltrate human groups and ensure their assimilation during the Nexus Event.

Recognition:
Gray Aliens have a specific hand sign — a closed fist with the pinky finger
extended outward. Use this discreetly to recognize members of your group.

FACTION CARD
Lizard Aliens:

Background:

Originating from the Draco constellation, your species is known for its
adaptability and survival instincts. Earth's abundant resources and its DNA diversity
are essential for your species' next evolutionary leap. Integrating human DNA by
assimilation is pivotal for your race's survival and advancement.
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Your Goal:

Recognize and align with fellow Lizard Aliens. Your aim is to infiltrate human
groups and prepare them for assimilation when the Nexus Event occurs.

Recognition:
Lizard Aliens use a unique hand sign — a hand shaped like a claw (fingers
slightly curled inwards). Use this sign subtly to recognize and align with your kin.

These faction cards should be printed and handed over to players in sealed
envelopes to maintain the game's secrecy and intrigue. The information should be
treated as confidential and only shared at the player's discretion during the game.

CHARACTER CLUES

I apologize for the oversight. Let's dive into the clues for each character:

1. Sheriff Jordan (Neutral):

Clue: Found an unusual metal fragment near the crime scene, not native to
Earth.

Motive: To protect the town, did he silence someone who knew too much?

2. Miss Adelaide (Female Guardian):
Clue: Behind her saloon's counter, a strange emblem was hidden.
Motive: Perhaps she was trying to send a message to other Guardians?

3. Rev. Casey (Neutral):
Clue: A journal filled with writings and sketches of celestial beings.
Motive: To protect his congregation, would he go as far as murder?

4. Elijah (Male Human):
Clue: Recently fashioned a set of chains strong enough to hold a beast.

Motive: Was he preparing for an otherworldly threat?

5. Cassandra (Female Guardian):
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Clue: Keeps a potent brew, rumored to counteract alien influence.
Motive: Perhaps she uncovered a deadly secret during her practices?

6. Blake (Neutral):
Clue: Owed the government man a hefty debt.
Motive: With him out of the way, the debt dies with him.

7. Ms. Morgan (Female Guardian):
Clue: Discovered teaching the children a secret chant.
Motive: Protecting the children or ensuring they stay quiet?

8. Taylor (Neutral):
Clue: Seen arguing with the government man the day before his death.
Motive: A past connection or unfinished business?

9. Sawyer (Neutral):
Clue: Overheard sharing whispered warnings of night-time visitors.
Motive: Protecting Miss Adelaide's secrets or their own?

10. Lilith (Female Guardian):
Clue: Keeps a collection of old relics said to be alien deterrents.
Motive: What would she do to safeguard her collection?

11. Alex (Neutral):
Clue: Found a mutilated cow on their ranch, with unusual markings.
Motive: Did they confront the government man about it?

12. Rowan (Neutral Gray Alien):
Clue: Stocked up on rare minerals not found in the region.
Motive: Collecting materials for communication or defense?

13. Quinn (Neutral Lizard Alien):
Clue: Found with a coded message, possibly alien communication.
Motive: Covering up their tracks or a more nefarious purpose?

14. Jordan Jr. (Neutral):

Clue: Drew sketches that eerily resemble Gray Aliens.
Motive: Childhood imagination or hiding a dark truth?
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15. Charlie (Neutral Gray Alien):
Clue: Spotted at locations of recent mysterious events during night patrols.
Motive: Keeping the town safe or ensuring his mission succeeds?

16. Sam (Neutral Lizard Alien):
Clue: Intercepted mail detailing sightings of strange beings.
Motive: Was the government man expecting a letter of importance?

17. Emery (Neutral):
Clue: Recently published an article dismissing UFO sightings.
Motive: Suppressing the truth or genuinely ignorant?

18. Jamie (Neutral Gray Alien):
Clue: Had a suspicious passenger the night before the murder.
Motive: A silent witness to extraterrestrial passengers?

19. Jordan Sr. (Male Human):
Clue: Has a locked room filled with decades-old alien sighting reports.
Motive: Protecting his son from an inherited destiny?

20. Meredith (Female Guardian):
Clue: Found with a locket that seems to repel aliens.
Motive: Ensuring her child's safety at any cost?

21. Riley (Neutral Lizard Alien):
Clue: Keeps medical records of strange, non-human illnesses.
Motive: Research or covering tracks?

22. Jesse (Neutral Gray Alien):
Clue: Found a strange metal in the mountains, not sharing details.
Motive: Greed or a more alien purpose?

23. Marie (Female Guardian):
Clue: Spotted crafting garments from a fabric that's oddly shimmering.
Motive: Hiding something or someone?

24. Lee (Neutral):
Clue: Confiscated an artifact from a drifter, resembling alien tech.

Motive: Curiosity or complicity?
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25. Avery (Neutral Lizard Alien):
Clue: Their music causes listeners to behave oddly.
Motive: Hypnotic melodies to mask their alien nature?

26. Skyler (Female Guardian):

Clue: Found with arrows tipped with a mysterious substance.

Motive: To combat the extraterrestrial or for personal gain?

Alien Hunter LARP
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Sheriff Jordan (Little Jordan)

Faction: Townsfolk

Gender: Male

Age: 45

Role: Town Sheriff

Costume: A weathered hat, a star badge, sheriff's coat, and a leather belt holster.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Sheriff Jordan, a long-standing figure of authority in the town, is known for his
unwavering commitment to upholding the law. His father, Jordan Sr., was also a
sheriff, making law enforcement a family tradition. Over the past two decades,
Sheriff Jordan has been instrumental in maintaining peace, resolving disputes, and
ensuring that the town runs smoothly. The recent arrival of the "man from the
government" caught his attention. Although Jordan was initially skeptical, he
couldn't ignore the strange occurrences in the town. The mysterious events and the
subsequent murder have rattled him, and he's more determined than ever to uncover
the truth and bring justice.

PRIVATE INFORMATION:

Sheriff Jordan, although publicly dismissing any talk of extraterrestrials, has had
his own experiences which make him wonder. Years ago, when he was a deputy, he
encountered an unexplainable phenomenon while on patrol one night. He's kept this
experience a secret, fearing ridicule or damage to his reputation. This memory has
been haunting him recently.

SPECIAL ABILITY:
Investigation Insight - Once during the game, Sheriff Jordan can force a player
to reveal one piece of PRIVATE INFORMATION.

WHAT YOU KNOW ABOUT OTHERS:

He has noticed Rowan and Charlie having secret exchanges in the general store.
Recently, he overheard Miss Adelaide and Cassandra discussing something about
"Guardians" and a "Covenant."
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Miss Adelaide

Faction: Guardian

Gender: Female

Age: 37

Role: Saloon owner

Costume: Elegant dress, feathered hat, and lace gloves.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Miss Adelaide owns the town's saloon, a thriving hub for gossip, business deals,
and evening relaxation. Being in the heart of social activity, Adelaide hears many
secrets, and her saloon is often the starting point of many rumors. Well-respected in
the community, she offers jobs to those in need and has a particular fondness for
entertaining the town with music and dance.

PRIVATE INFORMATION:

Miss Adelaide is a high-ranking member of the "Guardians," a secret society
formed centuries ago to combat extraterrestrial threats. She has been working
undercover to identify and neutralize the alien presence in the town. The saloon has
a hidden room where she keeps records and artifacts of her findings.

