How We Played is a qame zbout three /{
things we hold dearly The times we Fiow (Ve 3(_Q&ed
spent playina aiames, the people we é .

enjoyed them with, and the shared bond

ol memories we created together.

It is not recommended Lor people currently in distress over loss.

The Things You Need
— An existing qame ol your choice. How We Played is an adaptive LARP
experience that can revolve around any qame, whether diaital or analoque.

The bigaer your own collection, the greater your selection.
' To play impromptu, think ol aames that do not need materials.
— A number of players depending on the existing aame you have chosen.
! Dptional: A means to blindLold someone, like 7 mask
! Dptional: A block of sticky notes

Who are you?

You are 3 aroup of people coming toaether over their Lavourite aame. You may
come 3s yourselves (Lriends, -@gmily, co—weorkers,...), or you can roleplay to
create 2 unique aroup dynamic (Lriends, pzmi!y, co-werkers, doas in g bar,.. ).
In the [atter case, it is recommended to write down your name and character
description on a piece of paper. Discuss the relations between your aroup’s

characters bedore startina,

Do you want to play?

— Every qame his 2 rule that determines who qoes Lirst. Follow that rule.
! When roleplayina, write your character names on slips ol paper and put them in 2

rulLle to determine ene player.



— That player has passed away. He or she is hencelorth referred to as the
departed. Your aroup has met to play your Lavourite aame in honour ol the
departed. You play with your traditienal house rules.
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Rules —

— Once a game has been chosen and the inctial shock ol loss has been coped
with, the departed takes place among the leftover players and (s

blind{Lolded.
v 1f bfmd-@afding trigaers discombort, the departed may sit with their back to the
leLtover players.

— The departed and the leftover players never communicate directly.
— The leltover players commence the aame according to its rules as written

in the gﬂme’s manual.

! Qo!epfaying aroups must stay in character Lrom this point on.

Making Memorcies

As the leftover players begin the agame, they must vecilly describe what
they are doing, comment on their aameplay, and aive remirks on ‘their
playstyle. Their lively joy o the aame (s the only means Lor the departed to

ﬁorm 2 connection to their rituil.

The departed may use any utterance ol 2 leftover player as a3 prompt of
remembrance. How We Played revolves around the unigque quirks, rules, and
habits we share. Under the emotional presence of the departed, these
instances are slowly rediscovered by the leftover players in 2 process of
mowrndul coping.

The prompt ol the departed always beains with: “Do you remember...")

Lollowed by 2 unique rule or 3 typical situation ol play they consider to be



signi-\picznt Lor their aroup., This produces 3 story-rule Lor both, the aame
and the aroup narration, which must henceLorth be Lollowed.

The currently active (el tover player then adapts the story-rule by proclaiming
“I remember how...", accompanied by 7 briel anecdote zbout this rule chanae.
They explain their motivation s elicited by the departed, give rezsons,

remember 12 alimpse o the past, and share it.

Together, the leftover players create an artefact to memorise these rules.
They can take notes on paper or gqather personal be!ongings s tokens.

1 I you are playing with sticky notes, you can write the story-rules down and put

them inside the 2ctual qame manual where they ‘pi‘t the most.

Mistakes have been made

bnce a1 leftover player has provided 2 bried narration, another leftover player
may conclude that narration with the phrase "EVergbody makes mistikes,
bu-t...“, proclaimina that things were zctuilly difLerent. The interrupting
player must now modi—@y the story-rule and shire an anecdote zbout why they
remember it di-p-perentfy.

This must trigaer 2 memeory of arave implications.

The rule modilication echoes the mistake the player made in his or her
relation to the departed. It can be rooted in playing the qame, but also in
an encounter that (s, Lor whatever redason, remarkably similar to the current
moment of aameplay. As they cannot spezk to the departed, they share their

memory with the other (el tover players.

Every living player must do this once per game.
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Ending

Play until you reach a natural conclusion. This can be the ending ol the
existing qame or the ending oL your aroup’s story. Conclude How We Played
with 3 hedling ritual.

Look 3t the artefact you produced. In the established order, every player
must pick their Lavourite story-rule and make a case zbout why they
consider this to be an important bond amena their aroup.

Once this is done, it is time Lor the departed to pass their judaement
on the livina. They still may not talk, but they may enact their approval
or disapproval of the created artelact. Will they embrace ct? Sian t?

Tear it apart?

It is natural to A@eef exhausted z'pter enicting loss. Talk about your @ee!ings.

Thank your aqroup Lor being there. Call your loved ones. Live.

Suggestcons

L you have time to prepare belore a aame ol How We Played, we recommend photocopyina
the rules of your chosen aame Lor usage. Besides using sticky notes, you will then be able to
leave marks, tear the paper, make doodles) or to stick a polaroid in there — everything to
make your ruleset 3 personzl, more meanmg@u! souvenir of your aiame.

Bigaer aroups may see the need Lor more than one departed. I{ you agree on this rule, the
Lerst departed may choose any number ol leftover players to be with them, provided they
can elaborate on 2 reason why they, too, have departed. The departed may communicate with
one another but are still not allowed to speak directly with the leltover players.

A aame Lor two is possible but an emotional challenge.

How We Created

How We Played is a shared entry by lecturers and students of the master’s programme Game

Studies and Enaineering at the University of Kfagenpur‘t, Austriz. It was designed in 3

collaborative creative explosion by KriSsS Gonko, Thomas Sauerschnia, René Reinhold Schalleager,

and Felix Sechniz.
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