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Analysis of Existing RPG Games

The Laundry by Gareth Hanrahan, Jason Durall, and John Snead

Notes on rules setup: 
1.   Based on this setup, a short list on elements I could use 
in my own game: 

a.   As a game master, I should use a categorization 
method for the characters I create (in “The Laundry 
RPG”, the designers use strength, constitution, size, 
intelligence,education, etc…)
b.   The rules indicate that there will be (or should be) a 
lot of fighting in the game. The game uses mechanisms 
such as “hit points”, defence, and attack characteristics. 
c.   The designers created professions for the players to 
choose from along with descriptions of each profession. 
Specifically, their skills and wealth which is an 
interesting choice compared to RPG games like D&D. 

General Structure of World Building and Rules development. 
1. Immersion into World
2. Further Immersion into the world
3. How to Play
4. Basic Rules (from the game master’s perspective). 

This section is used to introduce to the players the 
general devices the game master might use. 

5. Character development
6. System and Combat rules
7. Fight rules and regeneration rules
8. More description of game mechanics
9. Back to immersion into world design

Figure 1: The Laundry cover page

Notes from D&D Core Rulebook: 
1. The main difference that I notice the difference 

between Pathfinder and the previous rulebooks is that 
there is less world building and greater focus on character 
development and game play. 

2. From the character development perspective, 
Pathfinder lays out a complex system for creating a character. 
Mostly it involves a complicated class system. 

3. There is also a more complicated battle and 
interactive system detailed within the book. 

4. Mostly, Pathfinder frees game masters to create their 
own universe. The rulebook provides a common base that 
the players can understand and that the game master does 
not need to develop herself. 

5. Pathfinder, however, does hint at the type of world 
in which the game takes place. The setting and battle 
components suggest a medieval and fantasy setting.

6.  Personally, I prefer the approach of “The Laundry 
RPG” or “Numenera”. Especially for a game that is supposed 
to have a shorter duration. 

Figure 2: Pathfinder cover art



The Laundry by Gareth Hanrahan, Jason Durall, and John Snead

Notes on Numenera: 

1.   It is clear now that an RPG game requires a first 
chapter that immerses the player into the game’s world. In 
this game, the player delves into a world that has already 
felt a great loss in civilization. 

2.   The first official chapter reveals that you, as the player, 
are about to delve into the ninth world. There have been 
eight before your existence. This chapter reinforces the 
lessons learned in the immersion section of the book.

3.   The first chapter also delves deeper into the different 
physical components of the game. It indicates what tools 
the game master and the players must work with as they 
progress through this world. 

4.   The game does not stray far from “classical” RPG 
game mechanics. When the player creates their character, 
they also assign skills and different attributes that are 
attractive to them. You also choose the profession or class 
of your character. Note: In RPG games, it is important 
to contain the possibilities to closely related classes or 
professions. This limits illogical group combinations (i.e. 
a baker and a warrior set out into the world together, 
though that would be interesting…).

5.   An interesting component during the character 
development are the “descriptors”. I believe that this 
is an effort on the part of the game designer to force 
the players to create a more nuanced character. This is 
reinforced by the “character focus”.

6.   Main character types: 
a. Warrior
b. Wizard
c. Crafter

7. Combat general styles: 
a. Range
b. Sword/Hand to hand combat
c. Magic

8.   There is a map in this world. It does help 
tremendously to understand the world more. The creator 
also provides a starting/example village to gain a better 
sense for how the word organizes itself at a community 
level. There are a LOT of descriptions of different towns 
and parts of the world. 

9.   The game designer makes it clear which elements 
should be used as material for a quest. 

Figure 3: Numenera cover art



Brainstorm



Brainstorm Ideas: 

Brainstorm ideas for settings and/or narratives:

1. Future world, science fiction, humanity has progressed to a point of complete 
ubiquitous computing. Meaning that the line between humans and technology is very thin, most 
individuals have several technology enhancements. 

2. A space world where a great darkness is encroaching. Humanity has fled to the stars, 
hoping to find a new home. 

3. A world inspired by Garth Nix’s novel Sabriel. This world would be useful for a combat 
system would already be developed along with an enemy to beat. However, it would not be 
very useful as an exercise in developing my own world. 

4. A world inspired by Brandon Sanderson’s “Mistborn”. It would take place after the 
collapse of the Final Empire or right before the novel is set. So the enemy would be the Lord 
Ruler. This is a feasible world for I could develop the mist creatures more than the book does 
and so develop my own skills in world building. Also, I would still have to develop a combat 
system. However, powers, classes, and tensions would have already been developed for me. 

5. A historical fiction narrative. The setting is right before the burning of the Library of 
Alexandria. Someone is trying to destroy a certain knowledge housed in the library. As librarians, 
it is the players’ job to stop them, but also uncover what kind of knowledge would be so 
dangerous that someone is trying to destroy it. 

Brainstorm first outline for Alexandria story: 

Introduction: 
A. Players are a group of researchers or librarians in the library of Alexandria. The city is in 

chaos and the city has been taken over (research more into this). You have been sent with a few 
of your fellow companions to go into the library to try and save as much material as possible. 
You go in but see a dark figure scurry past the shelves and through a door you never knew 
existed. 

B. Each player has a religious affiliation? Or more, they have a focus on a certain Egyptian 
mythological deity. 

Middle: 
A. Look into ancient myths of Egypt and have the game reflect/draw from them in order 

to create the puzzle. 
Conclusion: 
A. The group continues lower and lower into the library. Each level requires the successful 

completion of a puzzle in order to descend into the next level of the library. 
B. At the heart of the library is a monster that they must defeat. The monster is the 

defense for a scroll that tells of an ancient, alien civilization that came to Egypt and built the 
pyramids. They learn that the pyramids are in fact communication centers between a secret 
society and the this alien society. 

C. The hooded figure reveals themselves to be an enemy of the secret society who things 
that Egypt should distance themselves from the aliens. 

Note: Should try and motivate a player to take on a more authoritarian role. 



World Building



Research for World Building

The Great Library of Alexandria, Egypt. Founded 
during the reign of King Ptolemy I. The Ptolemaic 
dynasty reigned from the accession of Ptolemy 
I Soter in 305 BC to the death of Cleopatra 
VII in 30BC. During this period, the Ptolemaic 
dynasty faced difficulties from the native Egyptian 
populace and often had to fight native rebellions. 
[1]

Furthermore, descendants of Mascedonian 
veterans enjoyed positions as privileged 
minorities. Although the Ptolemies did take on 
Egyptian religious rights, the Greek minority 
were set apart from the Egyptian populace. They 
were governed by Greek law, received a Greek 
education, and were citizens of Greek cities. [2]
As such, this world posits that such citizens might 
have been very ignorant of Egyptian religion 
and customs beyond a superficial level. This 
dissonance between a governing community and 
the native populace is one I would like to explore. 

