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What is a Role-Playing Game (RPG)?
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RPG, Depression, & Suicide

symbolic order.”

paper in medic-

e self-treat-




Controversy & Myths

Research: Suicide Rate of Tabletop RPG players
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Suicide Rate of Tabletop RPG players
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Suicide Rate of Tabletop RPG players
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Violence, anti-social behavior, criminality, etc.
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Research:Violence, anti-social behavior, criminality, etc.
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Video/Computer Games in Decline

Boardgames on the Rise (ESA 2015)

U.S. Computer and Video Game DOLLAR Sales
DOLLARS IN BILLIONS

Combined Doliar
Sales (shown for

16.7 |
15.2 154 154
2010-2014)
Il Other Delivery
Formats**
Computer
43 Games
Bl Video Games
.38
22
i Hi

2003 2004 2005 2006 2007 2008 2009 20107 2011 2012* 2013  2014*

Source: The NPD Group/Retail Tracking Service; Games Market Dynamics: U.S.
* Figures incfude tolal consumer-spend.

“* Other delivery formats include subscriptions, digital full games, digital add-on content,
mobile apps, social network gaming and other physical delivery, 2003-2000 figures are
sales of new physical content at refail exclusively.
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Person to Per-
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One to one
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Everyone vs. everyone
Everyone for themselves
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Team vs.
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Game Theory

TRPGs are Non-zero-sum

poperative role--
sum game,

) experience
leving success
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RPG Gamer Types

Acting

Killers © Achievers

Socializers Explorers

Intera cting
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RPG Format: Tabletop

http://www.watchthegamers.-

isunderstood
original. It also

ed as a therapeut-
Giesouicesespecially as related to the TR profession.




RPG Format: Tabletop RPG

be summed up as -

ctured rules.




RPG Format: Tabletop RPG

et's pretend”
)r “treasure

cially structure.




RPG Format: Tabletop RPG

OStumes or props.




Example Starting Tabletop RPG with a new player
Movie: The Gamers 2

http://www.watchthegamers.-




RPG Format: Tabletop RPG
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RPG Format: Tabletop RPG
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RPG Format: Tabletop RPG

eferee, storyteller,

dice, cards,
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RPG Format: Tabletop RPG

building, trees, maps,




(Tabletop) E===

[RImCT /CUmuRE: _Caucasian f USE  Pupsm fovestigstive Reporter

RP [basure Aep 25 frel: __Hiack ik frmumes
Bewac B 30 [yek _Green
G Xam JIC
Famala

fiomiamy: — Chicage, IL. US COMBGR:
HET: 55" PrstompLry —Determined, Humergus, Iseightful, T ~minded,
WO T

ATTRIBUTES fieatmd CHARACTER SKETCH OR lOCO

B 2 Mot a0
Reiumy T barad

REDTION
Curepcn HoaL
Weapons Tools
Pigtol - .38 Special (6 round revolver) Typawritar

35 == SLR camera with 2 rolls BEW fils

- Otk dronanc

Small notebrak

Honey £ TeLasuet

Hnndbag :
Wallet with $42.37 USD Fancil
Persomal affects (makeup, compact, etc.)

Clathing

Fack of gum

Extrs ammunition {1 small bex = 24 Talleta) Duarcoat

Broadbrim hat

Gloves
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(Tabletop) RPG
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(Tabletop) RPG
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(Tabletop) RPG
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Tabletop RPG & “Flow” Experi-

d to be a transcendent
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Example of TRPG Flow Experience

Clip from Gamers 2: Dorkness Rising, Flow, loss of time.

http://www.watchthegam




RPG Formats: CRPG
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Solo

the movie (upper




RPG Formats: CRPG

Multi-player

ulti-player modes.




RPG Formats: CRPG

Multi-player

http://watchthequild.com

d multiplayer modes.




RPG Formats: CRPG

Real-time vs. Turn-based
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RPG Formats: CRPG
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Screen Time
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Screen Time
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Screen Time
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Escapism
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RPG Formats - CRPG - Violence

Trait-based Variance

and Character Identification on Aggressive
Playinga Violent Video Game - Younbo Jung,
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RPG Formats: LARP

Combat




RPG Formats - LARP
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RPG Formats - LARP
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RPG Formats - LARP
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RPG Formats - LARP
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RPG Formats - LARP
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RPG Formats - LARP

Non-combat Style

med, LARP example




Pros & Cons of Each RPG Format
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RPG Training for TR Specialists
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RPG Training for TR Specialists
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Example Program: RPG for Brain Injury
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Example Program: RPG for Brain Injury
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RPG for TBI
Recovery Stage 1

Client Function Overview / Assessment
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RPG for TBI

Recovery Stage 1: CYOA

Client Function Overview / Planning

and care-takers, it is determined that pri-
ite activities included various forms

considered even if the the client
wed high levels of interest in
“Fantasy”~ or “Science fic-
in books, television, or

ith both computer-based

g, modified versions of
rticipate.