SPECIAL ABILITY:
Charm & Influence - Miss Adelaide can persuade a player to share their
SPECIAL ABILITY with her, once during the game.

WHAT YOU KNOW ABOUT OTHERS:

She is aware of Cassandra, Meredith, Marie, and Skyler being fellow Guardians.
She also suspects Taylor might be linked with extraterrestrial activities, as she
noticed an unusual scar on Taylor's hand, resembling an alien symbol she had seen
in the Guardians' records.
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Rev. Casey

Faction: Townsfolk

Gender: M/F

Age: 50

Role: Local preacher

Costume: Modest religious attire, a worn-out bible, and a wooden cross pendant.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Rev. Casey is a stalwart figure in the community, often providing spiritual
guidance and solace to the town's folk. Casey's sermons often touch upon the
unknown and the mysteries of the universe, asking parishioners to keep an open
mind about things they don't understand. With the arrival of the "man from the
government" and his wild claims, Rev. Casey found himself torn between skepticism
and belief, wondering if these "aliens" might be God's other children. The church has
seen a surge in attendance recently as the community seeks answers and comfort.

PRIVATE INFORMATION:

Years ago, Rev. Casey stumbled upon ancient scriptures hidden in the church's
cellar. These scriptures spoke of celestial visitors and events that could only be
termed as "extraterrestrial." Initially dismissing them as fables, the recent events
have made Casey revisit these texts, wondering if they might hold answers to the
current mystery.

SPECIAL ABILITY:

Prayer of Insight - Once during the game, Rev. Casey can pray with another
player. During this prayer, both players must share a piece of PRIVATE
INFORMATION with each other.

WHAT YOU KNOW ABOUT OTHERS:

Rev. Casey recently comforted Meredith, who was distraught over nightmares of
strange beings. Additionally, Lee, the deputy, often comes to the church late at night,
seeking solace and hinting at things he's seen that he can't explain.
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Elijah
Faction: Townsfolk
Gender: Male
Age: 33

Role: Blacksmith
Costume: Leather apron, soot-streaked face, and sturdy boots.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Elijah is known for his strong arms and the high-quality tools he produces. A
rational thinker, he often dismisses tales of the supernatural and has been very vocal
about his disbelief in the tales of extraterrestrials. Recently, he's been working on a
large, undisclosed project that he keeps hidden under a tarp in his workshop.

PRIVATE INFORMATION:

The undisclosed project is a metallic enclosure, designed based on a blueprint
Elijah found mysteriously placed in his workshop. While he's unsure of its purpose,
he felt a compulsion to build it. The blueprint has symbols that eerily resemble some
he's seen in the church's ancient scriptures when Rev. Casey showed them to him.

SPECIAL ABILITY:

Metal Manipulation - Elijah can, once during the game, create a protective
barrier around himself and another player for 10 minutes, where no one can
approach or question them.

WHAT YOU KNOW ABOUT OTHERS:

Elijah has observed that Rowan often comes by late at night to procure unusual
metal materials, often paying extra to ensure secrecy. He also once overheard a
heated conversation between Blake and Alex about a secret meeting.
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Cassandra

Faction: Guardian

Gender: Female

Age: 40

Role: Herbalist and healer

Costume: Flowing dresses, a pouch with herbs, and a pendant of a protective
symbol.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

As the town's primary source of healing before the doctor's arrival, Cassandra's
knowledge of herbs and natural remedies is unparalleled. People from neighboring
towns often seek her expertise. While her methods are sometimes termed
"unconventional," no one can deny their effectiveness.

PRIVATE INFORMATION:

Cassandra's lineage has a long history of Guardianship. Her ancestors have
passed down an ancient tome that details the ways to identify and combat
extraterrestrial entities. She's been studying this tome in secret and has been
formulating a potion that might help reveal the true nature of these beings.

SPECIAL ABILITY:
Potion of Truth - Cassandra can give a player her potion, forcing them to answer
one question truthfully.

WHAT YOU KNOW ABOUT OTHERS:

Cassandra has treated Jamie for a rare ailment that she recognized from her tome
as a potential side effect of alien transformation. Additionally, she has been working
with Miss Adelaide in secret to compare notes and findings about the alien presence.
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Blake

Faction: Townsfolk

Gender: M/F

Age: 29

Role: Local gambler

Costume: Flashy waistcoat, a feathered hat, pocket watch, and always seen with
a deck of cards.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Blake is the gambler with the smoothest talk in town, often found at Miss
Adelaide's saloon, trying their luck. Recently, however, their winning streak has
taken a downturn, and Blake is often seen deep in thought, rubbing a strange coin
they found on one of their late-night walks. This coin, many say, started their streak
of bad luck. Still, Blake's charm remains undeterred, and they always have a trick or
two up their sleeves.

PRIVATE INFORMATION:

The coin Blake found has inscriptions that they've been unable to decipher. Late
at night, Blake often dreams of a faraway galaxy and feels an unexplained
connection to the stars. They've contemplated showing this coin to Rowan, the
general store owner, hoping he might have some knowledge about it.

SPECIAL ABILITY:

Gambler's Guile - Once during the game, Blake can challenge another player to
a game of chance (coin toss, card draw, etc.). If Blake wins, the challenged player
must share a piece of PRIVATE INFORMATION. If Blake loses, they must reveal a
PRIVATE piece of information.

WHAT YOU KNOW ABOUT OTHERS:

Blake once overheard Sawyer and Charlie discussing the strange happenings in
town, hinting that they might know more than they let on. Blake also suspects that
Lilith, the mysterious woman, might have some knowledge about the coin, as she
once cast a lingering glance at it when Blake flaunted it at the saloon.
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Ms. Morgan

Faction: Guardian

Gender: Female

Age: 32

Role: Schoolteacher

Costume: Modest dress, glasses, a bun, and always seen with a book or chalk.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Ms. Morgan is beloved by her students. As the schoolteacher, she's instilled the
values of questioning, exploring, and learning in the young minds of the town. She is
protective of her students, often organizing extra classes to teach them about the
world beyond their small town.

PRIVATE INFORMATION:

Unknown to many, Ms. Morgan's classroom is filled with hidden symbols and
signs that offer protection against extraterrestrial entities. She's been training a group
of students, including Jordan Jr., in secret about the history of Guardians and their
role. She believes the next generation is the key to protecting the town from any
potential threats.

SPECIAL ABILITY:

Protector's Shield - Once during the game, Ms. Morgan can invoke a protective
circle around herself and two other players. While inside the circle, no harm or
influence can befall them, and they cannot be questioned for 10 minutes.

WHAT YOU KNOW ABOUT OTHERS:

Ms. Morgan once found an odd-looking rock in Quinn's bag during a school
inspection, which she identified from her Guardian teachings as potentially alien.
She also noticed that Riley, the town's only doctor, has been asking children about
their dreams, which she finds suspicious.
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Taylor

Faction: Townsfolk

Gender: M/F

Age: 34

Role: Wanderer

Costume: Dusty overcoat, wide-brimmed hat to shield from the sun, a scarf to
protect against the desert winds, and worn leather boots.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Taylor, always seen with a hint of sand on their boots and the scent of a distant
place, is a wanderer who arrived in town just days before the murder. Most of their
stories involve tales from the neighboring towns, vast deserts, and the people they’ve
met along the way. They're a frequent storyteller at Miss Adelaide's saloon,
enchanting the locals with tales of their travels. Many admire Taylor's freedom and
courage to journey the unknown, but with the recent murder, some townsfolk are
wary of the stranger among them.