1. “Library of Alexandria.” Wikipedia. N.p., n.d. Web. 4 Mar. 2017. <https://en.wikipedia.org/wiki/Library_of_Alexandria>.
2. Ibid.
3. Venit, Marjorie S. . “Alexandria.” The Oxford Handbook of Roman Egypt. Oxford, United Kingdom: Oxford U Press, 
2012. 103-121. Print.
4. Ibid.

Figure 4: The Great Library of Alexandria, O. Von Corven, 19th 
century

Alexandria was built as a Greek city and so new construction and urban planning were modeled 
after Greek cities (broad streets, grid planning, etc). The city also contained Greek civic buildings 
such as a theater, council, law courts, and a gymnasium. Alexandra was a city in which the civilians 
were multi-ethnic. Citizens were not only of Greek descent, but of Italian, Syrian, Libyan, Arab, 
Persian, and even Indian. However, the primary language spoke was Greek. Despite the diversity 
within the city’s population, there was a tiered social structure that placed “true” Alexandrian citizens 
at the top. Meaning, that the location of your domicile did not grant you citizenship. Alexandrian 
citizenship was hereditary and could only be attained as such. [3]

The Great Library of Alexandria was a part of the greater Alexandrian’s museum precint. The 
museum and its precint was a cult centre dedicated to the Muses. Although there are little specifics 
available about the library, it is known, through letters, that the library’s collection of texts was 
vast and could have been as large as 400,000 thousand scrolls (the main method of storing texts). 
In 48 BC, Julius Caesar caused the first main destruction of the library. During a war to conquer 
Alexandria for Cleopatra, Julius Caesar burned the Alexandrian ships. A fire which spread from the 
docks to the library. However, there are arguments against the general idea that this fire burned the 
main library, instead maybe burning different text storages closer to the docks. [4]

Alexandria and its Great Library



The great library was used by international 
researchers and academics. Pioneers in 
mathematics, physics, medicine, geography, 
and astronomy came to develop their research 
at the library. However, while many researchers in 
Alexandria were interested in the sciences, there 
was also a strong literary culture in Alexandria. 
Particularly in poetry.  [5]

Note: These individuals could be 
inspiration for character features, 

classes, names in my game. 

Egyptian Architecture: Ptolemaic and Before

Due to the lack of information on the actual  Great Library of Alexandria, I decided to turn to 
the temples constructed during the Ptolemaic Period. Some of the new constructions were were 
alterations to existing Egyptian temples as Ptolemy sought to give legitimacy to his rule by adopting 
Egyptian deity iconography and ritual with Greek civic construction. [5]

During the first third of the Ptolemaid dynasty, new construction follwed the style of the 30th 
dynasty. [6] However, they still had a strong connection to Greek style as the construction methods 
were more Mediterranean than Egyptian. [7] 

Part of the reason that native Egyptian religious representation had a strong influence on the 
Ptolemaic architecture is because the Ptolemies worked very closely with regional Egyptian cult 
leaders. Since their lavish lifestyle was supported through Egyptian taxes, it was in their best 
interest to incorporate representations of deities in their architecture. However, they only concerned 
themselves with the main religious cults of Egypt, since they had the most power and influenced the 
more economically important regions. [8]

The Ptolemaic Period (323-31 B.C.) 

5. Arnold, Dieter. “ Formal and Stylistic Aspects of Ptolemaic Temple Architecture” Temples of the Last Pharaohs. New 
York and Oxford: Oxford U Press, 1999. 144-51. Print.
6. Ibid. 150. 
7. Arnold, Dieter. “Building Methods of the Ptolemaic Period” Temples of the Last Pharaohs. New York and Oxford: Ox-
ford U Press, 1999. 152. Print.
8. Arnold, Dieter. “The Buildings of the Ptolemies” Temples of the Last Pharaohs. New York and Oxford: Oxford U Press, 
1999. 154. Print.
9. Arnold, Dieter. “Ptolemy VI Philometor” Temples of the Last Pharaohs. New York and Oxford: Oxford U Press, 1999. 154. 
Print.
10.Ibid. 190.
11. Ibid. 190.

Common colors used in new 
construction during the Ptolemaic 
dynasty: 
 Yellow
 Green
 Blue
 Deep Red
 White [9]

Short Notes: 

Common constuction material: limestone [10]

Common capitals in Egyptian construction: 
 a. Palm capitals
 b. Four stem, two tiered papyrus capitals
 c. Open bell-shaped capital
 d. Bell shaped, papyrus capitals [11]



Figure 4: Columns in the hall of the Isis temple built 
under Ptolemy VI [12]

12. Arnold, Dieter. “Ptolemy VI Philometor” Temples of the Last Pharaohs. New York and Oxford: Oxford U Press, 1999. 
190. Print.
13. Arnold, Dieter. “Ptolemy X Alexander I” Temples of the Last Pharaohs. New York and Oxford: Oxford U Press, 1999. 
218. Print.
14. Arnold, Dieter. “The Buildings of the 28th to 30th Dynasties” Temples of the Last Pharaohs. New York and Oxford: 
Oxford U Press, 1999. 121. Print.

Figure 5: Colonnade in the Horus temple at 
Edfu[13]

Reference Images and Insparation

Figure 6: Reconstruction of a column pair of the kiosk 
of Nectanebo I on Philae. [14]



Figure 7: Plans of the templs of Khnum (left) and Satet 
(above) [15]

15. Arnold, Dieter. “Ptolemy VI Philometor” Temples of the Last Pharaohs. New York and Oxford: Oxford U Press, 1999. 
189. Print.
16. Arnold, Dieter. “Ptolemy VIII Euregetes II (164-163 and 145-116)” Temples of the Last Pharaohs. New York and Oxford: 
Oxford U Press, 1999. 189. Print.

Figure 8: Plan of the Ptolemaic templs of Monthu at 
Medamoud [16]



17. El-Abbadi, Mostafa. “The Great Library and Mouseion: Intellectual Center of the World.” Alexandria the Site and the 
History. New York and London: New York U Press, 1993. 83-108. Print.
18. Wilkinson, Richard H. “Neith.” The Complete Gods and Goddesses of Ancient Egypt. New York: Thames & Hudson, 
2003. 156-59. Print.
19. Ibid. 157.
20. Ibid. 157. 
21. Ibid. 159.

