/I Maury Elizabeth Brown

post-Play Activities 1s an }lmbreﬂa term that covers all portions of 2 latp’s desion
that OCCUE after the runtime has ended. Just as designers must pay attention %o
how participants ar.e'onboarded to the experience, post-play activities seek to
ensure a clear transmgn frqm the fictional frame of the larp back to everyday
reality, roles, and relationships. The period just after the runtime is also where
participants organise their first-person experiences into coherent narratives, both
individually and as a group. Much of what the participants will remember and
el about the experience is decided here.

The type, duration, and facilitation of post-play activities should be an inte-
grated part of the design of your larp as a whole. A four-hout, light-hearted larp
about comic book characters requites different post-play design than a four-day
experience that interrogates social problems. Regardless of what kind of lgrp
yowre making, post-play design should not be forgotten. The processes following
the runtime — narrating the expetience, Jeaving the character, SOrtng through
any lingering emotions, reconnecting with the other players out of character —
are an inevitable part of the larp expetience. As they will occuf thithgf orv:;cj;
you design their framing and facilitation, integrating post-play ZELVIEES mo Z(Z;ino
design is good practice. It will suppoft participants and your T
the experience and achieving a sense of closure.

When considering which post-play activities to1n
two fundamental questions:

toanswer
corporate, you need

e to its content?

1. What do players of this larp need, du e
2. What do players as human beings need, attet 1

3 roals, anc
¢ aesthetics; goal, &

D experience?

ctl\’ltlc‘S

cted based on th st-play 2

P0§t-play activities should be sele iple types of pOstt - anc
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- oF POST-PLAYAGHNIRIES

B AT
HE Pl [ Q.«'«,,L Lyidc the space for participants to process ap exp
Post-play activitic® Pm. stional, or psychological thoughts and feehngs

esolve WC“QC“";-I;Lcl]]:;mcmr.,Unresolved feelings from an intense exp’eilild to
can contribute tO 7 < with con drop), 2 melancholia brought on by the Contrn
or larp (/mp\(m}'ﬂk{)ﬁ(l;t %mcn tional and socially connected play experience ) ;lst
bct\\.'gcn rl:,i Szvlcr?\'dm” life. Reflecting on the transition in and out of Character
S'?lllr:lg:)ﬁll:clp the i)ﬂl‘LiCiI)aﬂtS process bleed, the p henomen;)ln when the €Motiong
expetienced in character affect the playe.r- O E OSt"lan blues, see
Sarah Lynne Bowman and Evan Torner 1 e B below; jt
also lists many resources for post-play design).

Without the support of a structured post-play process, players may CXpetience
some kinds of bleed more strongly and more negatively than they otherwise would
— for instance what Eirik Fatland calls a “moral hangover” from playing a villain,
Special care should be taken with residual emotions from fictional relationships
or social dynamics, which left unresolved can accelerate or €ven cause inter-
personal conflict in the player community. Players might also have conflicts or
problems completely unrelated to the play experience or your design, for which
you have no responsibility. When these emerge or are intensified through play,
they become your problem, and reasonab]e for you to try to resolve if possible.
In the post-runtime phase, emotions are taw, and any negative or overwhelming
feelings can end up being blamed on you or your larp design.
ot 2::;622 illrijl ia}»]i fa(])jls to post—play activitie.s:.r'econnection, reflection,

) ¢ through designed activities.

erlerx(:e’

to r
exit the headspac

thejrplﬁyers reconnect with their ptrimary identity, and leave behind the role of
charactet. They reconnect with others as their primary selves, and not