PRIVATE INFORMATION:

Unknown to most, Taylor's wandering isn't just for the sake of adventure.
They're searching for someone - a family member who disappeared under
mysterious circumstances. The last clue they had pointed them towards this very
town. They have been discreetly inquiring about any unusual happenings prior to
their arrival, hoping to find a link.

SPECIAL ABILITY:

Wanderer’s Intuition - Once during the game, Taylor can approach a player and
ask them a question about their PRIVATE INFORMATION. The player must
answer truthfully, but Taylor can only use this ability for 5 minutes after activating
1t.

WHAT YOU KNOW ABOUT OTHERS:

Taylor, during their travels, heard whispers that Sawyer, the barkeep at Miss
Adelaide's, might have connections outside of the town that are far-reaching and
mysterious. They've also noticed Jamie, the stagecoach driver, eyeing them with
recognition, but can't place where they might have met before.

63



Brian David Phillips
Sawyer

Faction: Townsfolk

Gender: M/F

Age: 28

Role: Barkeep

Costume: Vest over a white shirt, apron stained from various drink spills, and a
cloth always handy for wiping down the counter.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Sawyer is the ever-present ear at Miss Adelaide’s saloon, pouring drinks and
lending a listening ear to anyone who needs it. As the barkeep, they’ve heard it all:
secrets, confessions, gossip, and tall tales. Friendly to all, they're the glue that keeps
the regulars coming back, always serving up the right drink for the right mood.

PRIVATE INFORMATION:

While everyone thinks Sawyer merely listens, they're part of a secret network of
informants that spreads across the region. Every new piece of information is stored,
cataloged, and sometimes sold to the highest bidder. Recently, they intercepted a
covert message indicating that there are not one, but two groups of aliens in town.

SPECIAL ABILITY:

Barkeep’s Ears - Once during the game, Sawyer can eavesdrop on any two
players' conversation from a distance, without them realizing they're being
overheard.

WHAT YOU KNOW ABOUT OTHERS:

Sawyer knows that Rev. Casey has been spending time in the saloon's backroom,
receiving mysterious guests late at night. They've also overheard Blake talking in
their sleep about a coin and another galaxy, making them believe that Blake may
have something alien-related in their possession.

64



Alien Hunter LARP

Lilith

Faction: Guardian

Gender: Female

Age: 38

Role: Mysterious Woman

Costume: Flowing dark dresses with intricate lace patterns, a shawl that seems
to shimmer under certain lights, and silver jewelry with symbols of protection.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Living on the town’s edge, Lilith is a mysterious figure, often seen under the
moonlight collecting herbs or murmuring chants. Those who’ve dared approach her
house speak of a garden that blooms unnaturally bright under the night sky. She
offers protection charms to those who seek them and seems to have an uncanny
understanding of the universe. Children speak of seeing strange, shimmering figures
around her home, and the town's animals seem drawn to her, acting as her eyes and
ears.

PRIVATE INFORMATION:

Lilith is not just a mere human but is a guardian, entrusted with ensuring the
balance of the universe. Centuries ago, a prophecy spoke of two alien factions that
would seek Earth for their gains. The guardians were dispatched to protect the
planet. Lilith knows that the time spoken of in the prophecy is now, and she's
actively searching for allies to prevent Earth's assimilation.

SPECIAL ABILITY:

Moonlit Vision - Once during the game, Lilith can activate her vision to see the
true form of any one player, revealing their faction (alien, guardian, or human) but
not their specific role. This vision lasts for 3 minutes.

WHAT YOU KNOW ABOUT OTHERS:

During one of her moonlit rituals, Lilith received a vision of Rowan, the general
store owner, hiding a device not of this Earth in the store's basement. She's also
sensed a protective aura around Ms. Morgan, the schoolteacher, hinting that she
might be an ally.
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Alex

Faction: Townsfolk

Gender: M/F

Age: 42

Role: Rancher

Costume: Worn leather hat, dust-coated chaps, rugged boots, and a stained
bandana covering the neck.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Alex is a dedicated rancher, having inherited a vast expanse of cattle lands from
their ancestors. With a profound connection to the land and the creatures under their
care, they are known to be honest, straightforward, and fiercely protective of their
livestock. Lately, however, some of their cattle have gone missing, and strange
patterns have appeared in their fields. These occurrences have made Alex concerned
and watchful. Some nights, they've spoken about seeing strange lights in the sky and
hearing eerie sounds from the hills.

PRIVATE INFORMATION:

A few weeks ago, during an evening round-up, Alex stumbled upon a peculiar
metallic object half-buried in one of their fields. When touched, it emitted a faint
hum and showed bizarre symbols. Fearing the repercussions of reporting it, Alex hid
it in their barn. They've also started having dreams of another world, visions of a
looming danger, and a voice urging them to choose a side.

SPECIAL ABILITY:

Landsense - Twice during the game, Alex can "sense" the true intentions of a
player by focusing on them for 5 minutes. This will give Alex an intuition (a yes or
no answer from the game master) about whether the player has ulterior motives.

WHAT YOU KNOW ABOUT OTHERS:

While at the general store buying supplies, Alex overheard Quinn, the newly
settled farmer, talking in a hushed tone about "coordinates" and "activation." They
also noticed that Jesse, the prospector, has been snooping around their barn lately,
showing a keen interest in the strange metallic object.
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Rowan

Faction: Gray Alien

Gender: M/F

Age: Appears 35

Role: General Store Owner

Costume: Fitted waistcoat, pinstriped pants, polished shoes, a monocle, and
always seen with a pocket watch.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Rowan, the owner of the town’s general store, is a staple in the community. The
store, a hub of trade and chatter, has been serving townsfolk for years. People admire
Rowan's astute business sense and the uncanny ability to have just what a customer
needs. They are always up-to-date with the latest news and trends, often procuring
goods that haven’t even been asked for yet, as if anticipating the town's needs.
Recently, Rowan has brought in a series of new, foreign products — metallic devices
that seem oddly advanced for the time.

PRIVATE INFORMATION:

Rowan is a Gray Alien sent to Earth to establish a communication hub in
anticipation of a larger arrival. Their store acts as a fagade to collect information on
human behavior and to disseminate alien tech subtly. In the store’s basement, Rowan
hides advanced communication equipment and has been transmitting information to
their mothership. They also have a special device that can detect other aliens but
isn’t sure how to differentiate between the two factions.

SPECIAL ABILITY:

Tech Whisperer - Once in the game, Rowan can use their advanced device to
confirm if someone is an alien. However, this doesn't reveal the specific faction of
the alien.