Ancient Egyptian Deities

For this game, I am more interested in learning and using more obscure Egyptian gods and 
goddesses. Partially because I feel that the “greater” gods such as Osiris, Horus, and Isis have been 
used over and over again in western stories and film. Also, part of this world involves a secret society, 
I think it is fitting that the deities the society reveres should be more obscure as well. 

Neith is an ancient and important goddess from Egypt. 
She had five main roles as a deity, that of a warrior 
goddess, a creator goddess, a maternal goddess, a 
regional goddess (specifically, lower Egypt) and a funerary 
goddess. [17]

I am most interested in her role as a creator, warrior, 
and funerary goddess. As a warrior goddess, she is less 
associated with violence and more with weaponry and 
politics. Specifically, she is associated with bows and 
arrows, and also is represented as a counsellor during 
times of war. As a creator deity, she is closely associated 
with the role of motherhood and the “creator of mankind”.
[7] As a creator, she also invented weaving, according to 
Egyptian myth. [19]

While it seems that she was very popular from the first 
Egyptian dynasty to as late the the 26th dynasty, my 
research does not hint that she was a well-known deity 
during the Ptolemaic dynasty. According to Wilkinson’s 
text The Complete Gods and Goddesses of Ancient 
Egypt, during the earlier dynasties, great festivals and 
temples were dedicated to Neith. This was in part because 
the deity’s cult center, the city Sais, was the city from which 
rulers ruled the region. [20]

A deity from the lower regions of Egypt, I feel that Neith 
adds tension to the story as she embodied the rift betwen 
Alexandria, the city of teh Greeks, and lower Egypt, which 
had its own history and culture. Figure 9: The goddess Neith. Tomb of Khaem-

wset, Valley of the Queens, western Thebes. [21]



Seshat 

Seshat, which means “the female scribe”, was the goddess of writing and record keeping. She was 
also the patroness of temple libraries. She was also considered the “mistress of builders” and so was 
recognized whenever a new holy or royal structure was built. [22]

Despite that she was the deity of buildings, recording, and writing, she did not have a temple of 
her own. However, technically she was a part of every temple. In worship, she played no real part in 
popular culture and did not have any festivals or cities attributed to her. [23]

Seshat is often depicted wearing a leaopard skin over her Egyptian robe. One of her icons is also 
a headdress that consists of a headband with a seven pointed star extending above it. This seven-
pointed star is then accompanied by a crescent moon symbol or two falcon feathers. [24]

22. Wilkinson, Richard H. “Seshat” The Complete Gods and Goddesses of Ancient Egypt. New York: Thames & Hudson, 
2003. 166-67. Print.
23. Ibid. 167.
24. Ibid. 166. 
25. Wilkinson, Richard H. “Apophis” The Complete Gods and Goddesses of Ancient Egypt. New York: Thames & Hudson, 
2003. 221-222. Print.
26. Ibid, 222. 

Apophis
Apophis was a serpent god destroyed at the beginning of time by the sun god Ra.Per the myth, 

the Ra’s celestrial barque was attacked by this great serpent every day and he tried to complete his 
daily travel across the sky. Besides the serpent’s physical power, he also had the power to hypnotize 
other gods. Fortunately for Ra, the sun god’s feline companion Seth was able to resist Apophis’ 
powers of hypnosis. Seth then cut the serpent into pieces.[25]

This god is represented by a large, emerald green serpent, sometimes with twelve heads. The 
serpent was also often associated with natural disasters. [26]

Serket

Serket was the scorpion goddess. While she was associated with poison because of her symbol, 
she was not a malicious deity. Instead, she protected others from poison and harm. Also, she is 
associated as a nurturing, maternal goddess. She was often represented with the two main mother 
goddesses of Egypt: Neith and Isis.[27]

Her symbols were a scorpion with its tail high, ready to attack. In painting or statues, however, she 
was often represented as a complete woman (with no animal body parts) with a scorpion resting on 
her head.[28]

27. Wilkinson, Richard H. “Serket” The Complete Gods and Goddesses of Ancient Egypt. New York: Thames & Hudson, 
2003. 233-234. Print.
28. Ibid. 234. 
29. Ibid. 218.

Ammut 

Ammut, the composite goddess of truth and companion to the goddess Maat. This deity was part 
crocodile (the head, part lion (the mane, front legs, and torso) and part hippopotamus (the rear legs). 
She represented all that Egyptians feared and was the goddess that devoured souls if Maat found 
them unworthy to enter the underworld. [29]



Thot

The god Thot the god of writing, knowledge, and scribes. His myth is that he created writing 
along with the creation of the universe. Because of his role as the origin of writing, he was the divine 
scribe for the gods and commanded magic and knowledge that even the other gods did not know. 
He was also associated with truth and integrity and so was involved in the weighing of the souls ritual 
for the dead.[ 30]

Thoth was primarily associated with the ibis and was depicted as a god with a man’s body and the 
head of an ibis. His other form was that of a baboon. [31]

30. Wilkinson, Richard H. “Thoth” The Complete Gods and Goddesses of Ancient Egypt. New York: Thames & Hudson, 
2003. 215-217. Print.
31. Ibid. 216.
32. “Thoth.” Wikipedia. Wikimedia Foundation, 21 Mar. 2017. Web. 21 Mar. 2017. <https://en.wikipedia.org/wiki/Thoth>.

Figure 10: The god Thoth. [32]
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Basic Rules for Turn Play: 
1. If you are in a new setting, the game master first describes the setting that you are in. 
Afterward, players take turns performing actions in the setting until they exit the setting. 

2. A turn is completed under the following system: 

The player describes what kind of action they would like to perform in the setting. 
a. The game master then offers the result of their actions. 
b. The player then has time for one reaction to the game masters result. 
c. The game master tells the player the result of their action before moving on to the next 
player. 

i. If the player is left in the middle of an action as a result of this second action, they are left in 
suspense as other players get a turn. Other players may carry on the line of action from this 
player’s turn. For example:

Player: “I would like to open this box.”
Game master: “Roll a dice in order to see if you can open the box.”
Player: “My roll is successful and I open the box.”
Game master: “The box opens and reveals a scroll.”

In this case, the player cannot then use another action in order to react to the scroll. However, 
other players may reach for the scroll.

If not, then the player must wait until it is their turn before they can continue their action. This 
is to try and prevent turns from taking too long. 

