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Popular abstract:In Tchnologis o th Sl (1988), philosophr and sociologist Michl Foucault summarizs his
li work as an analysis o how various truth gams xplor “th rlationships btwn truth, powr, and sl” and
in this sris o lcturs h invstigats th “practics whrby individuals, by thir own mans or with th hlp o
othrs, actd on thir own bodis, souls, thoughts, conduct, and way o bing in ordr to transorm thmslvs to
attain a crtain stat o prction or happinss” (Foucault 1988, 15, 18). Whil Foucault provids a gnalogy o r-
ligious and philosophical xampls o ths tchnologis o th sl, thos amiliar with rol-playing gams (RPGs)
rcogniz that thir practic also mts ths critria. Evn though most popl play RPGs or ntrtainmnt and
scapism, thy ar potntially transormativ (Kmpr 2020; Bowman and Hugaas 2021), spcially rotic-horror
RPGs, lik Vampire: The Masquerade (VtM) (Davis t al. 1992).

This ssay will xplain how RPGs unction as a typ o truth gam and how thy can b undrstood as tch-
nologis o th sl whn playd to achiv transformative bleed. It will also us Foucault’s thought to xplain how
som RPGs, lik VtM, ar bttr suitd or transormativ bld bcaus thir technology of signs, i.., th stting
and ruls that dnmaning within th gam, nabl th dvlopmnt omor psychologically complx charactrs
through gam mchanics inspird by Jungian dpth psychology (Bowman 2010; Bltrán 2012, 2013). Finally, my
most rcnt charactr, Robin Alcto, will b usd as a cas study o how th gam mchanics o VtM unction as a
technology of the self.

Keywords: transormation, mpancipatory bld, Foucualt, rotic-horror, Vampire: the Masquerade

Albert R. Spencer
Portland Stat Univrsity
aspencer@pdx.edu

InternationalJournalofRole-Playing -Issue13

In Technologies of the Self (1988), a posthumous anthology o lcturs dlivrd by Michl Foucault
just two yars prior to his dath in 1984, h summarizs his wid-ranging thought as ollows:

What I hav studid ar th thr traditional problms: (1) What ar th rlations w hav to
truth through scintic knowldg, to thos “truth gams” which ar so important in civilization
and in which w ar both subjct and objct? (2) What ar th rlationships w hav to othrs
through thos strang stratgis and powr rlationships? And (3) what ar th rlationships
btwn truth, powr, and sl? (Foucault 1988, 15)

WhilFoucault probably nvr ncountrdDungons&Dragons (D&D) or on o th othr commrcial
rol-playing gams (RPGs) availabl during th 1970s & 1980s, h did njoy and advocat BDSM as a
tchnology o th sl and multipl scholars not how BDSM is a typ o RPG (Plant 2007; Sihvonn
and Harviainn 2020). This bridg allows us to considr RPGs as potntial truth gams and to apply
ths thr qustions, and othr analytic tools dvlopd by Foucault, to th contnt, play, and unctions
o RPGs.

According to Foucault, truth games, likmdicin, scinc, and law norcmnt, shap socity
through a sophisticatd procss o rol-playing. Participants assum or ar assignd crtain rols (.g.
doctor-patint, polic-criminal) which structur thir powr, norms, and actions. Consquntly, truth is
not an indpndnt objct waiting to b discovrd, but a product that mrgs through th intractions
o th participants. Whil RPGs hav lowr staks than th prviously mntiond truth gams, thy
ollow th sam procss o rol assumption that sks an outcom or truth that mrgs through th
complx intraction o stting, playr-charactr actions, non-playr charactr ractions, stats, ruls, and

The Vampire Foucault: Erotic Horror 
Role-Playing Games as Technologies of the Self



90

InternationalJournalofRole-Playing -Issue13

ludic lmnts, lik dic, which simulat randomnss. Likwis, its participants unction as both playrs
and charactrs, which spaks to th oscillating rols o subjct and objct to which Foucault rrs.
Playrs oscillat btwn holding our charactrs at an objctiv distanc, which thorists labl alibi,
and xprincing thir charactrs subjctivly, which is labld immersion (Bowman and Libroth
2018, 253).