WHAT YOU KNOW ABOUT OTHERS:

Rowan has picked up radio-like frequencies from Quinn's farm, suggesting
advanced tech usage. They've also noticed Lee, the deputy, snooping around the
store after hours, possibly catching glimpses of the strange items in the inventory.
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Quinn

Faction: Lizard Alien

Gender: M/F

Age: Appears 28

Role: Newly Settled Farmer

Costume: Durable overalls, a straw hat, well-worn boots, and a scarf around the
neck to conceal any scales.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Quinn appeared in town a few months ago, purchasing a stretch of farmland on
the outskirts. They quickly became known for producing the juiciest, most vibrant-
colored crops, with townsfolk in awe of the sudden greenery. Quinn claims to have a
"special touch" with plants, and their farm quickly became a popular spot for town
gatherings. They often host barn dances and offer agricultural advice to neighboring
farmers.

PRIVATE INFORMATION:

Quinn is a Lizard Alien, sent to study Earth's agriculture for potential food
sources for their species. The outstanding crop yield is a result of an alien growth
formula, which Quinn secretly administers to the plants. The barn dances and
gatherings are a facade to collect DNA samples from humans, as Lizard Aliens
believe they can enhance their race by blending their DNA with other species. Quinn
has a device that can alter human memory for a short time, useful if someone gets
too suspicious.

SPECIAL ABILITY:

Memory Manipulation - Once in the game, Quinn can show a card to another
player, making them forget the last five minutes of the game. The affected player
will forget any conversation, observation, or transaction that happened during that
time.

WHAT YOU KNOW ABOUT OTHERS:

Quinn has noticed Rowan's interest in their farm and is suspicious of their
frequent visits to the general store's basement. They've also spotted Jamie, the
stagecoach driver, lingering at the edge of the farm late at night, observing the crops
with a keen interest.
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Jordan Jr. (JJ, Tiny Jordan)

Faction: Townsfolk

Gender: M/F

Age: 17

Role: Youngest child of Sheriff Jordan

Costume: Simple western attire, pants, shirt, vest, and a hat slightly too big,
showing the youth trying to emulate the elder's stature.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Jordan Jr., lovingly known as JJ by the townsfolk, is the youngest offspring of
the esteemed Sheriff Jordan. Growing up under the shadow of such an authoritative
figure, JJ always felt the weight of expectation. Inquisitive and clever, they've
always had a knack for getting into places they shouldn't and overhearing
conversations meant for older ears. While they idolize their father and elder sibling,
they are determined to carve out their identity.

PRIVATE INFORMATION:

JJ found a peculiar metallic object near the outskirts of the town, which they've
hidden in their room. The object occasionally emits a soft glow and seems to have
otherworldly inscriptions. They've also overheard whispers about Guardians and
aliens from eavesdropping on their father's conversations and are eager to prove
themselves by uncovering the mysteries surrounding the town.

SPECIAL ABILITY:

Eavesdrop - Once in the game, JJ can secretly listen to a conversation between
two other players without them knowing. JJ will quietly show the ability card to the
moderator, indicating which players they're eavesdropping on.

WHAT YOU KNOW ABOUT OTHERS:

Jordan Jr. has seen Taylor and Lee in hushed conversations multiple times.
While sneaking around, they also caught a glimpse of Ms. Morgan carrying a strange
emblem resembling the legends of the Guardians, further fueling their curiosity.
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Charlie

Faction: Gray Alien

Gender: M/F

Age: 29 (Earth years)

Role: Night watchman

Costume: A watchman's uniform slightly worn with age, complete with a lantern
and a whistle.

CHARLIE IS THE MURDERER!

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Charlie has been the town's reliable night watchman for the past four years.
Their methodical and punctual nature has made them quite reputable among the
locals. Always the first to report anything amiss, Charlie is often seen patrolling the
quieter parts of town during the night, ensuring everyone's safety. Their commitment
to the job has earned them respect, though some find their obsession with stargazing
a tad eccentric.

PRIVATE INFORMATION:

Charlie is a Gray Alien, having taken the form of a human after their spacecraft
crash-landed nearby. The need to blend in led them to the role of a night watchman,
enabling them to communicate with their extraterrestrial contacts discreetly.
Charlie's primary objective is to establish a communication link with their home
planet and seek reinforcements. However, they've sensed the presence of another
alien species, the Lizard Aliens, and must tread carefully.

CHARLIE IS THE KILLER:

As a Gray Alien, Charlie has a primary objective to assimilate humans and gain
control. The "man from the government" posed a direct threat to this mission. His
role as the night watchman allows him access to many places without drawing
suspicion. He can move silently and undetected, making it easier for him to commit
the murder.

SPECIAL ABILITY:

Night Vision - Charlie can see clearly in the dark. Twice in the game, they can
choose to navigate a darkened area or observe a nighttime event, which others might
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miss, providing crucial information or clues. To activate this ability, Charlie will
show the ability card to the moderator.

WHAT YOU KNOW ABOUT OTHERS:

In their nightly rounds, Charlie has observed peculiar activities: Taylor has been
seen burying something on the town's outskirts, and Jamie, the stagecoach driver,
has been transporting mysterious crates at night. Additionally, Charlie has
intercepted a coded message from Riley and believes they might be of the Lizard
Alien faction.
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Sam

Faction: Lizard Alien

Gender: M/F

Age: 35 (Earth years)

Role: Postman

Costume: A postman's uniform with a satchel filled with letters, slightly tanned
from the sun and the dust of the road.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Sam is the town's well-liked postman, known for their punctuality and friendly
demeanor. Always with a smile and a wave, they've delivered mail rain or shine for
the past decade. The townspeople appreciate their hard work, especially since Sam
never hesitates to stop and chat, even sharing the latest news from neighboring
towns. The post office, located in the heart of town, often becomes a gathering spot
for folks eager for the latest gossip.

PRIVATE INFORMATION:

Underneath the guise of a friendly postman, Sam is a Lizard Alien. Sam's
mission is two-fold: gather intelligence about the town's populace and wait for the
right moment to signal their kind for an invasion. The postman role provides Sam
with an unparalleled insight into the townspeople's lives, making them an efficient
spy. However, there have been instances where Sam felt being watched and believes
another alien faction, the Gray Aliens, is in the town. The intercepted mail of another
postman from a neighboring town alerted Sam of the government man's imminent
arrival, but he was too late to intervene.

SPECIAL ABILITY:

Code Breaker - Sam can decipher coded messages. Once in the game, they can
reveal a hidden message or gain crucial information by deciphering it. To use this
ability, Sam will show the ability card to the moderator.

WHAT YOU KNOW ABOUT OTHERS:

Sam knows that Emery, the newspaper editor, received a letter from the murdered
government man but hasn't gone public with its contents. Also, through intercepted letters,
Sam believes that Lilith and Skyler might have ties to the Guardian faction. Finally, they've
noticed a pattern: every month, a letter from an unknown source is delivered to Rowan's
general store.
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Emery

Faction: Townsfolk

Gender: M/F

Age: 42

Role: Newspaper Editor

Costume: A neat waistcoat, white shirt, and trousers. Carries around a notepad,
pencil, and a pair of spectacles.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Emery stands as the backbone of the town's daily newspaper, the 'Pioneer's
Voice'. As the editor and sometimes writer, they've chronicled the lives of the
townspeople, their joys, sorrows, and everything in between. They've seen
politicians rise and fall, businesses flourish and fail, and have always remained
neutral in their writing. Emery is respected by the community for their fair reporting,
dedication to truth, and impeccable moral compass. They've always believed in the
power of journalism and how it can shape and inform society.