Pla . .
e ma};e}r; ‘r’e;ﬂ?t on their experience, considering what surprised them, what
) ¢ leatned or felt, ang give name to these feelings. They process
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gion it is 094 practice to design your post-lar
I,ﬂ : octed 10 par ticipate, but no one is required to P process so that ey
is &P . gathes than opt-10- Ideally, all players Parti,c?;zl:lng post-play aciii, i_
i ot \YhateVef reason should be respected without ¢, but choosing not
QA0 ticipants who are present the choice to opt pressure. You should
8 asked. Tf the space and social simaﬁonpauout of specific exercises
" you can invite them tO do so quietly; for instan::'s thém to stay in the
ot feel like o » participants who do
o ided b the facilitator.
PartiCiPants who do r}Ot participate in structured post- | L
reate their own, such as informal debrieﬁig};iig?rt;eisgc;uld be
sted friends

eImouraged to €
o co-players, resting, socialising, or alone time

OF POST-PLAY ACTIVITIES

fall in '

to four general categories: larp wrap of epilogue, d

- . « e-
sion. These are discussed next. 2

TYPES

Post-play activities
roling, debriefing, and decompres

LARP WRAP OR EPILOGUE

Latp wrap ot epil is ti
p pilogue is time to close the fictional narrative. At their simplest

these post 1 tvitl
-play activitie \y icl i W
pla 1ties give part1c1pants time to narrate how a charactet ended

an experience and i
SO
metimes also what they do next. Designers and participants
lored, and individuals or the group €2

can re
veal any secrets that were left unexp
d experience.

cteate
& a; sen;e of closure and intensify the share
ou do no i '
t provide a structure for this, players will do it anyway — often

the narrati ) ,

turn to eatf}llgo(t)}ie(r)zzz eiperlence starts at the moment the larp ends, a3 players

el fop pal hS are what their character was doing or feeling at the very

character’s st S, ared moment and what it meant in the context of their
: ory. It will also continue as players socialise lates, both in persot and

online,

Providi
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y will bet
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n the: . wider fra : :
G y the wic { responses of others W C
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; F community ¢ : allo o) :
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able with

~omitort
(:({)':h“ larp. ers will feel a need to write an epiloguff for their Char_acter in the

Some pln.\uis T\ ou can encoutage this and provide a Place online {0 shg,
diys SIERc T 1)( be aware that for some players, the characters Story ends
them. You shf)uld ZI;C? they see no reason to SPCCUlé?te' gbout What Might haye
I\xvig; :}i:dllilrletinge careful as you design post-play activities on Site and onjp, o
1 : :

allow both kinds of participants to feel validated.

DE-ROLING

Benefits of de-roling include:

Helping playerg control their exit from the larp and create a slow landing
after the CXperience,

ransfer.ring what js fe]s Viscerally through the embodiment of character
to’ what g known and femembered intellectually (from the body to the
Mind) through, Teflection 4nq analysis,

De~roh'ng ACtivitjeg Usuall

" Spatia) i ! y.fall into ope of three types: Establishing P/ﬁ’{i’”/ gbogf
Xampleg ¢ de ";O‘L_S;abhs 8 PYCholygicq) distance, and ritualised demarcation. SO
% g ities inc] de:




ents, such s shaking e i
?%C?l;er,r(l)ofv’e’r?he character Of changigng ilfflll?ShEZ)}Ztl(ll)lfre tthe
SOSture and gai i :
I();hange of physmal location: Ot “gating.” involves movi
whete the event of roleplay happened to an?t%lgayers o
C space as a

entire bOdy o
the player’s usugl

the SPEC hifting out of ch
.| for shiiting out of charactet. This
Gona can also be done by changing

;he environment, sgch as turning on the lights, openin .

..+ decof, Of the like. g curtains, remo-

Counting out of c.haracter. A facilitator asks patticipant

eyes and uses theit voice to count backwards, guidin . ;0 close their

charactet and back to their ptimary identities, sometint(x;esp ayets out .of

by meditative background music. e panicd

Cool-downt exercises such as dance, music, meditation, walkin I

king in third person about the character, or getting Sﬂac’ks ot dfigt’ll{(;r 2

., Taking off the name tag is a type of ritualised “disrobing” activit'v in
which a facilitatot asks all participants to remove their name tags and
replace with a playet name tag, if available, and to state “I was [char,acter
name]. I am [playet name|.