This oscillation btwn subjct and objct, playr and charactr, and alibi and immrsion otn
rsult in bld or th “phnomnon o motions, thoughts, rlationships, and physical stats spilling
ovr btwn in-gam and out-o-gam” (Bowman and Libroth 2018, 254). Bld can b positiv or
ngativ, but it can also b transormativ whn it rvals hiddn psychological insights to th playr
and mpowrs th dvlopmnt o nw capacitis in thir daily livs. Transormativ bld usually
mrgs as an unxpctd byproduct whn RPGs ar playd or ntrtainmnt. For xampl, a playr
might notic that routinly playing a crtain class, lik a Rangr, symbolizs a dp prsonal motivation,
lik th nd to l sl-sufcint. Howvr, it is not uncommon or som playrs to xprimnt with
“playing or bld” through a varity o tchniqus, such as crating charactrs who ar clos to thir
own idntity, playing to los, string thir charactr towards xtrm circumstancs, asctic practics
in ral li (.g. slp dprivation, drugs, asting, tc.), or by xploring taboo scnarios (Bowman and
Libroth 2018, 254-255).

Playing or bld is a orm o dg play and can b risky; nvrthlss many communitis and
scholars support th ida that i play occurs in a sa stting with mutually supportiv adult playrs and
routin us o saty tools, thn RPGs can harnss bld or th purpos o sl-transormation. For
xampl,mmbrs o thNordic larp community insist that rol-playing can unction as a “transormativ
spac within which w can xplor our dgs and mold our sl-concpts through play” (Bowman and
Hugaas, 2021). Considr how this mphasis on sl-cration o idntity rsonats with th ollowing
summary o Foucault’s tchnologis o th sl:

His nw projct would b, rathr, a gnalogy o how th sl constitutd itsl as a subjct. .
. an invstigation o thos practics whrby individuals, by thir own mans or with th hlp
o othrs, actd on thir own bodis, souls, thought, conduct, and way o bing in ordr to
transorm thmslvs and attain a crtain stat o prction or happinss, or to bcom a sag
or immortal, and so on. (Foucault 1988, 4)

Pak xprincs during play otn signiy that transormation has occurrd or is immannt and includ
such xprincs as a possssing orc whr th playr is so immrsd that “th playr abandons a
prsonal idntity and surrndrs to th charactr. . . to dirctly xprinc th ull subjctiv rality o
th charactr” (Turkington 2006); charactr ralization or a “strong sns o th charactr as a distinct
ntity” rom th sl (Bowman and Schrir 2018, 403); archtypal nactmnt whr th playr sts
“asid thir own idntity or a tim in ordr to tak up anothr, mor ssntial kind o rol” usually
o a mythic or rligious natur (Bltrán 2012, 94); and mancipatory bld whr th playr rs
thmslvs rom th intrnalizd mythic norms o systmic orms o opprssion (Kmpr 2020).

Thus, rol-playing gams, spcially transormativ play, rsmbl th historical tchnologis
o sl that Foucault discusss (Socratic sl-car, th Stoic practic o askēsis, and th sacramnt o
conssion in th Catholic church) bcaus thy involv communal social practics to achiv sl-
transormation and similar stats o prction (Foucault 1988, 19-41). It should also b notd that all
ths tchnologis ar dialogical and involv convrsations btwn a studnt sking transormation
and a mastr guiding that procss. Traditional RPGs mimic ths structurs, spcially ons which
involv a gam mastr who vrbally dscribs a scnario to which th playr-charactrs rspond.
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Foucault also insists that truth gams mpowr sl-transormation through thir tchnologis o
signs or th tools which “prmit us to us signs, manings, symbols, or signication” (Foucault 1988,
18). With rgards to RPGs, thir tchnology o signs would b th sttings and ruls thy us or play
and naturally som ruls incras th possibility o playing or transormativ bld. Thus, a gam lik
Vampir: Th Masqurad (VtM) (Davis t al. 1992) that ocuss on narrativ storytlling as opposd
to tactical combat, lik D&D, is mor likly to xplor contnt and scnarios whr transormativ
bld might occur. First, th playrs ar not th human hros who ght ths monstrs; thy ar th
monstrs! Thror, th drama o ths gams is lss about complting qusts or good dds, than it is
about xprincing th prspctiv o a suprnatural bing through th pursuit o prsonal agndas; th
ngotiation o complicatd political scns; guarding against or conronting othr suprnatural bings;
uncovring orgottn orbiddn lor; rmaining undtctd by humans; and maintaining on’s sanity
across dcads or cnturis.

