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1. INTRODUCTION

Many scholars assrt th point that th tabltop rol-playing gam (TRPG) is th origin o liv action
rol-playing gams (larp). Thr is a rasonabl logic o th dvlopmnt rom TRPG -- th most
amous xampl bing Dungeons & Dragons -- to larp in Wstrn countris; in othr words, playrs in
Wstrn countris hav dvlopd a habit o playing liv action RPG gams. Howvr, in China things
go totally dirnt-- thr is no history o Dungeons & Dragons and only a w popl talk about larp
-- Jubnsha is a totally importd product. What is still unknown today is why Jubnsha has grown so
rapidly in China, vn bcoming a mainstram social channl or young popl. In this rsarch, w
ocus on playrs: why thy want to play th gam, and what thy want to gt rom th gam.

Firstly, w combd through th history and linag o th dvlopmnt o Murdr Mystry
Gams. In our viw, th Murdr Mystry Gam is th child o liv action rol-playing gams and
dtctiv novls. Although it was born in thWst, th Murdr Mystry Gam has xplodd in China
and ormd a massiv industry with many young Chins, spcially th highly ducatd wanting to
play th Jubnsha. Atr th pidmic o Covid-19, mor and mor Chins youth rly on Murdr
Mystry Gams or socializing.

Scondly, w introduc th basic Chins Jubnsha gam procss as aturing th ollowing
six stps: Prparation stag, Rading stag, Evidnc sarch stag, Analysis stag, Voting stag, and
Rviw stag. Finally, considring th Murdr Mystry Gam is similar to th Multipl Usr Domain
gam (MUD), this rsarch uss a ludology mthod -- Bartl’s Playr Taxonomy -- to dscrib and
analyzMurdr Mystry Gams.According to Bartl Playr Taxonomy, w stablish a nw indpndnt
modl with thr axs, in which all Murdr Mystry Gam playrs can b dividd into ight catgoris
in a 3D quadrant: prossor, braggart, conquror, dtctiv, actor, politician, socializr, and viwr.
Each catgory o playrs has its spcial gam invntions and scnario tndncis. Basd on ths
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rsarch conclusions, Murdr Mystry Gam authors could dsign bttr scnarios. I a MMG script
has th ollowing charactristics, th script is bound to b a succss: sophisticatd murdr tchniqus
and logical puzzls; rich storylins and tasks; dply writtn charactrs and intrprsonal rlationships;
maningul motivs and clus or committing crims; smooth narrativ xprssion; sufcint spac or
dbat and intraction; and a crtain dgr o difculty but with a rlativly air gam comptition
nvironmnt at th sam tim.

2. LITERATURE REVIEW

2.1 The Origin and Development of the MMG

ThMMG is a spcial typ o larp that has bcom thmost popular social ntrtainmnt among Chins
youth nowadays. According to Shuo Xiong’s prvious qustionnair survy o 292 playrs, 83.3% o
playrs hav a Bachlor’s dgr or abov, which indicats highly ducatd playrs with a balancd
gndr ratio. Th quality o thMMG scripts on thmarkt is unvn with many typs o scnarios. Th
dvlopmnt o th MMG industry is also acing th dilmma o how to provid mor intractiv and
immrsiv xprincs or playrs. Thror, this rsarch aims to analyz th playrs’ motivations
and typs and maks suggstions on th script cration and industry dvlopmnt oMMGs.

As th nam suggsts, larp, lik its sistr gam typ TRPGs, rquirs participants to play a
spcic rol. During th larp gam, playrs gnrally do not nd to us traditional gaming hardwar
consols such as computrs or chssboards. In trms o ruls, larp looks mor lik an improvisd drama
prormanc to onlookrs, with th ntir gam rol-playing in rality, and th gam ormat otn placs
xtrm mphasis on th dramatic and narrativ natur o th story. Th opration o larp rlis on a
narrativ systm, in which playrs play th dsird charactr through communication and intraction
basd on th initial charactr sttings o th gam. Th gamworld is a consnsus nvironmnt in which
both spac and tim ar govrnd by a st o ruls, som owhich may b ormalizabl and quantiabl.
Th arlist larps appard around th lat 1970s and wr inspird by tabltop rol-playing gams
and popular novls. Thn in th 1980s, larp bgan to sprad around th world, and th script and gam
ormat bcam divrsid, giving ris to a wid rang o oshoot systms, o which MMG was on o
th lading typs during this priod. Th costs associatd with larps can rang rom almost zro cost to
xpnsiv immrsiv vnu layouts, and th tim can b as short as a w hours or as long as svral
days. Today, mor and mor popl ar gtting involvd in th cration and gam procss o larp.