3. How dice are used in this game: 

a. Dice are only used to figure out how effective a player’s action was within a game. This is 
determined by rolling a D20 and by taking into account the character’s affinity. 

b. If a player declares an action, the DM offers a Difficulty Rating (DR) for that action. The player 
must roll that number, or higher, to succeed.

i. In the case of a success, the DM recounts the outcome of the action. 

ii. In the case of a failure, the DM recounts the outcome of the action and any side-effects as a 
result (ie, player injury, enemies alerted, etc). 

c. If a player has an affinity for the action performed, the player adds two points to their roll. 

Player Actions

1. These are common action categories that all players can do. When a player declares an action, 
the DM may ask a player to roll for the relevant action category.

2. Affinities (section 5, below) can affect a player’s success for a relevant action.

Rules for Play



Common Action Types

1. Passive-physical: (walking, pulling or pushing on objects, opening things). These actions 
only correspond to actions that are taken by a player’s a character but does not involve another 
character or combat. 

2. Combat: These actions only entail actions that involve a player’s character acting towards 
another character in violence. 

3. This may include throwing an object in anger/aggression, charging at an opponent, hitting 
something, etc. 

4. Literacy: These actions include most “academic” actions. They include actions that involve 
language, reading, and writing. Characters that are academics have an affinity for these actions. 
Beyond these actions, each character has an affinity for actions that are related to their specialty. 
For example, if a character is trying to figure out where they are in correlation to a map that they 
discovered during the game, a character with an affinity for geography will be able to read the 
map better and so figure out where the players are more quickly. 

Affinities

1. Each character has affinities for certain activities or disciplines based on their background. This 
is a characteristic that enables players to succeed in certain actions over others. 

2. In game terms, a player has a primary and secondary affinity.
a. The Primary Affinity lends a +4 bonus to any roll for actions falling within that affinity.
b. The Secondary Affinity lends a +2 bonus to rolls applicable to that affinity. For example, 
if a player’s Primary Affinity is “literary”, then that player will get a +4 bonus to reading, 
understanding, and deciphering any scrolls. 

3. Player affinities are noted on their character cards. 
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Character Sheets (at 60% scale of original sheets)

Character Bio:

Name:                                                                
Gender:                                                             
Age:                                                                    
Height:                                                               
Weight:                                                              
Home:                                                                

Affinities 

Primary (+4): Geography 
Affects: Rolls relating to the making and reading of maps, especially 
regarding civilizations of the day. 

Secondary(+2): Agility
Affects: Rolls relating to non-standard physical feats like climbing, 
dodging, rolling, and sprinting. 

Notes

Character Bio:

Name:                                                                
Gender:                                                             
Age:                                                                    
Height:                                                               
Weight:                                                              
Home:                                                                

Affinities 

Primary (+4): Religion  
Affects: Rolls relating to understanding religious texts, incanta-
tions, and imagery. Also helps perform rituals. 

Secondary(+2): dialects 
Affects: Rolls relating to understanding old, dead, or rare dialects 
(hearing, reading). 

Notes

Affinities 

Primary (+4): 

Geography 
Affects: Rolls relating to the making and reading of maps, 
especially regarding civilizations of the day. 

history
Affects: Rolls relating to understanding the context and 
implications of historical events, places, and objects. 

Religion  
Affects: Rolls relating to understanding religious texts, 
incantations, and imagery. Also helps perform rituals. 

Secondary(+2): 

Agility
Affects: Rolls relating to non-standard physical feats like 
climbing, dodging, rolling, and sprinting. 

preservation
Affects: Rolls relating to handling and caring for fragile 
objects.

dialects 
Affects: Rolls relating to understanding old, dead, or rare 
dialects (hearing, reading). 

 

GM Notes Character Bio:

Name:                                                                
Gender:                                                             
Age:                                                                    
Height:                                                               
Weight:                                                              
Home:                                                                

Affinities 

Primary (+4): history
Affects: Rolls relating to understanding the context and 
implications of historical events, places, and objects. 

Secondary(+2): preservation
Affects: Rolls relating to handling and caring for fragile objects. 

Notes



Introduction to World - A Diary Entry 

48 BC. Alexandria, Egypt

The sun rises in Alexandria, the gem of Egypt. Master Plutarch has sent me from Rome to 

explore and record the new royalty and their effect on the populace so that  my fellow Romans 

might learn about the new land they want to annex. Little did I know that soon after my arrival,  a 

civil war would erupt between the royal siblings. 

 I have not had the honor of meeting the queen, Cleopatra VII, nor the pharaoh, Ptolemy 

XIII. I hope master Plutarch’s connections and symbol will allow me an audience with the pharaoh 

soon. Though I am not sure I would like to, considering that he murdered the general Pompey the 

Great. Now, Cleopatra VII has gained the favor of Julius Caesar as an ally in her civil war against 

her younger brother. As a Roman, I pity anyone who has to face the great general. 

 The people of Alexandria, in all their, diversity, are equally scared by the war. Today, 

Ptolemy’s fleet has been seen on the horizon of Alexandria’s marina. The siege has begun. I have 

heard from those with whom I am staying that Julius Caesar can save us, though I am not sure that 

city’s citizens are comforted by this news. Their lives are in the hands of the gods. 
 



Introduction to the Third and Final Level

There is no sound, there is no light. All but the one with the MagicSight are blind. The one with 
the sight sees by the light of magic in the room. He/she sees six pllars of magic encased in stone. 
These are tall pillars capped with the heads of gods, each a sculpted clay face protected in the back 
and sides by a bronze hood. 

 Encircled by these shafts of power, a crumpled figure sits, stopped, over a low table. He writes on 
a papyrus scroll that never ends. 

The meeting of Thoth

With the pillars defeated, the creature in the middle rises. It is a man, tall and lithe, with the head 
of an Ibis. This is the god Thoth, or an aspect of him. The God of writing, scribes, and the origins of 
knowledge, approaches. The flames roar behind you. He raises his hands and the shackles that once 
bound him to his scroll fall to the ground. 

He speaks: 
 “Thank you for freeing me. I have sat here, imprisoned for centuries by the royal family. I 

represent the origins of Egypt, a land in which a pharaoh could not rise above a god, as they had 
wished. I was forced to write the names of their enemies in the Book of the Dead for centuries. But 
now, I am free to resume my divine work.”

 Thoth looks beyond the you to the fire consuming the library. 

 “In my gratitude, I would like to give you a gift. You have proven to be devout lovers 
of knowledge, and so I will offer you the chance to save all the knowledge in this library… or 
yourselves.”

 Thoth, gleaming in divine light, awaits your response.