Consquntly, ths dirnt narrativs rquir dirnt ruls than tactical or combat gams,
thus a dirnt tchnology o signs which is most obvious at th lvl o charactr cration. Whilmost
ditions o D&D ocus on calculating th combat stats o th charactr with minimal attntion to thir
social, psychological, or philosophical traits, in VtM this ratio is rvrsd. In all World o Darknss
(WoD) gams, only thr o th corAttributs ar Physical (Strngth, Dxtrity, and Stamina) whras
th othr six orm an qual balanc btwn Social (Charisma, Manipulation, and Apparanc) and
Mntal (Prcption, Intllignc, and Wits) Attributs. This ratio signals to playrs that thy should
us thir combat skills as a last rsort whn solving problms. Indd, an important dramatic tnsion in
VtM and othr WoD gams is that charactrs should rsist using thir otn-ovrwhlming suprnatural
powrs, spcially or violnc, out o ar o xposing thmslvs as monstrs or psychological
dgnration.

Mor importantly, th VtM charactr cration also includs laborat stats or a charactr’s
psychology. Playrs bgin to crat thir charactrs by slcting a Natur and Dmanor rom a list o
prsonality Archtyps (.g. Autocrat, Bon Vivant, Child, Judg, Rbl, tc.) that rct thir Charactr
Concpt. Acting in accordanc with ths Archtyps allows a charactr to rgain Willpowr, anothr
psychological trait, that thy us to rsist various orms o suprnatural manipulation and can spnd to
incras th liklihood that a spcic action will b succssul. Furthrmor, th ruls ncourag tnsion
btwn a charactr’s Natur (tru sl) and Dmanor (public prsona) bcaus divrgingArchtyps
allow a charactr to rgain Willpowr through a widr rang o bhaviors than i thy wr th sam or
similar. This tnsion provids a mchanical advantag or crating charactrs with psychological dpth
and multipl scholars hav discussd xtnsivly Whit Wol’s dlibrat incorporation o trms and
concpts rom Jungian dpth psychology (Bowman 2010; Bltrán 2012).

For xampl, whn crating my most rcnt charactr, Robin Alcto, I slctd th Rbl
archtyp or hr Natur and Dndr or hr Dmanor. Rbl’s rgain Willpowr whn thy “inict
signicant damag on th ordr you dspis” and Dndr’s rgainWillpowr whn thy “succssully
dnd your chosn objct o loyalty rom som outsid thrat” (Baugh t al. 2002, 139-140). Robin
was pattrnd on vngul mal protagonists, lik Th Brid and O-Rn Ishii rom Kill Bill and
Arya Stark rom Gam o Throns. According to hr backstory, Robin turnd to a li o crim and
violnc whn hr athr, a politically conscious tamstr, was murdrd by th local lords or rabbl
rousing. Indd, sh draws hr surnamAlcto rom on o th Furis rom Grk mythology. Th nam
translats to “implacabl or uncasing angr,” spcically against th mortal criminals sh chastiss.
During play, hr Natur and Dmanor mchanically rprsntd Robin as a traumatizd individual
motivatd by hr childlik rag against thos who harmd hr (hr Rbl Natur), yt sh ound night
by night through hr loyalty th othr PCs in hr vampir cotri (hr Dndr Dmanor). Ths

InternationalJournalofRole-Playing -Issue13



92

complx psychosocial motivations allowd m to nd th balanc btwn an antisocial charactr who
nvrthlss maintaind hr own moral compass by putting th nds o hr companions ovr hr own.