. Taking off a costume :tem. An item that particularly embodied a charac-
ter, such as 2 hat, brooch, watch, gloves, etc. can be removed and set
aside, marking the removal of the role.

. Take with, leave behind. A facilitator asks participants if there is an
aspect of their character that they would like to claim, and/or an aspect
of their character they wish to reject. This can be especially helpful for

those who have played villains Of whose character experie—nced
perienced something powetful Of

something difficult, of if a player eX

liberating as their charactef. : . B eSS
¢ Positive Feedback Round ot Appreciations. Having parnapants Xpress
designers for aspec

gratitude to another player Of to thfa

. < : ; ;
rience facilitates third-person speakmg, g e he focus t©

the past, intellectualising the expet1ence

b

anothet.
« d conversnti( n
DEBR\EF\NG % 1ol refers O gtructure i celp-
In Elin Dalstal's definition, 1P debHSRIB = 1 with the purpose O o
held after a larp ends about the larp that ]ulst enoz ons thoughts or rclnugwm 1{:1
. ) i cacale emoBOR eriod bEtVes
ing players articulate and deal with dithet : sition? L
thgatpar}(;sesin the larp »” In addit'lOﬂ, ebri€ ng 18 A g Atwa er eX ¢ 1\ in llli\
: ++o that, 88 : hat allow P )
. cyday red fnak | bonds ¢
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~ced with debriefs after traumatic events,‘ Which have s
wi serienced during a larp can be RUEPRINg O tlew, but ¢ P.
o [lm.,icip;mr cxpcriences somethjng traumatising ¢ Youd
Aumatic: fessional help, just as they worlald in case of 3 physic
(k\:\:ig’f“’d to deal with the em.ouonal fallout of real Jife
s, only emotions stemming from play, -

not be con

. Fimotions €X
gonls- FEmc

not tr
they will need pr
Dcivricfs are not desk ‘
ot physiml emergencie

The purposes of larp debriefs are:
To provide the opporfum'ty fo.r participant_s’ voices to he
to have their larp expetience vahdat‘ed by their CO-.player 5
To begin processing the larp, moving from the @mediate
and emotions into memories, reflections, and learning,
3. To provide a space for others to beCf)me awate of g
particularly challenging that a player experienced, and to tal
towatds processing it. ;

PO

The debrief in collaborative larp usually takes the form of structured and
tated conversation exercises, using guidelines that help create a welcoming ¢
ment and ensure everyone has a chance to speak and be heard. It is usuaﬂy
ducted in small groups with participants in a circle. Through a series of e
ended questions that encourage players to reflect on and identify strong momer

and emotions, debriefing helps players express and process emotions, though
or social connections that arose in the lar /

: TRl

Benefits of debrtiefing:

Normalises having emotions after 4 roleplay experience and pmmdes ;
a safe space for them to be expressed. o
Facilitates process

: ing difficult scenes o interactions, regrets for
tions that

€Xpecta 3 : . :
toZHow f Wete not met ot choices that were made during play
Facilitate g e negative or overwhelmin g emotions.

: S separation from jn. _ L
Anmosity, In-character feelings of attachment o

acters e .runtime. Sp i :
abusing’ . depn' vl:irtlmpated in Socially excludj_ng snubbing. b ullym & R
g anOther Character f 3 ;. g; g P
Ot any basic needs during the



Odoﬂauy taxing to portraY an oppressor as g tog
_ the person who played the oppressed Charrf rtray a
] C
- - jth to ceflect oN the emotions of the other parties L'ltljf may
AC e . : ; ewi
g th o yed the oppressor mlght be feeling unteflected guilt for hs§,
ing them from asking for support they might need their
et cousag Ch?Ck ins B the-runﬁme with everyone With. whom
ED 4 out 2 conflict. If 2 player is not able to do this personally f
1 a
R ask them O describe the scene they have in mind to 2 Zea(;;
ateV’
it e anothet playet t© make sure someone can check in with the other

adeiPantS' -1 confli :

P yous lagp NGBS with conflict ot powet imbalances — and most do — it s
,yout respon51b111ty to create a structure where all players and NPCs (as
membets Who might have portrayed characters dufing runtime)

J validated as themselves after the runtime and asked about their

needs.