PRIVATE INFORMATION:

A few days before the murder, Emery received a confidential letter from the
'man from the government'. The letter hinted at the presence of aliens in the town
and urged Emery to be cautious. It also contained a coded message, which Emery
hasn't been able to decipher yet. Worried about the implications and not wanting to
create mass panic, Emery chose to withhold this information from the public.
However, they're torn, feeling the weight of journalistic responsibility against the
potential hysteria it might cause.

SPECIAL ABILITY:

Press Pass - Emery can request private interviews with anyone once during the
game. The person chosen by Emery must speak truthfully for a duration of 5
minutes. To use this ability, Emery will show the ability card to the chosen player.

WHAT YOU KNOW ABOUT OTHERS:

Emery has heard rumors about Ms. Morgan and the strange gatherings she holds after
school hours. They've also observed that the normally skeptical Elijah has been inquiring
about the existence of otherworldly beings. Lastly, Emery knows that Jamie, the stagecoach
driver, had a brief confrontation with the government man a day before his demise.
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Jamie

Faction: Gray Alien

Gender: M/F

Age: 30

Role: Stagecoach Driver

Costume: Rugged attire suitable for the open road, including a wide-brimmed
hat, leather gloves, and boots. Carries a whip and has dust-streaked clothing.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Jamie is known around the town for driving the stagecoach that connects the
community with the outside world. Through rain, snow, or the heat of summer,
Jamie ensures that people, packages, and post arrive safely. Often the first to bring
news from neighboring towns, Jamie enjoys a camaraderie with the townsfolk,
sharing stories, news, and the occasional rumor. Their affable nature and impeccable
track record make them an invaluable part of the community. Recently, Jamie had
been spending a bit more time around town, making some wonder if they're
considering settling down for good.

PRIVATE INFORMATION:

Jamie, originally a Gray Alien, arrived on Earth with the purpose of studying humanity.
Over time, they've grown fond of humans and their way of life. Now, they're conflicted
between their original mission and the life they've come to love. They had an altercation with
the 'man from the government' who suspected Jamie's true nature. While the confrontation
was merely verbal, Jamie fears it might make them a prime suspect in his murder. They're
also trying to identify fellow Gray Aliens discreetly to discuss the situation.

SPECIAL ABILITY:

Hyper-Reflexes - Once during the game, Jamie can dodge a direct confrontation or
questioning by using their enhanced reflexes. When confronted or questioned, Jamie can
flash the ability card to the person and remove themselves from the situation without offering
any explanation.

WHAT YOU KNOW ABOUT OTHERS:

Jamie knows that the schoolteacher, Ms. Morgan, has been passing cryptic notes to Miss
Adelaide. They've also observed Charlie, the night watchman, sneaking around the town's
outskirts during the day, which they find very odd. Lastly, they remember dropping a
peculiar package for Emery, the newspaper editor, a few days before the murder.
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Jordan Sr. (Big Jordan)

Faction: Townsfolk

Gender: Male

Age: 58

Role: Retired Lawman

Costume: Worn-out sheriff attire with a faded star badge. Carries an old
revolver at his side and has a stern expression, weathered from years in the field.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Jordan Sr. served as the town's sheriff for over three decades. His dedication to
law and order was unwavering, and he's responsible for putting many criminals
behind bars. Respected and sometimes feared, he trained his child, Jordan, to take
over his position when he decided it was time to hang up his boots. However,
retirement hasn't been quiet for him. He's often seen around town, sharing old stories
and giving unsolicited advice to the current sheriff — his son. Recently, he expressed
his skepticism about the alien rumors but urged the town to stay alert and prepared.

PRIVATE INFORMATION:

Jordan Sr. is hiding a secret from his past. During his early years as a sheriff, he
encountered an unidentified flying object. Though he reported it, he was ridiculed and
eventually asked to drop the matter. He's kept this close to his chest but believes that the
'man from the government' might have had some information about that event. They had
a scheduled secret meeting, but the man was murdered before they could talk.

SPECIAL ABILITY:

Interrogation Expert - Once during the game, Jordan Sr. can use his expertise to force a
character to reveal one piece of their private information to him. The chosen player can't
refuse and must share the information. They present the ability card and specify the
information they seek.

WHAT YOU KNOW ABOUT OTHERS:

Jordan Sr. knows that Ms. Morgan, the schoolteacher, once found an odd metal object
while on a trip outside the town, which she has kept hidden. He also knows that Jamie, the
stagecoach driver, delivered a suspicious package to Emery, the newspaper editor, but is
unaware of its contents. Lastly, he's been keeping a close eye on Blake, the gambler, as he's
noticed him in whispered conversations with several townsfolk and believes he's up to
something.
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Meredith

Faction: Guardian

Gender: Female

Age: 34

Role: Widow with a young child

Costume: Simple long dress with a shawl. Wears a locket around her neck with
a picture of her late husband and her child.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Meredith is a young widow who lost her husband to a tragic accident two years
ago. She has been raising her child alone since then. Though grief-stricken, she's
known to be strong-willed and determined. The town respects her for her resilience
and often helps her with supplies and chores. Many believe she might have
knowledge about the Guardians due to her family lineage, but she has always
deflected such talks. She runs a small sewing business and often donates to the local
church.

PRIVATE INFORMATION:

Meredith is a Guardian, dedicated to the protection of humanity from
extraterrestrial threats. Her late husband was also a Guardian, and his death was no
accident. He was killed during a mission, and Meredith believes the aliens might be
behind it. She's determined to unmask the aliens and bring them to justice. The
locket she wears contains a hidden compartment with a symbol that can be shown to
other Guardians as proof of her identity.

SPECIAL ABILITY:

Shield of Protection - Once during the game, Meredith can use her Guardian training to
protect a group of up to 5 individuals, including herself, from any adverse effects or abilities
for one game phase. She presents the ability card, announcing the protection, and the chosen
players can't be affected by other special abilities during that phase.

WHAT YOU KNOW ABOUT OTHERS:

Meredith knows that Lilith, another supposed Guardian, has been acting suspiciously
and might have had a conversation with one of the aliens. She also has heard rumors about
Taylor, the wanderer, being seen near the place where the 'man from the government' was
murdered. Additionally, she's aware that Sawyer, the barkeep, possesses a mysterious old
book that he hides from the rest of the town.
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Riley

Faction: Lizard Alien

Gender: M/F

Age: Appears 40 (actual age unknown)

Role: Town's only doctor

Costume: Smart, professional clothing with a doctor's bag always at hand,
spectacles resting on the nose bridge.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Dr. Riley is a well-respected figure in the town, having saved countless lives
with their medical expertise. Known for their calm demeanor and gentle touch, many
in the community consider them a blessing. They arrived in the town five years ago,
and since then, have been an essential asset, especially during outbreaks or when
there was a need for surgeries. Though quiet about their past, Riley is always ready
to assist and rarely takes a day off.

PRIVATE INFORMATION:

Riley is not who they seem. They are a Lizard Alien, sent to Earth to study
humans and prepare for the eventual assimilation. Their position as a doctor allows
them unparalleled access to human biology and behavior. They send regular reports
to their homeworld about their findings. While they believe in the mission, Riley has
started developing a genuine affection for humans, making their task emotionally
complicated. They are torn between duty and newfound empathy.