Charactrs also possss aHumanity ratingwhich is th total o othrVirtu stats, likConscinc,
Sl-Control, and Courag. Ths psychological and philosophical stats ar prhaps thmost important
in ruls bcaus thy symboliz th cntral tnsion o th gam: maintaining th charactr’s sanity and
avoiding bcoming a complt monstr. Whn conrontd with strssul circumstancs, playrs hav
no guarant thir charactrs will ract according to thir will. I a playr ails a Virtu roll, thy will
ngag in problmatic bhavior such as violnc, dpravity, gluttony, or panic, bcaus th Bast within
sizs control and acts according to ght-ight-rz-awn rsponss. Coping with thsmoral ailurs
havily shaps th drama o VtM, spcially i it lads to Dgnration (a rduction o th charactr’s
Humanity rating) which pulls thm closr to bcoming a mindlss monstr. I thir Humanity rachs 0,
th playr is no longr allowd to play that charactr bcaus th Bast is in ull control, and thy will
likly b banishd or dstroyd by th othr mmbrs o vampiric socity out o ar that th prsnc
o such a monstr will jopardiz thir own scurity.

Not only do ths laborat psychological gammchanics quantiy a charactr’s procss o sl-
transormation, but thy also allow playrs to xplor how thir dpst dsirs and ars ar intrtwind.
Th gnr o VtM is bst dscribd as rotic-horror rolplaying bcaus vampirs ar charactrs that
rprsnt both our idal sl and taboo sl: th prson w dsir to b (ros) and th prson w ar
bcoming (horror) (Bowman 2010, 172, 176). W nd vampirs complling bcaus thy symboliz
idal bings who ar immortal, trnally young, viril, charming, and suprnaturally powrul, yt thy
hav obtaind this powr by ngaging in bhaviors that many culturs considr orbiddn, rom dp
taboos, lik cannibalism (vampirs must drink blood) and ncrophilia (vampirs ar animatd corpss),
as wll as bhaviors that ar rprssd in som socitis, lik bisxuality (vampirs dsir th blood o
all gndrs) and androgyny (vampirs cannot procrat sxually so gndr is purly a mattr o social
construction and prsonal idntity).

As a rsult, rol-playing a vampir rquirs a playr to xplor thir dsirs and thir ars,
both o which can b transormativ. Th gam is rotic in th broadst Platonic sns o th word
bcaus ach charactr must xplor a purpos that givs maning to thir parasitic immortal xistnc
whthr that is a dsir or status, honor, walth, powr, knowldg, rdmption, transcndnc, tc.
Givn that ths dsirs also shap our ral livs, playrs larn by proxy about thir advantags and
disadvantags through th drama o th gam. Likwis, VtM also nabls xploration o ros in th
sns o sxuality and gndr through rotic rol-play (ERP). Playrs can asily play gndr non-
conorming charactrs and may us thir sxuality to solv problms, spcically to sduc thir pry
or ding or to othrwis manipulat mortals.

Indd, Ashly Brown invstigats th natur, risks, and bnts o ERP in hr book Sxuality
in Rol-Playing Gams (2015) and uss both Foucault’s thoris o sxual normativity and sxual
discours to analyz how th stting and systms oWoD support ERP:

. . . rotic rol-play can b undrstood as an activity undrtakn voluntarily to xplor th
mystris o sxuality with th rassuranc th activity is rivolous and thus contains limitd
risks to th sl. Ruls ar additionally undrstood as conning potntial sl-discovris mad
through rotic rol-play and limiting thir potntial to supplant normativ notions o “austr”
sxuality with altrnat sxualitis dvlopd through play. (Brown 2015, 7)

Essntially, ERP allows playrs to librat thmslvs rom th sxual norms o thir socity and to
us th gam and its tchnology o signs to crat thir own sxual discours. This libration and
discours rsults in svral uniqu advantags, such as xploring sxual antasis and scnarios in a
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sa, supportiv, managabl, and boundd spac; xprimntation with thir own gndr and sxual
idntitis; imagining sxual bhavior byond th bounds o ralism and th physical limitation o human
bodis; and as a tool or dpning th psychology o thir charactrs, thir rlationship to ach othr,
and thir connction to th shard imagind world (Brown 2015, 33-35, 72-74).