Various Notes for During Game Play

Ideas for interesting situations for players 

Room 1:

Primary:
Geography: decipher/understand the abstracted map on the floor
History: understanding the civilizations referred to by map (some have since disappeared). Getting 

the hint that the books in each section relate to those civs. 

Secondary:

-One or many of the books needed are high up or hard to reach. (Rolls required: agility) 
-Players have to move out of the way when the mosaic turns to sand (Roll: agility, again) 
-Some books are old/deteriorating and must be handled with care. (Roll required: Preservation)
-Some books are hard to read, as they’re written in an older language (Roll required: Dialects)

Room 2:

Primary:
Religion: Understanding the context/order of the tablets near each scale. Understanding the 

implications of the 3 statues.

-Some tablets may be crumbly, with pieces on the floor nearby (Preservation) 
-Heiroglyphs beneath each section describe what’s happening (Dialects) 
-Getting up on the scale (Agility) 
-Holding onto the feathers (Agility) 

Room 3: 

Primary:
History: realizing that you’re in an old Temple to Thoth 

Secondary:
Dodging fire (Agility)
Understanding Thoth’s mumbling words as names (Dialects)



Images to Use During Game

 Scene depicting a heart being weight on the scale of Maat. Thoth is shown recording the results. 
This image was used for the second level puzzle of the game. 

Ankh symbol used in the first level puzzle. This 
symbol is often represented in Ancient Egyptian 
depictions of deities. Below, it is represented 
twice during the ceremony of the weighing of the 
souls. 



Step-by-Step Game Play Narrative
Total Game Play Time: 96 minutes

 Start: Players are introduced to game rules. I also gave them their character sheets and 
each player created a character and chose affinities for ther characters. For the sake of this 
narrative, I have simplified and listed the characters created below:

Player 1: Elderly character with Geography and Agility affinities
Player 2: Middle age character with History and Preservation affinities 
Player 3: Young male character with Religion and Dialect affinites

 I then read the Immersion Narrative (see diary entry) before diving into the game. 

Level One: Scrolls and the Ankh

 Players’ characters are woken up by their old, blind professor Anen. He urges them to 
follow him and his assistant, Aelius, to the Great Library of Alexandria. Once in the library 
courtyard, they see that the city has been overrun by Roman warriors.The warriors pursue the 
group into the courtyard and they flee into the library. 

 Once inside, they see that the library has been ransacked. Through the debris, they notice 
a mosaic on the floor. The players analyze the mosaic and see that it is a map with an ankh 
symbol in the middle. The professor moves towards the ankh on the floor and places his amulet 
at its center. He tells the players that past headmasters haev hidden other pieces throughout 
the scrolls in the space. 

 Instead of exploring the stacks, the players  remains within the  center chamber and continue 
to analyze the mosaic pattern on the floor. Beyond the ankh symbol, they learn that the mosaic 
depicts a map representive the four coners of the Mediterranean Sea. 

 Player 1 ventures out of the inner chamber and uses his affnity Agility in order to climb 
above the stacks and see if he can see any of the scrolls containing a piece of Ankh. Using 
Perception, Player 1 spots a scroll on the top shelf of the Northern wall. He clambers from his 
perch, rushes across the hall, and then clambers up to reach it. He is successful, finds the scroll, 
and places a piece of the ankh into the ground. 

 The first apparition of Thoth manifests itself. The being moves across the northern wall to 
the eastern wall and leaves behind the first symbol of Thoth, a feather. 

 Player 3 analyzes the symbol left by the being and learn the information above. They do 
not, however, search through the scrolls on the eastern wall. The players take a few times where 
they discuss with the professor and Aelius, hoping to learn more information about the puzzle. 

 Player 1 then moves from the stacks at the Northern wall to the eastern wall and notices 
that he cannot read the books tags. Player 3 moves out of the inner chamber and helps Player 
1 by using his affinity Dialect. Together, they found the intended scroll and the next piece of 
the ankh. When they placed the piece on the floor, the library shook and the next apparition 
of Thoth took place. This time, the symbol that was left behind was a bird’s head. Although, 
because of poor rolls, the players were not able to find out what kind of bird it was.

 For the last two pieces of the ankh, Player 1 and Player 2 split up and went to get the 
pieces at the same time. Player 2 used her character’s affinity Preservation to carefully handle 
the scrolls until her character found the ankh scroll. Just as Player 1’s character found the final 
piece of the ankh and both rushed to place the ankh pieces in the chamber, the roman warriors 
barged into the library and Aelius revealed himself to be a traitor and a roman warrior. He stabs 
the professor, killing him. Before the romans can reach them, the players place the final pieces 
and the ground beneath them turns to sand. The three players, Aelius, the professor’s body, and 
the roman warriors fall with the sand into darkness. 

 



 Level Two: The Chamber of Scales

 The players land at the beginning of the Chamber of Scales. After taking in their surroundings, 
Player 1 takles Aelius and manages to take the traitor’s dagger. Instead of killing the traitor, 
Player 1 uses the dagger to carve out the heart of the dead professor. Shocked by his actions, 
Aelius is stunned into inaction and cowers in the corner throughout the rest of the game. 

 The players then progress to the first smaller scale centered in the main corridor. Player 1 
turns over a tablet he finds near the scale. This action reveals that the tablet is in fact a fragment 
of a larger painting. Player 2 uses her character’s affnity for History to analyze the tablet. With 
this, they find out that the god Ra is depicted and that the tablet represents the last stage of a 
ancient religious ritual. Player 1 then tries several times to place the heart he carved from the 
professor on one of the scales but nothing happens. Player 2 then suggests that maybe they 
should take the golden feathers that are on each of the scales but Player 1 stops her. 

 Player 3’s character then approaches the small scale to the left of the room. He also tries 
to flip over a tablet that is nearby to the tablet. He however failed the first time and forever 
destroys a corner of the tablet. The second time he tries to flip the tablet, he is successful and 
reveals another painting fragment.  

 Player 3 uses his character’s affinity Dialect and Religion in order to read the text on the 
fragment. He learns that the fragments represent a final stage of the ritual in which souls are 
weighed against the feather of Maat. If the souls are heavier than the feather, they are then 
deemed unworther to be allowed into the after life. 

 Player 2 goes to the final tablet and uses her Preservation affinity in order to ensure that she 
does not destroy the tablet. Her character flips the tablet over successfully. Player 3’s character 
then uses Dialect and Religion to read the fragment. They learn that it represents the middle 
stage of the ritual in which dead souls are brought to the scale to be weighed against the 
feather. The players then confer and decide that since the heart did not cause a reaction, they 
should all stand on the scales themselves. They do except Player 2 has trouble clmbing onto 
the scale. Her character tries several times and fails. Each time, the monster statue closest to her 
character starts to melt, revealing the monster within. The players all begin to panic and urge 
Player 2 to keep trying. Finally, her character succeeds and she climbs onto the scale. 