In many canonical larps, th author is rst rquird to writ or dsign a scnario and story
containing dirnt gam charactrs, and thn th playrs and th gam mastr ar combind togthr
to orm th complt gam participants. In layman’s trms, w can undrstand that th author is th
scriptwritr who provids th story and background. Usually, th larp author dos not appar in th
gam scn; th playrs ar th actors, can play th rol within th scop o th scn, and ar allowd
a crtain dgr o rdom during playing. For xampl, whn a playr plays a doctor in th 1910s,
th doctor’s spcic prsonality, movmnts, spch, and bhavior ar allowd to b controlld by th
playr, but bcaus o th stting o th tims, it is obvious that DNA tsting tchnology cannot b
usd to nd clus about th murdr cas. Thror, or this issu, th gams also otn rquir a gam
mastr, whos rol is similar to that o a dirctor: to prpar, manag and dirct th prormanc o th
larp procss. With a scriptwritr, gam mastr, and playrs, th larp gam can advanc normally. (O
cours, or som scripts and skilld playrs, th DM can b omittd).

Lik movis and novls, larps ar dividd into dirnt thms to mt th nds o th
corrspondingusrs,andourrsarchmainly ocussonthmostcommonthmocurrntmarktization:
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th MMG. In th ramwork o litrary works, dtctiv novls hav always had thir own uniqu
charm and stabl audincs. Howvr, in th rlationship btwn larp and MMGs, th dduction,
mystry solving, suspns, and horror ar abstractd rom script rading and urthr xpandd by th
intractiv orm o th gam. Thus, MMG has bcom th most popular orm o larp among young
popl nowadays in China.

Solving th MMG -- including dducing th ral killr, uncovring th mthod, and picing
togthr th story -- is th cor xprinc o th gam; it is also th most attractiv part o th MMG
that distinguishs it rom othr larps. In act, th arlist vrsion o th murdr mystry gam was
born arlir than th concptually broadr larp, having originatd rom th adaptation o a mystry
novl. Its prototyp can b tracd back to th popular party gam Jury Box, which was launchd in
th Unitd Stats in 1935 (Stamunk Dtctivs, 2021), and th rasoning gam Cluedo patntd by
British musician Anthony Ernst Pratt in 1948 (Stamunk Dtctivs, 2021). Th original MMG o
that ra was simpl in its rasoning and storylin, and by 1986, th post-Sovit psychology prossor
Dimitri Davidov prctd th Maa Game (commonly known as Close Your Eyes When It’s Dark in
China), in which playrs ar randomly assignd idntitis in th absnc o a script and rason out latnt
killrs through social intractions. Latr, rlying on many talntd writrs, incrasingly complx plots
wr cratd to prsnt thMMG sn now. Today, popl do not vn nd to participat in th gam
or som xcllnt MMG works; simply participating in th audinc to njoy th storis prormd by
othrs is also quit njoyabl, such as th Mango TV ntwork varity show Star Detective Season 5,
inviting svral amous stars in China to play Jubnsha in ront o camras, has bn broadcast up to
27.1 billion (Stamunk Dtctivs, 2021).

Similar to maa gams or wrwol gams, ach playr in MMGs is randomly assignd an
idntity, including dtctiv, suspct, and th ral killr (with possibl accomplics), and som complx
plots vn hav a mastrmind bhind thm. In th gam, th dtctiv must nd th murdrr and
uncovr th plot; innocnt suspcts nd to clar thmslvs and to complt thir own various sid
qusts in lin with th prsona, whil trying to hlp th dtctiv nd th ral killr. O cours, or th
participants playing th killr, thy must nd a scapgoat, plant suspcts (commonly known as “carry
push,” that is, nd innocnt popl to s blam or th crim), and scap th dtctiv and othr playrs
to avoid bing capturd. A larg numbr o ovrsas MMG classic board gam scripts such as Death
Wears White (Parl 2008) wr translatd and introducd. A stady stram o original Chins works
wr producd, or xampl, th sris The Magnicent Ambersons.

Th import o Death Wears White into China in 2013 is sn as th origin o Chins Jubnsha.
But this kind o gam did not draw too much attntion until 2016, whn Mango TV rlasd a varity
program namdWho’s TheMurdererwhich was importd rom JTBC (South Kora). Th th sason o
th program broadcastd to up to 2.17 billion popl (36kr Rsarch, 2021). This dvlopmnt pushd
Jubnsha to bcom on o th most popular ntrtainmnts among young popl. As o now, thr ar
mor than 45,000 stors in China with a playr sizmarkt sizwill incras to 23.89 billion RMB (36kr
Rsarch, 2021).