Whil risky and not to b attmptd xcpt by adults who consnt to this typ o play and subjct
mattr, this sxual discours can rsult in svral tangibl bnts, lik strongr Platonic rindships,
insights into th playrs’ own sxual dsirs, and th actual cration and xprinc o nw carnal
plasurs (Brown 2015, 126). ERP is xciting in th sam way that viwing a sx scn in a antasy
drama, lik Tru Blood or Gam o Throns, is xciting, xcpt th participant is not a spctator but
a co-crator o this plasur. From Foucault’s prspctiv, this act o cration is crucial or RPGs and
ERP to qualiy as tchnologis o th sl or a truth gam can only b transormativ i it mpowrs
participants to crat nw plasurs as wll as nw truths. Sl-discovry librats us, but Foucault
insists that sl-transormation rquirs th participant to b th agnt o hr own cration (Plant 2007,
535).

On rlvant scn occurrd not long atr thir transormation whn thy wr xprimnting
with thir nw powrs. Rcognizing sh was th only mmbr with martial xprinc and that sh
was suprnaturally rsilint, Robin invitd hr companions to stab hr in th gut so that thy might
ovrcom thir ar o combat. Whil th intntion was pragmatic, th scn was unxpctdly rotic.
Fling condnt nough to allow a companion to pntrat thir body in an act that could b atal
to mortals dmonstratd a high dgr o trust on th part o Robin and hr cotri. This ld to thm
mutually xprimnting with thir powrs on ach othr, including Obtnbration (shadow tntacls)
and Rgo Motus (tlkintic manipulation o limbs and bodis). This xprimntation concludd with
th charactrs sharing ach othr’s blood. Th surac justication or this communion was to xchang
vampiric powrs, but th unspokn motivation was to crat a mor intimat bond among thm. In
VtM, i a mortal or vampir drinks a vampir’s vita (blood) on thr sparat occasions, thy will
bcom Blood Bound to that vampir and srv thm without hsitation. Evn on drink crats a mild
suprnatural action and is otn usd in th stting ithr to sal alliancs or as a punishmnt or
transgrssions.

Thus, this sssion rprsntd th charactrs crating thir own bulwark against th warring
powrs through a r, innocnt, and qur communion in contrast with th “Last Suppr” whr
th Conspirators orcd thm into thir suprnatural socity. Th intimacy o this scn bld into our
rlationship as playrs. Whil w alrady had a strong bond atr yars o play, th ct was not unlik
Truth or Dar or othr adolscnt icbrakrs whr th alibi o th gam acilitats an accptabl
amount o light roticism that binds th group togthr. This bonding occurrd simultanously in th
gam among th charactrs and in ral li among th playrs. Indd, w ondly and jokingly rr to
it as th “Vampir Slumbr Party’’ sssion.

Rturning to th prviously mntiond scholarship on RPGs and Jungian dpth psychology,
Bowman insists that charactr cration and transormativ bld ar bst undrstood as mimicking
Jung’s procss o activ imagination through which playrs accss thir prsonal unconscious and th
collctiv unconscious which allows or individuation or a rturn to thir actual prsona but nrichd
through thir xprincs (Bowman 2012, 35). Excpt or charactrs who ar randomly gnratd
or assignd, this modl builds on th Jungian ida that all charactrs mrg rom our shadow, th
subconscious parts o our psych that ar rprssd or hiddn rom us but out o which all imagination
and growth springs. Thus, horror play allows us to accss ths dark and rightning rgions o our bing;
thorists lik Yonsoo Julian Kim suggst that it can b haling and transormativ by mpowring
playr agncy; saly xposing us to our ars in a controlld nvironmnt; witnssing th ordals o
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othrs which crating a sns o togthrnss among participants; consciously unpacking our ars
through th procss o dbring; managing xistntial drads undamntal to th human condition
(.g., aging, dath, gri); and xploring th manistation o ars across culturs (Kim 2022).