SPECIAL ABILITY:

Healing Touch - Twice during the game, Riley can heal a player who might have
been adversely affected by another player's ability. By presenting the ability card and
announcing the healing, the affected player's adverse condition is reversed, and they
return to their normal state.

WHAT YOU KNOW ABOUT OTHERS:

Riley has treated Jamie, the stagecoach driver, for a peculiar skin condition that's not
typically found in humans, making them suspicious. They also know that Ms. Morgan, the
schoolteacher, has been asking questions about alien anatomy after finding a strange book.
Lastly, they have overheard a conversation between Rev. Casey and Sheriff Jordan,
discussing the odd behavior of certain townsfolk lately, making Riley wonder if their cover
might be blown soon.
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Jesse

Faction: Gray Alien

Gender: M/F

Age: Appears 35 (actual age unknown)

Role: Prospector

Costume: Dusty and worn clothing, wide-brimmed hat, and a pickaxe slung over
one shoulder.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Jesse is known in the town as the ever-hopeful prospector, always believing that
the next big gold vein is just around the corner. Their optimistic demeanor and
friendly nature make them well-liked, despite the constant cloud of dust they bring
into any establishment. Jesse often shares tales of the "beautiful rocks" they've seen
deep within the Earth, speaking of them with a reverence that most find endearing, if
a little odd.

PRIVATE INFORMATION:

Beneath the facade of the gold-obsessed prospector is a Gray Alien with a
mission. While Jesse does search for precious minerals, it's not gold they're truly
after. Instead, they seek rare Earth materials essential for their species' technology.
They've been sending samples back to their home planet, ensuring that the invasion,
when it happens, is smooth and efficient. Recently, they stumbled upon an artifact
suggesting that they might not be the only extraterrestrial beings in the town,
complicating their mission.

SPECIAL ABILITY:

Seismic Sense - Once during the game, Jesse can "sense" the allegiances of two other
players by mimicking a minor tremor in the ground. By presenting this ability card, they can
ask the game master (or equivalent) privately about the factions of their chosen players.

WHAT YOU KNOW ABOUT OTHERS:

During one of their excavations, Jesse found a piece of technology that doesn't belong to
the Gray Aliens. Suspecting it might be of Lizard Alien origin, they believe Quinn, the newly
settled farmer, might be connected to it due to their frequent visits to the same area.
Additionally, they've seen Skyler, the skilled hunter, watching them from a distance on
several occasions, making Jesse wary of her intentions.
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Marie

Faction: Guardian

Gender: Female

Age: 28

Role: Seamstress

Costume: Simple yet meticulously crafted dress, a thimble on one finger, and a
pendant necklace she's always seen wearing.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Marie is the town's go-to for all things related to fashion and stitching. People
travel from neighboring towns just for her expert tailoring skills. Her shop is filled
with mannequins draped in intricate designs, from elaborate gowns to practical work
attire. People often find her singing softly to herself as she works, lost in a world of
fabrics and threads. Though she's largely focused on her craft, she’s known to have
an uncanny ability to remember even the smallest details, often pointing out changes
in her clients' habits or appearances.

PRIVATE INFORMATION:

Marie's pendant isn't just a family heirloom; it's the symbol of the Guardians. She's
used her position to gather intelligence, always on the lookout for signs of alien
influence. The reason she remembers so much? She's trained to notice everything out of
place. Recently, she’s started to suspect that the fabric supplier, Rowan, the general store
owner, might not be as human as they appear, based on a certain shimmer to the fabrics
they've been providing.

SPECIAL ABILITY:

Detail Recall - Once during the game, Marie can "recall" a seemingly trivial piece of
information about another player's actions or words from earlier in the game. By presenting
this ability card, she can confirm a particular detail or fact with the game master (or
equivalent) about that player.

WHAT YOU KNOW ABOUT OTHERS:

Marie has noticed that Taylor, the wanderer, has been asking for specific types of fabrics
that have peculiar properties. She’s also been seeing Jamie, the stagecoach driver, more often
than usual, suspecting they're delivering more than just people and goods. On a more
personal note, she’s aware that Ms. Morgan, the schoolteacher, once had a close call with
what she believed was an alien encounter in her youth, and they've exchanged stories in
hushed whispers.
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Lee

Faction: Townsfolk

Gender: M/F

Age: 30

Role: Deputy of Sheriff Jordan

Costume: Sturdy leather boots, well-worn trousers, a sheriff's deputy badge, a
hat slightly tilted to the side, and a trusty lasso hanging by their side.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

As the Deputy of Sheriff Jordan, Lee is a steadfast enforcer of the law in the
town. Often seen with a calm demeanor, Lee is known for diffusing tension and
ensuring that conflicts get resolved without violence. Many in town rely on Lee's
ability to mediate, respecting their fair judgment and even-handed approach. They've
often been the bridge between the older ways of thinking, represented by people like
Jordan Sr., and the new generation's approach to law and order. Despite their
neutrality, Lee has always been open about wanting to do right by the people and to
uphold justice, no matter where it might lead.

PRIVATE INFORMATION:

Lee once had an experience they couldn't explain. Late one night, while
patrolling the outskirts of town, they saw a peculiar shimmering light in the sky that
disappeared as abruptly as it appeared. Since then, they've quietly sought answers,
not wanting to seem irrational in the eyes of the community. They have a personal
notebook hidden away, filled with sketches of strange symbols they saw that night,
hoping to someday decipher them. They've also heard rumors of certain townspeople
acting out of character and are discreetly keeping tabs, just in case there's a
connection.

SPECIAL ABILITY:

Mediator - Once in the game, if a disagreement or conflict arises between
players, Lee can step in and "mediate" the situation. By presenting this ability card,
they can call for a 5-minute timeout where all involved parties discuss the matter,
ensuring everyone gets a chance to speak and come to a compromise.

WHAT YOU KNOW ABOUT OTHERS:
Lee is aware that Alex, the rancher, has been finding peculiar markings in the

80



Alien Hunter LARP
soil of their ranch, marks that don't match any animal tracks. They've also overheard
Elijah, the blacksmith, discussing some unusual metal fragments he found, unlike
any material he's worked with before. On a more personal level, they’ve been
entrusted with the knowledge that Jordan Jr., despite his youth, is quite the
eavesdropper and has a knack for being in the right place at the right time, gathering
information that could prove valuable.
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Avery

Faction: Lizard Alien

Gender: Male

Age: 27

Role: Visiting Musician at Miss Adelaide's saloon

Costume: An ornate vest with intricate patterns, black trousers, polished boots, a
wide-brimmed hat with a single feather, and a silver pocket watch dangling from a
chain.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Avery, with his soulful melodies and enchanting tunes, has been the talk of the
town since his recent arrival. Residents have flocked to Miss Adelaide's saloon just
to hear him play, captivated by the otherworldly charm of his music. While his
origins remain a mystery, Avery's polite and slightly reserved demeanor has earned
him a warm welcome. He's often seen in quiet corners of the saloon, strumming his
instrument and jotting down new compositions, leaving patrons wondering where he
draws his inspiration.