Nowadays, MMG can b asily purchasd in physical and onlin stors. In th past two yars,
MMG mobil Apps hav sprung up, spcially during th COVID-19 pandmic in 2020, du to th
non-mting social gam proprtis. Th MMG apps hav bn a big hit, such as I Am the Mystery,
The Great Detective, Who is the Murderer, tc. Th markt o Jubnsha on mobil phons sms to
hav ntrd th Sngoku Priod. O cours, th highst lvl o MMG orm -- immrsiv drss-up
liv-action vidnc sarching -- which dos not rly on any lctronic quipmnt nor tabltop gams,
dirctly sts th scn in th physical room in a dramatic way. Th playr nds to chang into th
charactr’s cloths and actually prorm th gam; th orm is vry clos to th parnt nod larp o
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MMG. This modl is trndy among young popl in major citis across th country. O cours, th cost
and quality o a gam ar usually much highr than that o vido gam apps and tabltop gam boxd
dcks. Thror, in this contxt, it is imprativ to carry out rsarch around th MMG, and thr ar
considrabl valus and gaps in th rsarch, whthr rom th dirction o ludology; communication
psychology; advrtising and markting; nw Intrnt mdia; or vn criminal invstigation.

2.2 Research related to the MMG

Sarching or th kyword “MMG Gam” on Googl Scholar rvals that a considrabl numbr o
rsarchrs hav conductd rsarch on murdr mystry gams. A.S. Jnnings mainly ocuss on th
Srious Gam application oMMG and in his 2001 papr “Murdr, Mystry, Gam: ANovl Approach
to ScincWriting.” H nots that studnts involvd in crating an intractiv, scintic MMG can hlp
thm dscrib scintic acts and principls. At th sam tim, th procss o constructing th MMG
script narrativ stimulats th studnts’ potntial ability to analyz th causs, inuncs, conclusions,
and solutions.

Thn, in 2002, in his papr “Crating an Intractiv Scinc MMG gam: Th Optimal
Exprinc o Flow,” Jnnings ound that traditional scinc writing group projcts wr difcult to
mak intrsting or studnts and that bing orcd towork in tams could lad to a sris o collaboration
problms. Jnnings st up a control group or this purpos -- on using a traditional taching modl
and th othr crating basd on th background oMMG -- and ound that th crativ group oMMG
was mor motivatd to complt th group projct. In “Using an MMG to Tach Evaluation Skills: A
Cas Study,” Elis Blas (2016) dscribs how a taching librarian cratd an activ larning onlin
MMG gam to ngag studnts. ThMMG rquird studnts to valuat inormation in th cours, us
onlin sarchs to vriy inormation, and dmonstrat critical thinking skills in a gaming nvironmnt.
Fatwatul Hasanah and Dsvalini Anwar’s papr, “Taching Spaking Rcount Txts to Snior High
School Studnts through MMG Gam” dscribs th us o MMG in taching oral rtllings txts or
high school studnts. Through thMMG gam, studnts ar abl to us xisting clus to solv problms
and shar idas with othr studnts, thus motivating thm to spak English.

In addition to srious gam applications, thr is also rsarch in th ld o inormation scinc
around MMG. In 2006, Maria Arinbjarnar proposd a nw gam ngin in hr papr “Murdr Sh
Programmd: Dynamic Plot Gnrating Engin or MMG Gams,” which can dynamically crat
nw gam scripts or MMG gams. This ngin uss Baysian ntworks to crat nw plots basd on
th probability graph o a typical dtctiv mystry novl. Each nw gam has a uniqu story with a
logically consistnt, cohrnt, and complt storylin, and nsurs that th gam can solv puzzls
through logical rasoning. In th articl “MMG Gnration rom Opn Data,” Gabrilla Barros t al.
(2016) dscrib a mathmatical modl or nding th ral killr among th many suspcts in a MMG.
By analyzing th suspct’s charactristics and collcting data, th playr can narrow down th sarch
or th ral killr.