Lik ERP, horror play is a orm o dg play and vn its nthusiasts caution that whil risks
can b minimizd through activ consnt and routin us o saty tools, th risk o harm cannot b
liminatd. Bowman warns that ngaging in shadow work invitably triggrs what Jung calld th
complxs or pattrns o motions, mmoris, prcptions, wishs, and bhaviors which rsid within
th shadow (Bowman 2012, 36-37). Whil acing ths complxs is worth th bnts, doing so will
likly triggr ngativ bld which must b rsponsibly procssd through prsonal rction and
dbring with llow playrs. Indd, Bowman acknowldgs in hr xploratory thnographic study
o social conict in rol-playing communitis that this gnr oRPGs dos gnratmor ngativ bld
than othr gams and it can b difcult or groups to procss this bld, spcially atr long-trm play
(Bowman 2013, 19-21). Bltrán chos this concrn saying, “Whil this ngagmnt is not ncssarily
problmatic, th mor popl involvd with ngaging th Shadow in a gam, th mor likly that on
o thm will hav difculty coping maturly with xposur to that archtyp” or mor succinctly, “you
ar what you at” (Bltrán 2012, 96-97).

Hding th advic o Bowman and Bltrán, I discussd with my Storytllr and th othr
playrs during Sssion 0 that Robin was a conscious xploration with th unrsolvd angr towards my
athr that lurks in my Shadow. H abandond mwhn I was v and his sporadic prsnc throughout
my li has bn vry complicatd. Likwis, I dlibratly chos Clan Brujah or Robin bcaus thir
clan curs o rag mchanically rprsnts th thm I wantd to xplor. Whn I discovrd VtM as a
tnagr, I was immdiatly attractd to th Brujah: a nobl, but bgrudgd, clan o philosophr-kings
who hav alln rom grac du to thir vampiric curs o xcssiv rag. Most mmbrs o this clan
ithr pin or thir idyllic past, yarn or a utopian utur, or rbl or th sak o rbllion. You do not
nd to b a traind psychoanalyst to rcogniz th parallls with my own xprinc. Playing mmbrs
o this clan allowd m to channl my adolscnt rustrations not only towards my athr, but with
opprssiv and xploitativ powr structurs in gnral.

Throughout th rcnt Chronicl, Robin would otn ac th dilmma o whthr to pursu
vnganc or orgivnss and mploying a gam mchanic that quantid and randomizd hr ts o
angr cratd dramatic situations. Frquntly, sh discovrd that impulsiv rag only lt hr with guilt
or th unintntional suring it cratd, whras a calculatd and dlibrat rvng otn satisd
hr nds and th agnda o th cotri. Forgivnss mrgd as an alluring tmptation, but on sh
could not consistntly pursu. Ths dilmmas culminatd in th nal battl o th Chronicl whn
Robin mastrully assassinatd th vampir lord who murdrd hr athr during th rst round o
combat. Howvr, with hr vnganc qunchd, hr nxt mov was mor ambiguous. Sh bgan
indiscriminatly killing th othr mmbrs o hr opponnts, including on who unbknownst to hr
was a dp covr spy or hr allis. This nragd th ladr o hr allis who immdiatly attackd and
killd hr in th nxt round.