DEBQ\EF\NC ODEN—ENDED QU ESTION SUGG ESTIONS
The following questions are from Learn Latp Studios’ debriefing template. It was
jeveloped with consultation of Martin Rckhoff Andresen’s and Lizzie Stark’s

articles that you cafl find under Further Reading,

prescriptive Of exhaustive, Ot
from ot used to serve as inspiration for

larp.
1. Do you have any

7. What was yout most intense moment:
3. What was your most difficult moment Of

What did you do? . : o

4, What interested yOU the most Juring this e.xpc’,;l1 w -

5. What was yout nost positive ment duriod £2- 1app

6 What i Yout mOSt . gative momen:ldwrlrii reali of sifua 1on
e i1l take @ from the larf

. a out
S hatanemiied TR ond chatg®

10. If you could go bac in .
1f so, what would 1t e’ e, ¥ would it
14 A o,u could give ¥ ur € cterap . duice: gould 1t
J aracter €O 1d give ¥ g
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~ECOMPRESSION
DECOM an umbrella term that refers to t’he process of
ach other after powerful expetiences, DCCO
include being alone or quiet, sl.mrmg Lhe exr:;l::ec;emt:ioa::thih
eating, resting of slecping, gctrmg a] change b ;ySho e et |
a sm(‘»kc or vape break, sitting quietly, getmf]g e se, ldnvc,lz

huddling under a blanket, ot other ways of expressing ess

Decompression 1S
one’s needs and to ¢

Cmh(;)ftt'l:‘:lt.dccomprcssi(m will involve participants cating f(')'r th
but you can enable and encourage them to do so by scheduling
showers and other basic needs, as well as time when. they are not e;
anything in particular. Most players will then gravitate towards
need the most. o
Such breaks are an important part of your post-play design. Ey
prescribe no other formal activities, you can still schedule a break | ’
end of the runtime and the start of an out-of-character after-party. This
allows for distance from character to player, as they can reappear 2
party in out-of-character clothes, voice, and mannerisms,
An after-party is a post-play experience designed by the organisers ¢
participants to get together to celebrate, mingle, and share their exper
They are often at the site of the larp, but sometimes are held at 4 nearby ve
different place for the after-party reinforces the shift from runtime to p
Benefits of an After-Party:

Ezziugn irinciplcs for an After~Party
i %v ithe t;ftcr—;.)firty takes place i , s
¢ ability fe,, People to gahy
Inclusipg. £ can at
. . t;zttes ;m Open after—party that all participants o Mol
Me thought i, the atmosphere, tone, and pom

P ace that comfortably holds all patﬂd‘
€rin smal] groups. e
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£ o Jo not design the .pzrty, playerfs will default to familigr pat-
A0S ight reinforce pre-existing out of character social hierarchies
Thi  nd leave some patticipants isolated; go in a direction you were

d iU (for instance, participants dealmg with adrenaline from an
y drinking heavily); or having participants rehash in-

‘nO‘ boplgi Al battle b e :
: al dynamics instead of moving forward with getting

oxciting  okes and soct

ter
Chﬂfﬁcw eaCh Othef for feal- :
Take cate to €nsute that there are spaces that are more private

ants who experience sensory overload, have hearing pro-

calk more intimately. Be certain you have enough seating
ible to participants with

Auwessible >3
for particip

: £to
of ust wan :
plems, OF ) d that the event space is access

for pam'cipants, an

1oy difficulties. .
e -dliem'md participants of conduct guidelines and to look out for each
o cohol space for people who choose ot t0

ignated no al '
ther. Have 2 des ‘
(()k‘mk or don’t want to be around others who are drinking.

of ‘Wiet