In “ClueGen: An Exploration o Procdural Storytlling in th Format o MMG Gams,”
Andrw Stockdal introducs ClueGen, an MMG gam that gnrats its own narrativ. Th author
xplains th implmntation and basic principls bhind ClueGen and that th systm can b usd
to trick charactrs through txt dialogu in th gnratd gam by using voic cus. In his papr
“Eliminating th Impossibl: A Procdurally Gnratd MMG,” Hnry Mohr (2018) prsnts a murdr
mystry gnration systm in which charactrs ar procdurally gnratd to achiv a st o goals
within th gam’s script. Playrs can also solv murdr mystris by collcting ral vidnc as wll as
intrrogating charactrs, and vn though som charactrs may hid vidnc, th systm nsurs that
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playrs can always solv murdrs thortically.
In summary, th currnt rsarch onMMG in ovrsas litratur is still mainly ocusd on srious

gams and articial intllignc tchnology. This papr analyzs th playrs involvd in thMMG rom
th prspctiv o ludology, basd on Bartl’s Playr Taxonomy, which has a crtain novlty.

2.3 Bartle’s Player Taxonomy

Richard Bartl is a British author, prossor and gam rsarchr ocusing on thmassivly multiplayr
onlin gam industry. Bartl co-oundd Multipl Usr Domain 1 in 1978 (th rst MUD), a multi-usr
virtual spac gam, which is a collctiv nam or txt-basd onlin gams, and was on o th arlist
onlin gams. Bartl publishd th book Virtual World Design in 2003. His most amous thory is his
papr “Harts, Clubs, Diamonds, Spads: Playrs who Suit MUDs,” (1996) in which all playrs ar
classid into our typs rom playr nds and traits: Killrs, Achivrs, Explorrs, and Socializrs.
This papr also bcam th thortical basis or many modrn multiplayr gam playr analyss, as
wll as part o th oundation o th gam studis disciplin; usually th industry will call it “Bartl’s
Playr Taxonomy.”

In bri, basd on playrs’ motivations to play th MUD, bhavioral pattrns, attituds toward
vrbal intraction, and othr actors, Bartls stablishd a coordinat systm, as shown in Figur 1. Th
X-axis o th coordinats rprsnts th objct in th gam, whthr th playr is mor ocusd on ral
popl or on th virtual world. Th Y-axis rprsnts th way th playr bhavs in th gam, whthr
th playr is mor comortabl with concrt actions or with intraction. By crossing th X and Y axs,
th whol plan is dividd into our quadrants, corrsponding to our typs o playrs, which in th
English sns corrspond to th suits o pokr. So Bartl (1996) drw up th titl vividly and mad it
mmorabl with th ollowing: Achivrs always complt tasks and sk rwards, so thy corrspond
to Diamonds; Explorrs always dig or inormation, so thy corrspond to Spads; Socializrs lik to
communicat with othrs, so thy corrspond to Harts; Killrs always intnd to conqur othr playrs,
so thy corrspond to Clubs. Spcically, th charactristics o ach typ o playr ar as ollows:

● Achievers lik to do things in th gam and play to achiv goals, such as complting tasks,
passing lvls, winning, tc. Thy lik to gt plasur rom achiving sl-worth by complting
mission goals.

● Explorers ar intrstd in ling all kinds o intrsting things in th gam, including
discovring th Eastr ggs burid by th dsignr and th story bhind it and obtaining spiritual
joy through th pursuit o discovring nw things.

● Socializers ar intrstd in intracting with othr playrs, and th gamworld is just a platorm
and stting or thm. Socializrs lik to mt othrs in th gam and us it as a social tool, but
otn do not car much about th gam itsl.

● Killers ar intrstd in doing somthing to othr playrs, .g., showing thir advantags ovr
othrs, usually by killing, dstroying, conquring, dating opponnts, and othr acts to prov
thir powr.
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Figure 1: Th coordinat systm o Bartl’s Playr Taxonomy

Th advantag o Bartl’s (1996) Playr Taxonomy is that it turns dsign problms into intuitiv
catgoris, which can hlp solv many gam dsign problms in a gnral and usul way. Th thory
has otn bn usd as th basis or gam dvlopmnt sinc it was proposd. Although th modl has
bn qustiond by som popl in acadmia and th industry, such as th commonly mixd playrs
and th unstabl rsults in many tsts (Y, 2005; Williams, Y, & Caplan, 2008). In gnral, Bartl’s
Playr Taxonomy can giv convnint idas or gam rsarch, and it can also quickly hlp gam
dsignrs and companis complt a gnral usr analysis in a short tim. Thror, as a prliminary
study o th MMG in Chins, this articl will quickly analyz th usr composition o MMGs basd
on this thory.