Robin’s dath was a powrul momnt o charactr ralization whr I simultanously idntid
with hr and disassociatd rom hr. First, xprincing th ulllmnt o vnganc and rsh btrayal
in th sam scn was intns. Robin’s rag had nally bn dischargd only to b rplacd instantly
with a nw nmsis. I xprincd this catharsis with Robin, but mor importantly, I witnssd th
dvastation Robin’s dath provokd at th tabl as th othr charactrs rushd to hr aid and dns.
As a playr, th rspons o my llow playrs and thir charactrs was transormativ. Thir in-gam
lamntations and pità soothd my mostly rsolvd lings o abandonmnt. Snsing th impact o
th momnt, th Storytllr cratd an “out-o-body” momnt or Robin whr sh had th option o
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choosing orgivnss and nding nal pac at last. In ral li, I wantd to choos orgivnss or I am
a practicing Buddhist-Stoic traind in conict rsolution and awar that vnganc only lads to mor
violnc. But that choic did not l authntic to Robin, who chos to cling to hr spit and rturnd to
hr body. Thus, th Storytllr ruld that Robin was not dad, but had ntrd Torpor: a dathlik stat
that can last or yars or vn cnturis as a vampir’s consciousnss lis dormant.

That complx xprinc o catharsis with Robin ollowd by dissociation with hr was
transormativ. I witnssd in stark rli th dirnc btwn Robin, th archtyp o th woundd
child grivd by hr companions, and m, th wis adult surroundd by supportiv rinds. Somthing
rom my Shadow was nally purgd and I will continu to unpack its signicanc. Likwis, I am
rlivd that Robin is dad and that thos lings hav bn burid, vn as I mus about hr possibl
rsurrction as an NPC inmy ownChronicl. Thsmomnts o charactr ralization and transormativ
bld can happn in any RPG, but by mploying thms and gam mchanics that support this kind o
play, VtM provids spcial tools or this typ o conscious sl-dvlopmnt. O cours, such playstyls
should only b attmptd with a supportiv group, th consnt o all playrs, and th routin us o saty
tools. This allows thm to unction as tchnologis o sl and VtM modls how such psychological
lmnts can b wovn into gam dsign.

As can b sn, all rol-playing gams unction as truth gams and by applying Foucault’s
tools o analysis w rval how an RPG’s tchnology o signs act how it unctions as a tchnology
o th sl. Whil all RPGs hav th potntial to b transormativ, rotic-horror rol-playing gams,
lik VtM, provid mor opportunitis or sl-discovry and sl-cration bcaus thir stting, ruls,
and contnt allow or th xploration o mor psychological, matur, and challnging subjct mattr
than combat-ocusd gams lik D&D. Th powr o sl-transormation is limitlss, and a subsqunt
papr must xamin how RPGs unction as tchnologis o powr which mpowr us to rct on othr
powr rlations and to crat our own norms. Indd, Jonaya Kmpr’s articl “Wyrding th Sl”
rsonats with Foucault’s insight whn sh calls or gamrs to us charactr cration and play as an
opportunity to “to dcoloniz th body and sarch or libration rom intrnalizd opprssion” (Kmpr
2020). Th potntial or sl-transormation also cohrs with Josph Laycock’s xplanation o th
prnnial suspicion o RPGs by consrvativ political and rligious orcs bcaus th possibilitis
imagind through play thratn th possibility o cultural hgmony (Laycock 2015, 215).

REFERENCES

Baugh, Bruc, t al. 2002. Dark Ages: Vampire. StonMountain, GA: WhitWol Publishing.

Bltrán, Whitny “Strix.” 2012. “Yarning or th Hro Within: Liv Action Rol-Playing as
Engagmnt with Mythical Archtyps.” In Wyrd Con Companion Book 2012, ditd by Sarah
Lynn Bowman and Aaron Vank, 91-98. Los Angls, CA: Wyrd Con.

———. 2013 “ShadowWork: A Jungian Prspctiv on th Undrsid o LivAction Rol-Play in th
Unitd Stats.” InWyrd Con Companion Book 2013, ditd by Sarah Lynn Bowman andAaron
Vank, 94-101. Los Angls, CA: Wyrd Con.

Bowman, Sarah Lynn. 2010. The Functions of Role-Playing Games: How Participants Create
Community, Solve Problems and Explore Identity. Jrson, NC: McFarland & Company, Inc.

InternationalJournalofRole-Playing -Issue13



96

———. 2012. “Jungian Thory and Immrsion in Rol-Playing Gams.” In Immersive Gameplay:
Essays on Participatory Media and Role-Playing. Editd by Evan Tornr and William J. Whit,
31-51. Jrson, NC: McFarland & Company, Inc.

