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Wlcom to Issu 13 o th International Journal of Role-Playing. This spcial issu is th rst o a two-
part sris collcting th short articls prsntd during th Transormativ Play Initiativ Sminar, hld
at Uppsala Univrsity Campus Gotland in Visby, Swdn on Octobr 20-21, 2022. Th Transormativ
Play Initiativ xplors th us o analog rol-playing gams as vhicls or lasting prsonal and social
chang. Uppsala Univrsity now also srvs as th host or th International Journal of Role-playing,
atr yars o stwardship by Marinka Copir at Utrcht School o thArts. Th ditors ar prooundly
gratul or Copir’s srvic to th journal and acadmic community.

Th hybrid sminar was hostd by th Transormativ Play Initiativ rsarch group in th
Gams & Socity Lab at th Dpartmnt o Gam Dsign. This sminar was sponsord by th Sus-
tainabl Hritag Rsarch Forum (SuHRF) at Uppsala and Rgion Gotland. All sminar talks wr
rcordd and most ar aturd on th Transormativ Play Initiativ’s YouTub pag, whr thy ar
accssibl to a worldwid audinc. Th main thm o th conrnc was Rol-playing, Cultur,
and Hritag, although participants could submit prsntations on any rlvant topic. Whil th smi-
nar activly ncouragd prsntations rom acadmics and practitionrs alik, this issu contains only
opn pr-rviwd, scholarly articls. Sminar participants contributd to th pr rviw procss,
commnting on ach othr’s work as part o th submission procss, ngaging in scholarly dialogu
during th sminar, and ollowing up atrwards to rspond to pr rviw rcommndations or thir
post-sminar procdings articls.

Th nd or a sminar dvotd to analog rol-playing gams (RPGs) is vidnt, as th topic is
otn marginalizd in gam studis as a whol. Similarly, acadmic xploration o th transormativ
potntial o analog RPGs is lss common than in digital gams within th discourss o Srious Gams,
Gams 4 Chang, gam-basd larning, gamication, tc. In total, th sminar had 31 in-prson prsn-
tations, including kynots by Tadu Rodrigus Iuama rom Brazil, Liv Hrnø-Totild rom Dnmark,
and MichałMochocki rom Poland. Our ourth kynot spakr, Mohamad Rabah rom Palstin, was
not abl to attnd our sminar, as th Swdish Embassy in Isral did not issu him a visa in tim. Instad,
Rabah snt us a statmnt, which was rad aloud at th sminar. In addition, th sminar aturd 10 on-
lin postr prsntations, which wr prsntd through Zoom as a paralll vnt to th conrnc. To
our knowldg, th numbr o countris rprsntd by spakrs was at last 18, including prsntrs
romAsia, South Amrica, North Amrica, and Europ, indicating a wid intrst in this subjct mattr
cross-culturally.

This issu will mphasiz Education, Maning Making, and Prsonal Dvlopmnt, with our
upcoming Issu 14 rsrvd or topics spcically rlatd to cultur and hritag. Our rst two arti-
cls prsnt nw approachs to ducational thory with rgard to analog rol-playing gams. Mary-
ann Cullinan and Jnnir Gnova’s “Gaming th Systms: AComponnt Analysis Framwork or th
Classroom Us o RPGs” prsnts trminology and a concptual modl or undrstanding th various
aspcts prsnt whn using RPGs in ormal larning contxts, dividd into contxt, matrials, structur-
al, and unctional componnts. Thir Concptual Matrix unpacks ths various catgoris with rgard
to spcic domains o larning objctivs, such as acadmic skills, social motional skills, and xcu-
tiv unctioning skills.

Editorial
Transormativ Play Sminar 2022:

Education, Maning Making, and Prsonal Dvlopmnt
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In a similar vin, Josn Wstborg’s “Th Educational Rol-Playing Gam Dsign Matrix:
Mapping Dsign Componnts onto Typs o Education’’ stablishs th various typs o rol-playing
gams rom which popl can larn—lisur gams, stand-alon ducational RPGs, RPGs in ducation,
and ducational RPGs. In hr matrix, Wstborg distinguishs ths gams with rgard to thir rlativ
us o raming activitis, including motional, intllctual, and ducational procssing, as wll as th
sttings in which thy likly tak plac, including inormal, non-ormal, and ormal larning. Whil
basd in xisting pdagogical litratur, Cullinan, Gnova, and Wstborg’s thoris aris rom prsonal
xprinc as practitionrs who hav bn using RPG in school sttings or svral yars.