2.4 GNS Theory in RPGs

GNS thory is an inormal ld o study originally cratd as th Throld Modl in rol-playing
communitis (Kim t al. 1997) and latr dvlopd by Ron Edwards (2003) that attmpts to crat a
unid thory o how rol-playing gams work. Focusd on playr bhavior, in GNS thory, participants
in rol-playing gams organiz thir intractions around thr catgoris o ngagmnt: Gamism,
Narrativism and Simulationism.

● Gamism is xprssd by comptition among participants; it includs victory and loss conditions
or charactrs, both short-trm and long-trm, that rct on th popl’s actual play stratgis.

● Simulationism hightns and ocuss on Exploration as th priority o play. Playrs may b
gratly concrnd with th intrnal logic and xprintial consistncy o that Exploration.

● Narrativism is xprssd by th cration, via rol-playing, o a story with a rcognizabl thm.
Th charactrs ar ormal protagonists and th playrs ar otn considrd co-authors.

As Jubnsha (MMG) is a spcial typ o larp, GNS thory could b a propr and accurat way
to classiy playr typs o Jubnsha.

Inspird by Bartl’s (1996) Playr Taxonomy, wwant to construct an mpirical modl on playr
classication o ChinsMMGs basd on GNS thory.
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3. OVERVIEWOFMURDER MURDER MYSTERYGAMES

3.1 MMG Game Process

Lik th gnrs o spculativ ction such as “Mystry School,” “Orthodox School,” “Unorthodox
School,” and “NwMystry School” (Songshng 2000), MMGhas dirnt sttings, charactrs, scripts,
and scnarios. Som storis ar basd on contmporary rality, som storis imagin utur tchnology,
and som storis ar st in ancint China and possibly with antasy lmnts. For ths dirnt
backgrounds and gnrs o works, th gams also hav dirnt ruls in th dtails o th procss,
such as: som must b hostd by th gam mastr, som can b drivn by th playrs thmslvs, som
scripts ncourag playrs to chat privatly to gang up on ach othr, and othr scripts xplicitly prohibit
playrs rom having any privat communication. Rgardlss o which rul it is basd on, in gnral, th
complt gam can b dscribd by th procss shown in Figur 2. Dirnt rom larp in a broad sns,
MMG is usually 2 to 5 hours long du to th spcicity o th plot (th longr th gam, th wors it
is or th playr who draws th murdrr) and to avoid disruptions to normal li (humans usually at
at 5 to 6-hour intrvals). Th lngth o th gam is dtrmind by th complxity o th puzzl and th
intllignc o th playrs, and onc th gam xcds th spcid tim, it will b orcd to ntr th
murdrr voting sssion.

According to Figur 2, thwholMMG gam procss can b dividd into six stags: prparation
stag, rading stag, vidnc sarch stag, analysis stag, voting stag, and nding stag.

Preparation stage: Bor th gam ofcially starts, th playr or DM must choos a script, and
according to th thm and introduction o th script, dcid whthr it is ncssary or th playr to
undrstand th story’s thms, ruls, orms o rasoning, and tim priod’s social contxt. Atr rading
th basic thm and rul sttings, all playrs will rciv thir script, prparing thir motions or
ormal rading and rol-playing.

Reading stage: All playrs must rad thir scripts carully to conrm th storylin, as wll as thir
tasks. Whn all playrs hav nishd rading th story and conrming thir qusts, th prormanc
bgins, with playrs rst introducing thir charactrs’ idntitis and sttings to ach othr, and making
prliminary discussions about th vnts o th cas (vn at this tim, th part o th script o th
homicid has not yt occurrd). This part is vry similar to that in larp, playrs ar supposd to ntr
th magic circl (d. not: Huizinga 1958; Saln and Zimmrman 2003) and try to play th rols in th
script; this procss givs playrs an alibi (d. not: Dtrding 2017) and ncourags thm to immrs
into th coming antastic world cratd by th gam mastr and thmslvs (Bowman and Hugaas
2021). Th lvls o immrsion dir btwn dirnt kinds o MMGs. Th most traditional typ
o MMGs is only or rasoning; thr ar only som wak rlationships btwn playrs’ charactrs,
gnrally about tasks, lik, “You should hlp playr A or ram playr B,” and thy do not rquir
dp immrsion. Howvr, rcntly th most popular typ is about motion, which ocuss on th
rlationships btwn th playrs, as wll as th playrs and gam mastr, which could provid playrs
with a vry moving motional xprinc.