 All the scales balance themselves and the largest scale also moves to balance itself. On the 
scale opposite of the feather, an apparition of Thoth appears. The apparition moves towards 
Player 2’s character, his arm outstretched, and touches her character’s forehead. Her character 
immediately goes blind and must be kinded onto the pedestal where Thoth once stood. Once 
on the circular platform, the players all descend into the third level. 

Level Three: Thoth’s Prison

 Once they have descended, the players’ characters cannot see anything except for Player 
2’s character who has been granted MagicSight, the ability to see in magical objects as lights. 
Player 2 describes the space while holding the plan in front of her.  The other players grow 
frustrated and search their belongings for a light. After an incredibly high roll, Player 1 finds a 
small torch on his person. 

 The plan now revealed to everyone, Player 1 charges ahead to the circle of pillars. As soon 
as he crosses over into the room, two pillars emit a stream of fire in his direction. While he 
dodges, Player 3 is not as lucky and reeives terrible burns on his body. Having lunged forward, 
Player 1 attracted the rotating pillars to turn towards him who is now standing between them. 
The two pillars, facing each other, destroy one another with their fire. Player 3 sees this and also 
positions his character between two pillars which destroy each other. 

 Player 2 decides instead to use her MagicSight and read the inscriptions along the remaining 
pillars. She reads three spells: One to Control movement, one to bind, and one to control a 
soul. Her character uses the first spell in order to stop the rotating pillars. 



  The players then ask the being in the center of the pillar circle who he is and why is he 
trapped. He reveals himself to the the god Thoth who has ben imprisoned by the royal family, 
forced to write the names of their enemies in the Book of the Dead for eternity. 

 The players then confer amongst themselves on what to do and decide to try and destroy 
all the pillars. Player 2 allows them to rotate once more using the spell and Player 1 hops in 
between the remaining pillars using his Agility affinity, making the pillars rotate towards one 
another, destroying each other in fire. 

 Once freed, Thoth stands and thanks them. 
 
 Behind the players the library’s fire has now reached their level and is threatening to kill 
them. 

 Thoth offers them a choice between two gifts. He can either save them, or save the 
knowledge in the library. Player 1 and 3 choose to save the knowledge of the library while Player 
2 chooses to save herself. 

 Thoth nods and their vision is consumed by a bright light. Player 2’s character finds himself 
back in the courtyard of the library, her sight regained and safe. However, she is surrounded by 
Roman warriors. 

 Player 1 and 3’s characters find themselves safe on an oasis outside of Alexandria. They see 
the city burning. By their sides, they both have a box. When they open it, they see that they 
have been granted the Books of Thoth, which contain the forgotten knowledge of Egypt. 

The game ends.
 



Puzzle Description and Analysis
My game has three puzzles and an over-arching narrative puzzle that the players progress 

through as they play. In order to go to the next level, the players had to complete either a spatial 
or deductive puzzle. Below, I have described and analyzed each puzzle of my game separately. 

Level One Puzzle: 
 

 The first puzzle of the game takes place in the stacks of the library. After having run into the 
library, the players are inspired to look to the floor after it is described that the stacks have been 
vandalized, revealing a map and a symbol on the floor that was previously hidden from view by 
the library’s mountains of scrolls. 

The goal of the puzzle is to complete the pieces of the Ankh embedded in the floor. In order 
to do so, the player’s had to find clues in the map and the space around them to direct them 
to the hidden pieces. The first set of information was the map itself. A representation of the 
Mediterranean Sea with the surrounding countries colored and divided by four empires: North-
Roman, East - Persian, South - Egypt, and West - Carthaginian. The empires represent the 
directions in which the players are supposed to begin their search, as they reflect the four walls 
of scroll stacks in the room. 

In order to help the players get started, the professor that accompanies them for the first part 
of their journey helps them by providing two pieces of information. The first is to notice that the 
map on the floor has a discrepancy regarding the Carthaginian empire, which hopefully prompts 
the players to go look in that direction. The second piece of information is that the professor 
places the first piece of the ankh symbol on the floor. When he does, the library begins the 
shake, an indication that this action has an effect on their surroundings. The professor then tells 
the players that his predecessors have hidden the other pieces throughout the library, though 
the details of their location have been lost through the centuries. 

Players must then use their knowledge domains to inspect the shelves in each direction. They 
seek scrolls that stand out from the rest, those that are true Egyptian texts. In each of these 
there is a Piece of Ankh. In order to find the pieces, they must use their literary knowledge to 
inspect each shelf. 

Each section of the library has subtle clues in order to find the Piece of Ankh: 

North - Roman Empire Scroll Section: 
This section is filled with pristine books, an odd sight for a library that is centuries old. At the 

top, there is a dusty scroll that stands out but requires a feat of Agility (a character affinity) in 
order to reach it. 

West - Carthagenian Empire Scroll Section: 
In contrast with the Roman Empire section, the books in this section are old and moldering as 

no new books have been added for centuries. Here, the players must use History in order to find 
out that, because Carthage had fallen over a century in the past, it is odd to see a new scroll in 
that section. The new scroll is where the Piece of Ankh resides. 

South - Egyptian Empire Scroll Section: 
In this section, most of the scrolls are written in Greek. The players must use their linguistic 

knowledge in order to find the scroll written in ancient Egyptian and read that it is the scroll 
containing the Piece of Ankh. 

East - Persian Empire Scroll Section: 
Players must use their knowledge of History to find the scroll that does not relate to the  

others. In this section, all the scrolls are numbered in association with Persian rulers, so historical 
knowledge can help spot an anomaly. Once they do so, they find the scroll with the Piece of 
Ankh. 



How the Meta-Puzzle related to this puzzle: 
 
 Each time a player finds a piece of the Ankh and completes a part of the symbol in the 

floor, the structure rumbles and a spirit appears in the center room, walks towards a section of 
the library they have not explored before, and leaves behind a symbol on the walls. Each symbol 
is a clue to the spirit’s identity and represents an icon of the god Thoth. Using their afinities, the 
players can begin to piece together this information using the etched symbols on the walls. 

Analysis: 

 The puzzle was effective in that the players did complete the puzzle and were able to 
progress to the next level of the game. However, the puzzle does need to be improved for it 
took the players a bit longer than desired to complete. The main weakness was that the map, by 
virtue of it being map, dominated the minds of the players who spent a long time trying to get 
more information from the map then there was to offer beyond a starting point for the puzzle. 