———. 2013. “Social Conict in Rol-Playing Communitis: An Exploratory Qualitativ Study.”
International Journal of Role-Playing 4: 4-25. https://doi.org/10.33063/ijrp.vi4.183

Bowman, Sarah Lynn, and Kjll Hdgard Hugaas. 2021. “Magic is Ral: How Rol-playing Can
Transorm Our Idntitis, Our Communitis, and Our Livs.” In Book of Magic: Vibrant
Fragments of Larp Practices, ditd by Kari Kvittingn Djukastin, Marcus Irgns, Nadja
Lipsyc, and Lars Kristian Løvng Sund, 52-74. Oslo, Norway: Knutpunkt.
https://nordiclarp.org/2021/03/09/magic-is-ral-how-rol-playing-can-transorm-our-
idntitis-our-communitis-and-our-livs/

Bowman, Sarah Lynn and Andras Libroth. 2018. “Psychology and Rol-Playing Gams.” Role-
PlayingGameStudies:ATransmediaApproach. Editd by Jose P. Zagal and SbastianDtrding.
NwYork, NY: Routldg. 245-264.

Brown, Ashly M. L. 2015. Sexuality in Role-Playing Games. NwYork, NY: Routldg. (NowAshly
M. L. Guajardo).

Davis, G., t al., 1992. Vampire: the Masquerade. 2nd Ed. StonMountain, GA: WhitWol.

Foucault, Michl. 1988. Technologies of the Self: A Seminar with Michel Foucault. Ed. Luthr H.
Martin, Huck Gutman, Patrick H. Hutton. Univrsity oMassachustts Prss.

Kmpr, Jonaya. 2020. “Wyrding th Sl.” In What Do We Do When We Play?, ditd by Elanor
Saitta, Johanna Koljonn, Jukka Särkijärvi, Ann Srup Grov, Pauliina Männistö, and Mia
Makkonn. Hlsinki, Finland: Solmukohta.
https://nordiclarp.org/2020/05/18/wyrding-th-sl/

Kim, Yonsoo Julian. 2022. “Journy into Far: Horror or Haling and Transormativ Play.”
Transormativ Play Initiativ, March 29.
https://www.youtub.com/watch?v=b4xHRSFdty8&t

Laycock, Josph. 2015. Dangerous Games: What the Moral Panic Over Role-Playing Games Says
about Play, Religion, and Imagined Worlds. Oakland, CA: Univrsity o Caliornia Prss.

Plant, Bob. 2007. “Playing Gams/Playing Us: Foucault on Sadomasochism.” Philosophy & Social
Criticism 33, no. 5: 531-561. Los Angls, CA: Sag Publications.

Sihvonn, Tanja, and J. Tuomas Harviainn. 2020. “‘My Gams Ar Unconvntional’: Intrsctions
o Gam and BDSM Studis.” Sexualities 0, no. 0: 1-17. Sag Publications. https://doi.
org/10.1177/1363460720964092

Turkington, Moyra. 2006. “Gtting in th Cockpit.” Sin Asthtics, Novmbr 17.

InternationalJournalofRole-Playing -Issue13



97

http://gams.spacanddath.com/sin_asthtics/36

InternationalJournalofRole-Playing -Issue13

Albert R. Spencer, Ph.D., is an Assistant Prossor o Philosophy at Portland Stat Univrsity
whr h spcializs in Amrican Philosophy, Existntialism, and Applid Ethics. His most rcnt
book is American Pragmatism: An Introduction (2020) and h has writtn thr -Txtbooks with
Kndall Hunt: Philosophy of Sports (2020), Philosophy of Sex & Love (2020), and Philosophy
of War (2021). H originally ncountrd rol-playing gams during th Satanic Panic o th
1980s and considrs thm a gatway to his carr in philosophy. Th currnt rnaissanc o RPGs
inspirs him, and h is xcitd to turn his li-long passion into a subjct o prossional study.