Evidence search stage:Atr th charactrs and story hav bn introducd and th murdr has takn
plac, all playrs nd to sarch or rlvant vidnc to dduc who th murdrr is. Th sarch hr
can b providd intractivly basd on thMMG app or using th boxd board gam vrsion o th card.
Thmost advancd is th ral scn immrsiv vidnc sarch, in which playrs look or vidnc in a
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ral liv st, with a sns o immrsion. O cours, som o th vidnc obtaind rom th sarch is an
intrrnc option, or simply usd to rval th hiddn story o crtain suspcts in th branch. During
this stag, th murdrr charactr must hid th vidnc against him or hr.

Analysis stage: Analytical rasoning is th ourth and most cntral and crucial stp o th MMG. At
this tim, th vast majority o vidnc has bn sarchd and prsntd to ach playr. Thn, around
th cas and th puzzl, playrs will stat thir story timlin, alibis, charactr rlationships, motivs
or th murdr, tc.

Voting stage: Also known as th round tabl stag, dpnding on th ntir gam tim stting, th
gam mastr should announc th coming nd o th analysis and discussion whn th gam is about
to nd with 15 minuts lt, or whn all playrs think that th murdr puzzl has bn solvd with no
nd to continu th discussion. All playrs must rason who is th ral killr, and thn writ down th
corrsponding charactr nam to vot, and ach charactr complts thir own sid qusts during this
priod.

Epilogue stage: Whn all playrs hav nishd voting, th gam mastr will announc th rsult o
th voting, and th playr with th most vots will b rgardd as th “ral criminal.” I two or mor
playrs hav th sam vots, a nal vot will b hld among thm to dtrmin th “ral criminal,” and
thn th gam mastr will tll all playrs whthr th rsult o th “ral killr” votd by all playrs is
corrct. I th rasoning is corrct, th dtctiv and suspct playrs win; othrwis, th killr playr
wins. Dpnding on th winning party, th gam mastr will tll th playrs dirnt story ndings at
this tim. Atr complting play, playrs thank ach othr and thn th gam nds.

Du to th complxity o th ntir MMG gam procss and th divrsity o th stags, this
typ o gam is dstind to attract dirnt typs o popl to participat in it. Thror, w will try
to us gam thory to classiy and modl th MMG playrs, in ordr to hlp utur MMG authors and
practitionrs whn crating scripts and dsigning scns, so that dirnt typs o playrs can nhanc
thir xprinc in a widr and divrsid mannr. Considring that MMG as a party gam has natural
social attributs, whil th strong logical rasoning lmnt maks th playrs vrbally conront ach
othr rcly, th ntrtainmnt attributs o th gam itsl, as wll as th xploration o clus, puzzls,
and storis is a mystrious procss that is njoyabl or popl. W ound a high dgr o similarity
btwn MMG and Multi-Usr Dungon (MUD) gams, so w dcidd to borrow th amous Bartl’s
Playr Taxonomy rom MUD rsarch to modl and gnraliz th playr typology o thMMG.

4. PLAYER TYPOLOGYOFMMGS

Firstly, th “parnts” oMMGs ar historically drivd rom larp and dtctiv mystry novls,
and th combination o th two has givn birth to th modrn orm o thMMG gam. Rgarding
th motivations and intrsts o larp playrs, Staan Jonsson t al. clarly point out in thir papr
“Prosopopia: Exprincs rom a Prvasiv Larp” that larp startd as a subcultur in th Tolkinist
antasy world, and through continuous dvlopmnt, modrn larp cultur has includd contmporary
and historical larp; concptual larp (ocusd on motional or moral dilmmas); and improvisational
drama. Th rol in larp is th cntral ocus o vrything, and playrs mainly njoy dirnt scripts
and charactrs with dirnt sttings o li, and xprinc and think about othr popl’s storis
through prormancs.
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Figure 2: Th gnral gam ow o thMMG

As a sub-catgory o larp, MMG naturally inhrits this “prormanc and xprinc” lmnt in
playr motivation. Th charm o mystry novls lis in th intricatly dsignd puzzls, th unknown
ar bor thy ar solvd, and th sns o accomplishmnt and un that coms rom th momnt
o solving thm, lik pushing down dominos. So, playrs oMMG may b ans o drama or usrs o
works o dduction art (including novls, movis, plays, anim and gams).

Scondly, MMG is indd a party gam. Sinc it is a gam, it will inhrit th common
charactristics o th parnt catgory o gams. Any multiplayr gam has social attributs and th
gam as an inormation mdium originally also assums th rol o a social platorm. In act, in
China, MMG has ctivly bcom a channl or young popl to gt a brak rom vido gams and
to gathr socially away rom thatrs, bars, and rstaurants.