Th nxt articl ocuss upon th applid us o rol-playing or ducational purposs with an
mphasis on human rights. AdityaAnupam’s “Playing th Blly o th Bast: Gams or Larning Stra-
tgic Thinking in Tch Ethics” dscribs an intractiv digital narrativ th author is dvloping calld
Lights Out Warehouse, which is gard toward nginring studnts in univrsitis. Th gam xplors
thical issus around automatd labor and organizing, topics that playrs navigat through a sris o
convrsations with thir managr at NileCorp, a company similar to Amazon. Playrs ar ncouragd
to nd solutions that incras justic or vryon, “whr workrs havmor rights, th company bn-
ts, and playrs kp thir job.”

Pivoting toward pattrns o participation, our nxt articl xplors playr bhavior in th hugly
popular Murdr Mystry Gams (MMGs) in China calld Jubnsha, a orm o larp. In “Playr Catgory
Rsarch on Murdr Mystry Gams,” Shuo Xiong, Ruoyu Wn, and Huijuan Zhng prsnt a playr
typology inspird by Bartl’s (1996) Playr Taxonomy o MUD participants, as wll as GNS Thory
(gamism/narrativism/simulationism) originally outlind as th Throld Modl by John Kim t al.
(1997) basd on thory dvlopd by th indi tabltop rol-playing gam community in discussion
orums, which was latr dvlopd by Ron Edwards (2003) at th Forg. Th authors posit ight typs
o playrs basd on thir rsarch into Jubnsha playrs: prossor, braggart, conquror, dtctiv, actor,
politician, socializr, and viwr.

Our topics thn shit mor toward maningmaking and prsonal dvlopmnt through rol-play-
ing gams. Migul Angl Bastarracha Magnani’s “A Coin with Two Sids: Rol-Playing Gams as
Symbolic Dvics” xplors th ritual and mythic natur o RPGs and how ths lmnts convrg as
symbols. Th author’s rich thortical approach contributs to th growing litratur on rol-playing
gams and philosophy, as wll as dpth psychology, xploring RPGs “as apt tools that prooundly trans-
orm our subjctivitis and r-nchant our worlds with nw mythologis.”

Along ths lins, Ayça Durmus and Sd Topcuoglu prsnt an xampl o gam dsign or
such purposs in “Self Arcana: ASl-Rctiv, Story-Basd Tarot Gam.” Th authors discuss th d-
vlopmnt o Self Arcana, a rol-playing gam involving drawing on’s own tarot cards and ngaging in
storytlling in ordr to achiv gratr sl-insight. Durmus and Topcuoglu prsnt a duothnography,
dscribing thir own xprincs playing th gam, as wll as thir takaways about its potntial as a
rctiv tool.

Our last two articls discuss th us o rol-playing gams as a tool or idntity xploration,
particularly with rgard to sxual idntity. In Giuspp Fmia’s “Rparativ Play in Dungeons & Drag-
ons,” th author prsnts an autothnography about his xprincs playing D&D and his ability to
xprss his qur idntity through mrgnt play, particularly around xprssions o asxuality. This
xampl highlights RPGs’ potntial or what Fmia dscribs as rparativ play, ollowing th work o
Ev Sdgwick (2003) and Kara Ston (2018), in which qur playrs can us ction to “giv an accurat
and positiv rprsntation o thmslvs whil promoting altrnativs to htronormativ cultur.”
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Finally, Albrt R. Spncr’s “Th Vampir Foucault: Erotic Horror Rol-Playing Gams as a
Tchnologis o th Sl” dscribs th potntial o gams such as in thWorld o Darknss to provid
opportunitis or transformative bleed (Bowman 2010; Bltrán 2012, 2013; Kmpr 2020), in which
playrs can xprinc prsonal transormation as a rsult o xprincs blding-out into thir daily
livs. Spncr dscribs how charactr cration inWorld oDarknss gams mphasizs dp charactr
xploration and shadow work, as thy ar dirctly inspird by Jungian dpth psychology. His autoth-
nography o his own xprincs in Vampire: Dark Ages or a vivid account o such play, in which
Spncr usd th charactr and co-cratd ction as a springboard to xplor dilmmas prsonal to him
as a playr. According to th author, in such play, th charactr and gam unction as what Michl Fou-
cault (1988) calld a “tchnology o th sl.”

Placd togthr, alongsid th upcoming Issue 14: Role-playing, Heritage, and Culture, ths
articls rprsnt a maturing ld o rol-playing gam studis: on moving byond basic dnitions
and oundational work to dvlop mor complx thory and practic. Thy also rprsnt a dpning
o work in this mrgnt ld o transormativ play, which ncompasss not only what happns in
classrooms or non-ormal larning nvironmnts, but also lisur play xprincs.

As ditors, w nd ths dvlopmnts xciting and look toward th utur o our ld with
grat nthusiasm and curiosity as th journal transitions into its nxt ra.

-- Sarah Lynn Bowman, William J. Whit, and Evan Tornr
May 9, 2023
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