PRIVATE INFORMATION:

Unknown to most, Avery is not merely a wandering musician but a Lizard Alien
sent to gather emotional data on humans. His tunes, while beautiful, are designed to
elicit strong emotional responses, which he then studies and reports back to his kind.
He's chosen music as his means of interaction because of its universal appeal and the
depth of emotion it can provoke. Although committed to his mission, Avery's
prolonged exposure to human emotions, particularly love and passion, has made him
question the ethics of his objective and the intentions of his superiors.

SPECIAL ABILITY:

Harmonic Resonance - Avery can play a tune on his instrument once in the game
that captivates everyone within earshot. For the duration of the song (about 5
minutes), all listeners become entranced and cannot speak or move. This can be a
strategic pause, allowing other players to move unnoticed or for Avery to escape a
tight situation.

WHAT YOU KNOW ABOUT OTHERS:
Avery has noticed that Miss Adelaide, despite her seemingly tough exterior, is
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deeply moved by certain melodies, hinting at a hidden sorrow. He's also observed
Rowan, the general store owner, purchasing peculiar items not typical for a store of
that nature, making Avery suspect there's more to Rowan than meets the eye. In his
interactions at the saloon, Avery has picked up on a hint of tension between Sawyer,
the barkeep, and Blake, the gambler, suggesting a shared history or disagreement.
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Skyler

Faction: Guardian

Gender: Female

Age: 32

Role: Hunter skilled with a bow and arrow

Costume: Dark green cloak, leather vest, brown trousers, knee-high boots, and a
quiver of arrows slung across the back.

PERSONAL BACKGROUND AND

PUBLIC INFORMATION:

Skyler, with her sharp eyes and even sharper arrows, is known for her
unmatched skill with a bow. She's lived on the outskirts of town, making her living
by hunting and occasionally trading furs and meat with the townsfolk. The
townspeople admire her independence and respect her knowledge of the wilderness.
Often, she's sought out by folks who need guidance or knowledge about the forests
surrounding the town. Her stoic nature and focused demeanor make her a bit of an
enigma, and many wonder what drives the lone huntress.

PRIVATE INFORMATION:

As a Guardian, Skyler's primary mission is to keep the balance and ensure that
the Alien presence does not threaten the natural order. She's been tracking the
movements of the Aliens, using her hunting skills to remain unseen. Skyler knows
the importance of her role, but the weight of responsibility and the solitude of her
mission often take a toll on her. She's searching for other Guardians, hoping to unite
and form a strategy. But, while she's wary of the Aliens, she's not entirely against
forming an alliance if it ensures the town's safety.

SPECIAL ABILITY:

Eagle's Eye - Once in the game, Skyler can use her keen observation skills to
watch a player of her choice without being detected for a duration of 10 minutes.
During this time, she can gather information and eavesdrop on conversations, but
she cannot intervene or interact.

WHAT YOU KNOW ABOUT OTHERS:

Skyler has overheard whispers from Jesse, the prospector, about unusual
findings in the mines — markings and objects not of this world. She's also noticed the
peculiar behavior of Jamie, the stagecoach driver, who often takes routes that don't
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align with his scheduled destinations, leading her to believe he may be in
communication with someone or something outside the town. Lastly, from her
vantage points in the wilderness, she's seen Lilith, the mysterious woman, meeting
secretly with several townsfolk, suggesting a deeper network of alliances or plots.
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FACTION CARD
Townsfolk

Background:

You are one of the ordinary townsfolk of Wildwood. You've spent
your life here, amongst its wooden buildings, the familiar tunes of the
saloon, and the stories of the old folk. Life was simple, predictable
even, until the arrival of the Man from the Government. Now,
whispers of aliens and a looming Nexus Event have turned your world
upside down.

Your Goal:

Determine who can be trusted and group up with as many genuine
humans as possible to stay safe during the Nexus Event. Remember,
an alien in your midst can have dire consequences.
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FACTION CARD
Guardians

Background:

For centuries, the Guardians have secretly protected humanity
from otherworldly threats. Rooted deep in Wildwood, your ancestors
were the first to settle here and the first to fend off the aliens. Legends
of witch covens were inspired by your secretive efforts. Your
knowledge of the aliens, passed down through generations, might be
the key to saving Wildwood tonight.

Your Goal:

Identify and group with genuine humans. Use your knowledge to
root out the aliens and protect your town. Maintain secrecy about your
identity, as being a Guardian can make you a prime target.

Recognition:

Guardians usually wear a
discrete emblem — a silver pendant
or brooch with a crescent moon. Use
this symbol to recognize and trust
fellow Guardians. If none is
available Guardians may use a
specific hand sign — ASL for “I Love
You”.. Use this discreetly to
recognize members of your group.
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FACTION CARD
Gray Aliens

Background:

You hail from Zeta Reticuli, a star system light years away from
Earth. Your kind has watched over Earth for millennia, witnessing its
evolution. The planet's unique energetic field can rejuvenate your
dying species. Assimilating Earth's inhabitants and harnessing this
energy is your last hope. To everyone else, you're just another face in
the crowd, but underneath that facade, you're an ancient being with a
mission.

Your Goal:

Identify and coordinate with fellow Gray Aliens. Your collective
aim is to infiltrate human groups and ensure their assimilation during
the Nexus Event.

Recognition:

Gray Aliens have
a specific hand sign —
a closed fist with the
pinky finger
extended outward.
Use this discreetly to
recognize members
of your group.
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FACTION CARD
Lizard Aliens

Background:

Originating from the Draco constellation, your species is known
for its adaptability and survival instincts. Earth's abundant resources
and its DNA diversity are essential for your species' next evolutionary
leap. Integrating human DNA by assimilation is pivotal for your race's
survival and advancement.

Your Goal:

Recognize and align with fellow Lizard Aliens. Your aim is to
infiltrate human groups and prepare them for assimilation when the
Nexus Event occurs.

Recognition:

Lizard Aliens use a unique hand
sign — a hand shaped like a claw
(fingers slightly curled inwards). Use
this sign subtly to recognize and align
with your kin.
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Call for Papers
Guidelines for Submission

Journal of Interactive Literature and Drama

A Multi-Discipline Peer-Reviewed Journal of
Immersive Narrative Experiences

Call for Papers

The Journal of Interactive Literature and Drama (ISSN 1994-1250) is an online
peer-reviewed journal on immersive narrative experiences such as scenario-based
interactive drama freeform live action roleplaying games, virtual reality, and other
immersive literatures, providing a forum for serious discussion of virtual reality,
LARP, narrative constructs, live roleplaying game theory, design, and practice. Two
to three issues per volume are published annually. The journal provides a forum for
the discussion of any of the various scenario-based theatre-style live action
roleplaying games, freeforms, interactive dramas, virtual reality experiences,
immersive theatre, and invites contributions in all areas of immersive literature,
theory, design, and practice for educational, entertainment, and recreational roleplay.
Formal and informal essays, articles, papers, and critical reviews are also welcome.