Morovr, MMG rquirs multipl playrs to play “drama” togthr, th rquirmnt or
communication is strongr than that o computr gams, and th languag conrontation in th middl
and lat stags o th gam is also an ssntial part o thMMG procss. As Bartl’s (1996) thory o
playr catgorization argus, “socialization” is a motivation or MMG to attract playrs.

Thirdly, MMG is a zro-sum gam with clar opposing camps and a win-los rlationship;
th murdrr and th shady playr always hop to succssully ram othr playrs and scap, whil
th dtctiv and th innocnt suspct playr dspratly hop to bring th ral killr to justic. Thir
mntality is vry similar to th gam btwn polic and criminals in th ral world.

4.1 The Axis Concept of MMG based on GNS Theory

4.1.1 X-Axis - The Object of the Game - Narrativism
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Figure 3: X-axis or Narrativism, including playrs and th world

Stting Narrativism to b thX-axis, this sction ocuss on th prrncs o playrs inMMGs in trms
o how thy trat th ral world and th gam world, i.., Playrs-World rlationship in Bartl’s (1996)
playr Taxonomy. On th X-axis, th lt mans playrs in MMG pay mor attntion to intraction and
socialization with ral playrs rathr than th gam and th story; th right mans playrs ar mor
likly immrsing in th gam world and do not car too much about who thy play with.

4.1.2 Y-Axis - The goal of the Game - Gamism

Figure 4:Y-axis or Gamism, including intracting and acting

Considr th maning o th Y-axis. In Bartl’s (1996) Playr Taxonomy, it has acting, which rrs
to playrs bing mor likly to achiv things in th gam, and intraction mans thy lik to intract
with othrs and l in th gam, this is calld Gamism in GNS thory. Ths concpts dscrib playrs’
goals in MMG. In Y-axis, th lt mans playrs in MMG njoy th thrill o ovrcoming othrs, thy
play gams or th win; th right mans playrs just play or xprinc and do not lik comptition in
gams, or thy do not car about th outcom.

4.1.3 Z-Axis - The motivation of the Game - Simulationism

Figure 5: Z-Axis or Simulationism, including un and sriousnss.

Finally, w considr th most common playr motivations to mark th Z-axis, a vry important
concpt in th ld o gams calld Srious Gams. In 2002, th Woodrow Wilson Intrnational
Cntr or Scholars in Washington D.C., USA, launchd th Srious Gams Initiativ to promot gam
dvlopmnt in policy and rgulatory aairs (Wilson Cntr n.d.). Whn acd with spcic problms,
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th application o Srious Gams in th lds o ducation, communication, and psychology has also
bn quit ruitul. As a playr chooss to play MMG, thir motivation is basd on two branchs, as
Alic Mitchll and Smith (2004) argu: “Th us o computr and vido gams or larning -- on is
pur ntrtainmnt, and th othr is an attmpt to achiv a partially srious charactristic through th
procss o th gam.”

So Simulationism is st as th topic o th Z-axis. Lt mans playrs just want to hav un
during playing MMGs; right mans playrs play ths gams or som srious purpos, or xampl,
practicing social abilitis or doing rsarch.

4.2 The Empirical Model of Player Categories in MMGs

Dr. Shuo Xiong conductd a survy and in-dpth intrviw among 292 playrs o Jubnsha in prvious
rsarch. According to th abov logic discussion and analysis, this rsarch is instructd by Bartl’s
(1996) Playr Taxonomy and builds a modl basd on GNS Thory (Kim t al. 1997; Bartl 2003) and
prvious rsarch. Th playrs oMMGs can b dividd into ight quadrants with a st o X-Y-Z axs
(as shown in Figur 6) to rprsnt th charactristics and dirncs o th ight typs o playrs.

5. RESEARCH DISCUSSIONAND CONCLUSION

This papr combs th origin, dvlopmnt history, and rcnt popular phnomna in China, and th
univrsal procss o murdr mystry gams. Basd on this background, this study introducs Bartl’s
(1996) Playr Taxonomy modl and GNS thory (Kim 2003; Edwards 2001), stablishing a coordinat
systm to dirntiat th playrs oMMGs. Th catgorization o playrs can hlp to crat th scripts
oMMGs, and also can srv as a oundation or th subsqunt rsarch on MMGs.

Figure 6: Th playr classication Empirical Modl oMMGs
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Category Description

Professor G:1, N:1, S:1
Playing to win, expecting a serious outcome from the game
and enjoying the immersion into the narratives.