The more effective part of this level was to introduce the hidden plot of the game. The 
player’s quickly took a keen interest in the apparition that would appear each time they found 
a Piece of Ankh and analyzed the symbols throughout several turns. While I expected the sub-
plot to reveal itself more gradually, because of their interest they found out that there was a god 
lurking within the library within the first level. 

The main goal of this puzzle was to help the players become familiar with the mechanics 
and concerns of the game. The purpose of assigning affinities associated with academic fields 
instead of action based skills (i.e. combat or spell casting), was to draw the game, and player’s 
expectations, away from conflict-oriented challenges. As such, the goal of the puzzle, to convey 
to the players the nature of the game and help them become familiar with how they can 
maneuver throughout the game, was a success. 

Level Two Puzzle: 

 The puzzle in this level was a spatial one.  The room had three smaller scales and one larger 
scale, each with a golden feather weighing the scales down on one side. This disequilibrium was 
intended to indicate to the players the goal of the puzzle: to balance each scale using the clues 
within the room. 

Central Activity: 
 Within the room, fragments of the painting of the Weighing of the Souls are found next to 

specific scales. The players must deduce using their affinities the order of the fragments and 
then stand on the scales in the order of the complete image (below) to complete the test. Each 
player must also stay on their scale as the rest of the party solves the puzzle. 



Central Activity for Level Two Puzzle (continued):
 
 If the players take the feathers instead of trying use the painting fragments, then the 

Ammut statues begin the slow and melt. A growling then emanates from the shadows in the 
back of the room. Ammut, the deity himself, is preparing to eat their souls if the players try to 
leave with the feather. This process can only be stopped if they return the feathers. 

How the Meta-Puzzle Relates to this Level: 
 
 When the scales are completed in order, an Apparition of Thoth appears at the central 
scale. He approaches a player and gives the gift of MagicSight. That player can see magic, but 
they are also blind. 

Analysis: 

 This puzzle was by far the most successful. After the game was completed, the players all 
cited this puzzle as the most engaging of the three. I believe that this is because the mechanics 
of the puzzle brought the players in and inspired them to work together the most. Together, 
they analyzed the fragments, shared the knowledge they gained, and communicated with one 
another in order to form a strategy to complete the puzzle. 

 The puzzle also had a more successful built-in timer system. When a player committed an 
error and was frantically trying to fix it, the melting of the statues and revelation of the monsters 
that were present in the room were successful incentives to make the players collaborate more 
efficiently. 

Level Three Puzzle: 

 The special condition for this puzzle is that only the player with the MagicSight can at first 
see the plan and must describe it to the other players. Everybody else has to memorize the 
space based on what the player tells them until they find a light source. 

Central Activity: 

 The puzzle consists of six pillars that must be destroyed using the information given in the 
space. The pillars track the players and emit fire when a player gets too close. The player with 
the MagicSight must relay room descriptions to the others and help them get in position so that 
the heads target and destroy one another. 

How the Meta-Puzzle relates to this level:

 Completing this puzzle unveils the final piece of the mystery of the game. The god Thoth 
reveals himself and explains to the players the reason for his presence in the library. It also 
prompts the end of the game. 

Analysis: 

 This puzzle was the least effective of the three puzzles in the game. The players hesitated to 
destroy the pillars for a very long time and tried to free the god trapped in the middle through 
other means. I believe this puzzle suffered from lack of clarity. In the player’s interest curves, this 
was the puzzle that frustrated them the most. The feedback I received was also that the number 
of pillars was too high. I had originally included a higher number of pillars (a total of six) because 
I thought that once the players would destroy one pillar, they would quickly destroy the others. 
However, the players misinterpreted the goal of the puzzle. The puzzle would have benefitted 
with more overt indicators of the goal. 



Predictions Interest Curve - Before Adventure
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A. Players are woken up by professor
B. The Professor begins the first puzzle
C. Search for first Piece of Ankh
D. Search for second Piece of Ankh
E. Romans break in
F. The Ankh is completed
G. There Secret Passage is revealed
H. The professor dies 
I.  New room of scales
J. Solve the puzzle
K. Thoth takes a player’s sight
L. Players enter Thoth’s prison
M. Search the third level
N.  Defeat the pillars and free Thoth
O. Thoth is freed 
P. Thoth gives them a choice and the game 
ends. 
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Interest Curve After Adventure

A. The Romans arrive in the courtyard
B. The Library shakes and transforms 
C. Search for first Piece of Ankh and collect the 
scrolls
D. Players enter the room of scales
E. Players enter the third level 
F. Players explore the final level blindly
G. Players notice the fire closing in
H. Players defeat pillars
I.  Thoth is freed
J. Players are offered a choice at the end of the 
game
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Player Interest Curves

Yiwen Zhang

Jing Shu

Pradnesh Patil



Thoughts and Reflections
  
 The Push-Pull System of Role-Playing Games

 Through my transformation into a Game Master, a few key observations struck me and 
formed, in retrospect, the pillars of my experience. The first obstacle I encountered but enjoyed 
as a challenge was the task of building a robust world. In my own process, I became more 
comfortable improvising in my game the more I researched and supplemented my knowledge 
of the setting. However, this research only helped my self-confidence and ability to generate 
ideas for how players should progress through a world. From a game design perspective, I 
learned that the greatest obstacle I would encounter is the challenge of creating a world that 
would inspire players to progress to key moments that I wished them to experiece.

  The main obstacle was motivating players internally, giving them something they would 
want to work towards, without allowing them to languish and get bored due to a lack of pressure. 
Upon reflection, this web of dynamics feels to me like a kind of “Push-Pull” system. The “push” 
component refers to the forces the game master marshals to lay pressure on players, forcing 
them to make certain decision and begin certain paths. The converse component in this system 
is the “pull” component, a force or influence that draws a player towards a certain goal or result. 
These work in tandem but have key distinctions. While the two forces might be considered 
similiar, the difference lays in the emotions these forces key into. While curiousity or passion 
may pull players, a push component will more often be associated with fear or pressure from an 
exterior force, pressing the player to make decisions they might not have otherwise. As such, I 
found that creating this RPG was, in fact, primarily about systems of emotional play, rather than  
for strategic or chance value. 

 I started to think about the need for something like a  “push-pull” system when analyzing 
interest curves. I found that, though key moments were maintained between mine and that of 
my players, the overall effect of those moments did not match. In the interest curve I created 
before the playtest, I anchored the curve along key moments, the climax, and the final outcome. 
When I analyzed the interest curves produced by the players, I noticed that, while the main key 
moments I had designed were still present in the curves, their effect on the experience of the 
game were not always received as I had hoped. 
 