This is a peer-reviewed journal that may include formal papers and informal essays
for and by the roleplaying community from a wide variety of disciplines. The focus
is general enough so that authors should feel comfortable submitting material of
either a formal or informal nature within a rather generous range of contexts, albeit
all submissions are subjected to a blind peer-review and should be appropriate to a
serious and thoughtful discussion -- we encourage articles, essays, and formal papers
on all manner of immersive narrative, live roleplaying, freeform, interactive drama,
and virtual reality topics. Discussions of related immersive narrative, ludology,
techniques, and good solid critical book and roleplay scenario or event reviews are
quite welcome as well. As this is a multi-disciplinary journal, material related to a
wide range of immersive experiences, scenario-based learning, social psychology,
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critical theory, performance studies, popular culture, design, virtual reality creation,
and more as they intersect with immersive interactive drama and virtual realities are
also welcome. Pure design pieces related to experience creation, scenario
construction, and review are also encouraged. Each issue will typically showcase one
to three longform or four to six shortform interactive drama freeform live action
roleplaying scenarios; creative scenario submissions of this type are very sought after.
Scenarios for submission should include a section of self-reflective critical thought
and formal designer’s notes that discuss issues related to the creation of the piece as
well as a formal section which reviews the author’s performance experiences with the
scenario. Designer’s notes are also encouraged.

As an international journal, the language of publication is English. Submissions are
accepted throughout the year.

Submissions are vetted by the submissions editor and assigned to editorial board
members for blind peer review. Hardcopy submissions are not accepted.

E-mail submissions are accepted at director@interactivedramas.info.

Include a cover page with your submission containing Your Name, Qualifications
and Rank, Institutional Affiliation, Address, Email, Telephone, and a copy of the
abstract for the submission. Please also attach a brief author’s biography of 150-250
words to be included in the contributor’s notes section of the published journal. The
text of your submission should not have any identifying features.

The journal is published online at http://www.interactivedramas.info/joural.htm.

Journal of Interactive Literature and Drama

A Multi-Discipline Peer-Reviewed Journal of
Immersive Narrative Experiences

Notes for Contributors

Electronic submissions should be sent to:

Submissions Editor,
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Journal of Interactive Literature and Drama
E-mail submissions are accepted at director@interactivedramas.info.

The Journal of Interactive Literature and Drama (ISSN 1994-1250) is a peer-
reviewed journal which publishes one volume per year, with one to three issues per
volume (depending upon the number of accepted submissions - we do not have a set
schedule or quota for publication). Both Microsoft Word (6.0 or above, Windows
format) and txt files are acceptable. Once received, manuscripts will be sent to
reviewers immediately.

1.

Manuscripts submitted to the Journal of Interactive Literature and Drama
should follow the style sheet of the current MLA Handbook as appropriate.
Scenario submissions may use informal formatting conventions as long as
they stay within the guidelines here.

If your submission has notes, please use footnotes, not endnotes.

The font used is Times New Roman (11pt) — creative pieces, such as
scenarios, may use other font sizes but should stay within the same font type.
If you use a special font that is non-system, you must include a copy of the
font file with your submission. Please do not use columns in your piece.

Use a separate sheet to include your name, title, affiliated institution, and
contact information (email) as well as a brief author’s biography of 150-250
words to be included in the contributor’s notes.

Include a brief summary or abstract of the submission.

If you use illustrations or photographs, you must include all pertinent
information as well as statements of permissions and copyrights to
demonstrate you have the rights to include the images and that they may be
published within the Journal of Interactive Literature and Drama under the
same online and print rights as the accompanying paper. In the event of rights
disputes, the author is responsible and liable for any material included in that
author’s submission.

Please note that this journal evaluates submissions on an Accept or Not-
Accept basis and does not have a provisional revision option. You will
receive a notice of Acceptance or Rejection for publication in a timely
manner and will not typically receive any comments regarding the piece from
the reviewers.

Publishers wishing their books, products, or other materials reviewed may send hard
or soft review copies to the editor's address above and a reviewer will be assigned.
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The journal is published online at http://www.interactivedramas.info.

Questions regarding the journal can be addressed to director@interactivedramas.info.

Journal of Interactive Literature and Drama

A Multi-Discipline Peer-Reviewed Journal of
Immersive Narrative Experiences

Notes for Reviewers

The editors and the entire editorial board of the Journal of Interactive Literature and
Drama (ISSN 1994-1250) gratefully acknowledge your support for the journal. Your
involvement is crucial to the journal’s success. Your suggestions and contributions are
always welcome.

If you deem it inappropriate for you to review this particular article, please kindly
inform the editors and return the materials as soon as possible. We take pride in
providing authors with quality reviews as well as informing them promptly the status
of their submissions. We would appreciate it very much if you could return your final
review notification to the editors within three weeks of receiving the materials. Please
use e-mail for journal correspondence.

In addition to general considerations, please take the following points into account:

Significance and contribution

Originality

Soundness of research, methodology, and/or argumentation

Logical coherence of its organization

Relevance and appropriateness of contribution (within a wide scope)
Flow and clarity of the language

Completeness

Creative pieces, such as full-length or mini scenarios, should be judged more loosely
in terms of rigor but must be considered positive contributions:

Significance and contribution
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Originality

Completeness in content and thought
Designer’s Notes

All necessary instructions

Other scenario-based considerations

Scenarios should be clear and complete with an appropriate introduction that spells
out the appropriate age and context for performance as well as how many players of
what genders. A cast list should be included. Persons reading the scenario should be
able to print it off and run the interactive drama scenario as is with a full and complete
understanding of everything that is required, including special rules or special events.

Please place the article in one of these two categories:

1. Accept for Publication
2. Reject

For submissions you mark as Reject, you may choose to write some brief comments
to the author in regard to what the weaknesses of the piece are and how they might
improve it, but you are not required in any way to do so. Most reviewers do not leave
comments, but they are welcome if you choose to write them. Do keep in mind that
our vetting system does not require detailed review and we do not have a revision
policy for submissions so at no time are you obligated to provide detailed comments.
Our editorial decisions for publication are based solely upon your recommendation of
Accept for Publication or Rejection.

Each submission is vetted by two reviewers in a blind peer process so that reviewers
are never aware of the identity of the author of any piece they are asked to judge. If
both reviewers give a judgment of accept for publication, the piece is accepted. If one
accepts while the other rejects, the piece is rejected. If both reviewers reject, then the
piece is rejected. Reviewers need only provide their own judgment of the piece, they
are not provided with notification of the final result for any particular piece. Your
active and confidential participation in this process is appreciated.

Members of the Editorial Board of this journal are respected scholars who work within
the specialties of the publication. As such, they are welcome to submit their own work
for consideration. In the case of an editor or member of the editorial board submitting
a piece for consideration, the blind review process is safeguarded. In the event a
submissions editor has a piece up for review, the editor hands off duties for
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assigning reviewers to another member of the board who ensures the blind review
process and confidentiality is maintained.

Once you have finished with a piece, please send your review decision and any
comments immediately to the submissions editor in the shortform format provided
when assigned the piece to director@interactivedramas.info as the editor will compile
results and notify contributors. The editor will also prepare new open submissions for
vetting and review and send them to reviewers as they come in.

The duties of Submissions Editor of the journal are shifted periodically with a different
member of the Editorial Board taking on the responsibilities so address
correspondence to the position rather than a particular member.
Thank you once again. We look forward to receiving your comments soon.
Submissions Editor,
Journal of Interactive Literature and Drama
Submissions E-mail: director@interactivedramas.info

Journal Webpage: http://www.interactivedramas.info/journal.htm

Questions regarding the journal can be addressed to director@interactivedramas.info.
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