Most prossors ar ans o dtctiv ction, with th purposul
dsir to train thir logical and analytical skills, or to strngthn
thir rasoning skills through ntrtainmnt.

Thy ar th most prossional playrs; thror, w calld this
typ th “Prossor.”

Braggart G:1, N:0, S:1
Playing to win, expecting a serious outcome from the game,
and enjoying the interaction with other players.

Winning by playing gams in th hop o bringing associatd
bnts such as social bragging and showing o on’s ability to
b avord and complimntd by othrs. Thr ar such guys in
China who lik to attract girls in this way.

Thy play Jubnsha to catch th y o othrs; thror, w
calld this typ th “Braggart.”

Conqueror G:1, N:0, S:0
Playing to win, expecting to get relaxed from the game, and
enjoy the interaction with other players.

Playing gams is all about winning and gtting a thrill by bating
othrs. Nothing ls mattrs; it is as i thy ar participating in a
spcial -sports.

Thy just want to bat th othrs; thror, w call this typ th
“Conquror.”

Detective G:1, N:1, S:0
Playing to win, expecting to get relaxed from the game and
enjoy the immersion of the narrative.

Most o ths playrs ar lovrs o dtctiv ction, lik to
immrs thmslvs in th dduction play, and simply njoy
solving puzzls in th gam.

Thy ar th original MMG or Jubnsha playrs; w calld this
typ th “Dtctiv.”
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Actor G:0, N:1, S:1
Playing for fun, expecting a serious outcome from the game,
and enjoying the immersion of the narrative.

Most o ths playrs ar similar to larp nthusiasts, so thy do
not hav a strong sns o winning. Compard to rasoning, th
story o th rol-playing prormanc is mor important. Thy
njoy th bnts that this scriptd immrsion brings to thm
in rality, such as prormanc ability training, pulling on othr
playrs’ motions, and crating atmosphr.

Thror, w calld this typ th “Actor.”

Politician G:0, N:0, S:1
Playing for fun, expecting a serious outcome from the game,
and enjoying the interaction with other players.

Typically ths playrs us Jubnsha as a channl to train thir
social, acting, oratory, and vn lying skills.

Thy ar mor intrstd in th training that th gam procss
givs thm in various skills than in th xistnc o th gam
itsl; thror, w calld this typ th “Politician.”

Socializer G:0, N:0, S:0
Playing for fun, expecting to get relaxed from the game, and
enjoying the interaction with other players.

Typically, ths participants play gams as a channl to pass th
tim with rinds. Th sam holds tru or rplacing Jubnsha
with othr things, such as drinking or karaok togthr.

Thror, w calld thm th “Socializr.”

Viewer G:0, N:1, S:0
Playing for fun, expecting to get relaxed from the game, and
enjoy the immersion of the narrative.

Most o ths playrs ar similar to larp lovrs, so thy do not
hav a strong dsir to win. Compard to rasoning, th story o
th script prormanc is mor important, and thy hop to b
movd or ntrtaind by th story motionally.

Thy ar mor lik th audinc o a play, only mor activly
ngagd and intractiv; thror, w calld this typ th
“Viwr.”
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5. RESEARCH DISCUSSIONAND CONCLUSION

This papr combs th origin, dvlopmnt history, and rcnt popular phnomna in China, and th
univrsal procss o murdr mystry gams. Basd on this background, this study introducs Bartl’s
(1996) Playr Taxonomy modl and GNS thory (Kim 2003; Edwards 2001), stablishing a coordinat
systm to dirntiat th playrs oMMGs. Th catgorization o playrs can hlp to crat th scripts
oMMGs, and also can srv as a oundation or th subsqunt rsarch on MMGs.

Thr ar many dirnt scripts on th markt, with mixd rviws. Our analysis o th playr
classication modl o MMGs can provid scriptwritrs with crtain rrnc opinions -- whn a
script can mt th conditions o divrs playrs as much as possibl, th ovrall valuation o th
script will naturally incras. Morovr, th nds o th ight typs o playrs do not nd to conict
within th sam script. I a MMG script has sophisticatd murdr tchniqus and logical puzzls; rich
storylins and tasks; dply drawn charactrs and intrprsonal rlationships; maningul motivs and
clus or committing crims; smooth narrativ xprssion; sufcint spac or dbat and intraction;
and a crtain dgr o difculty but a rlativly air gam comptition nvironmnt, th script is highly
likly to b a succss.
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