 To be more specific, I had designed the last puzzle, the divine pillars holding Thoth captive, 
to be a dramatic finale puzzle full of fire and moving parts that would inspire and awe players. 
They would dodge attacks while developing a solution to the puzzle. The result, however, 
was frustration on the part of the players as they felt confused by the task and unsure how to 
progress, leaving the players stranded for far too long at a single point of the story. One can see 
this frustration reflected in the dips on the interest curves of Yiwen Zhang and Pradnesh Patil. 



  
A similar dip can also be seen on all three player interest curves around the point of the stacks 
puzzle in the game. Again, the players experienced a moment of confusion, a lapse of activity, 
and a dip in enjoyment.  The weakness of these moments were that either the “push” or “pull” 
components in the game were not strong enough to influence the players, or specific enough 
to be discerned. Despite leaving clues, I realize now that in a role-playing game the influences 
must be much more overt without revealing the solution or secrets of the game. 

 Overall, I find that Interest curves are not enough to determine the success of a role-playing 
game. An interest-curve only represents the most dramatic points in a game, the highs and lows 
that affect a player. However, because a role-playing game is a connected web of influences, 
spaces, and events, I believe that the representation of success and quantified analysis of a role-
playing game must represent this complicated system also in terms of its push-pull dynamic. A 
more apt curve that helps me visualize the influences within a role-playing game would be to 
add separate “push” and “pull” curves to an interest curve in order to map both the proximity 
of a push-pull force to a key moment but also the amplitude of its affect. As an example, I have 
included below “The Great Library’s” interest curve with an added a sample “push” curve (in 
blue).

Interest

TimeA
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A. Lack of push force at the beginning 
of the game, admissible because the 
world is still being introduced
B. The Romans push the characters to 
act
C. The players are pulled by the appa-
rition 
D. The players are pushed physically 
by a crumbling floor  into the second 
level of the game
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 Such a graph would help explain the inverted results between the interest curves generated 
by myself and those of the players. With this new set of curves overlaid on the original, I can see 
that the pull component at the introduction of the my puzzle was not adequate in its intensity. 
Furthermore, for certain key moments, my game provided too much of one element when it 
should have provided the players with the opposite element instead. For example, At the third 
circle on my graph (the puzzle in the stacks on level one), my game provides a pull element and 
little push elements. The players felt little exterior pressure to complete the task efficiently, as 
the the push element was strong but not specific to the task at hand. The pull element (the god 
Thoth’s apparition floating through the walls) was specific to the meta-puzle of the game but 
not the main puzzle for that level. If I had introduced a pull element that might draw the players 
closer to the solution of the puzzle, the drop in interest demonstrated in their interest curves 
might have instead been a peak.
 
  Sometimes the push-pull dynamic can work against a game master as well. Part of the 
reason the players were stranded in the first level puzzle is that I had created too strong a 
push in the previous scene of the game. After having been chased into the library by Roman 
warrirors, the players spent a lot of time and energy tryinig to work against the push element 
I had introduced (the threat of violence from the warriors) instead of trying to key into the pull 
elements waiting to be discovered in that room. By contrast, the more successful level of my 
game (the second level) had a push-pull dynamic that was well-contained within the bounds of 
that space. When the players are pushed into the level by the crumbling floor beneath, they are 
pulled forward into the chamber by glimmering golden feathers on the scales. This spoke to the 
player’s instinct to go towards treasure. The players were then pushed and pulled throughout 
the level by hints and discoveries until they completed the puzzle. By far, this level was the 
shortest yet still challenging puzzle and I received more positive reviews here than elsewhere. 
 
 One lesson I learned through this experience  is that, while the creation of a strong push-
pull system relies on a knowledgeable game designer, the experience of the game for all those 
participating relies equally on the quality and knowledge of the game master and the players 
both. While I felt more comfortable improvising due to the research and world building I had 
prepared, the experience was a collaborative one. My enjoyment depended on the player’s 
willingness to follow me and eagerness to learn more about the world I had created. After the 
initial, isolated creation of the world, the players and game master come together and create 
the world cooperatively through a combination of questions and actions instigated by both 
parties. There seems to be a misconception that the game master plays the role of a puppeteer 
while the players merely react and follow their whimsy. Instead, I posit that the role of the game 
master is to bring players together so that they can build on the foundations laid out by the 
designer, allowing the game to grow organically and unpredictably. 
 



  
 A challenge I encountered during the game play session was making sure players were 
able to fully immerse themselves in their characters and the knowledge available to them, 
given the parameters of the game and its world. During the second puzzle, one of the players 
relied heavily on their own personal knowledge of a myth I had modified to suit my game, even 
though their character might not have known that information. This personal, meta information, 
once voiced, became impossible to ignore by the players. This experience brought up for me 
the question of player actions versus character actions, and got me thinking about ways in 
which a designer can tilt the scales one way or another to keep the realms separate during play. 
 
 I would argue that it is impossible to fully separate the two, at least in terms of systems. A 
game’s goal is to create empathy between a player and a character. And so, within a game, the 
character is the player and posseses the player’s knowledge. With this logic, I let the player use 
his personal knowledge within the game because I took it as a sign that he had fully internalized 
the character’s concerns and was motivated to overcome his challenges. It seems that keeping 
meta-knowledge out of the game takes a pact of mutual good-will and restraint on the players’ 
part, rather than be the product of any sort of system. 

 In the end, the three interest curves provided by the players were fairly similar. This seems 
to map to key moments in the campaign intended to anchor the player’s experience and create 
clear goals for each segment of the game. I take this as a sign that, when reconstructing a 
progression of interest in one’s memory, one responds to clear structures and memorable 
images. As such, though the RPG is commonly considered a freeform, improvised game genre, 
I believe that a successful campaign necessesitates a high level of structure, either literally or in 
terms of its ideas, in order to be enjoyed and appreciated. 

 Ultimately, a role-playing game deals with the essential elements of game design itself. This 
exercise showed me that an RPG strips out the non-essentials and forces both designers and 
players to contemplate the fundamental elements necessary for an immersive and enjoyable 
experience. Based on my experience with this project, I believe that the two most important 
elements are a balanced push-pull system and a firm world foundation. With a strong basis 
for a world, the game master and players are better prepared to improvise and extend the 
world themselves. At the same time, the push-pull system becomes a mapping device for the 
game master, offering an emotional structure that helps guide players through the world in an 
internally motivated, compelling manner. 