RPG for TBI
Recovery Stage 1: CYOA

Client Function Overview / Implementation

u like to play a simple version of a
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RPG for TBI

Recovery Stage 1: CYOA

Client Function Overview / Implementation
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RPG for TBI

Recovery Stage 1

Client Function Overview / Evalu -

help determine what modifications
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RPG for TBI
Recovery Stage 2

Client Function Overview / Assessment
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Recovery Stage 2

Client Function Overview / Assessment
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RPG for TBI
Recovery Stage 2: CRPG

Client Function Overview / Planning
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RPG for TBI
Recovery Stage 2: CRPG

Client Function Overview / Implementation
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RPG for TBI

Recovery Stage 2: Computer-based
Client Function Overview / Implementation

For clients with sufficiently function
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RPG for TBI

Recovery Stage 2: Computer-based
Client Function Overview / Implementation

terfaces: Quadriplegic




RPG for TBI

Recovery Stage 2: Computer-based
Client Function Overview / Implementation




RPG for TBI

Recovery Stage 2: Computer-based
Client Function Overview / Evaluation




RPG for TBI
Recovery Stage 3: Tabletop RPG

Client Function Overview / Assessment

| T1-T4, may be tem -




RPG for TBI
Recovery Stage 3: Tabletop RPG

Client Function Overview / Assessment

of bowels and bladder -

t an hour for recre -
Ing rest.




RPG for TBI
Recovery Stage 3: Tabletop RPG

Client Function Overview / Assessment
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RPG for TBI
Recovery Stage 3: Tabletop RPG

Client Function Overview / Plan

read, and calculate
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RPG for TBI
Recovery Stage 3: Tabletop RPG

Client Function Overview / Plan

0 participate with




RPG for TBI

Recovery Stage 3: Tabletop RPG

Client Function Overview / Implement

e on paper with pencil.




RPG for TBI
Recovery Stage 3: Tabletop RPG

Client Function Overview / Implement
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Recovery Stage 3: Tabletop RPG
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RPG for TBI
Recovery Stage 4: LARP

Client Function Overview / Assess
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Recovery Stage 4: LARP
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Recovery Stage 4: LARP
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Recovery Stage 4: LARP

Client Function Overview / Plan
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RPG for TBI
Recovery Stage 4: LARP

Client Function Overview / Implement

Frommovie: “Knights of Badassdom” (2013)
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Adapted Tabletop RPG
Population: Deaf




Adapted Tabletop RPG
Population: Deaf
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Adapted Tabletop RPG
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Flexible Session Length
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The Shared Narrative Phenomenon
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WorldCon 73 Research Poster

Summarizes 10 Years of Research

Studies on the effects of all forms of role-playing games: tabletop, live-action (LARP), and computer-based

The RPG Research Project - www.rpgresearch.com
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Role-Playing Gaming
RT/TR Handbook of Practice

RPG Research

Role-Playing Gaming

Recreation Therapy

Handbook
of
Practice




The Wheelchair Friendly RPG Trailer




The Wheelchair Friendly RPG Trailer




VICE Article:

LARP for Educa-

e ey www.vice.com/readfat-this-danish-schoo i_:-|_:||:1__: is-the-future-of-education-482
GZE? WATCH ~  SECTIONS ~  PHOTOS ~  MAGAZINE  TOPICS: CITY GUIDES  POLITICS

"Let's say there's a goal that says we want this group to learn how to use the public

transit system in Tacoma,” Robinson told VICE. The exercise that teaches them to use
the bus is a tabletop RPG, that turns into LARPIng in the final chapter. "You're all agents
fS.H.LE.L.D. " the game begins—placing the students squarely in the comfort of the
Marvel Cinematic Universe, instead of the boring real world. As the students uncover the
clues, they'll uncover an evil plan to release a virds using the public transit system in
Tacoma—one that will turn everybody into zombies. "They follow some clues and ride a

couple of buses to key locations to try to thwart the bad guy's plans,” Robinson said.




LARP & Education

VICE Media Article

“"‘ c‘ www.vICe.com/read/ar-this-ganisn-school-|a ping-i1s-the-future-of-educabion 12
m WATCH ~  SECTIONS ~  PHOTOS ~  MAGAZINE  TOPICS: CITYGUIDES  POLITICS

"Let's say there's a goal that says we want this group to leamn how to use the public

transit system in Tacoma," Robinson told VICE. The exercise that teaches them to use
the bus s a tabletop RPG, that turns into LARPIng in the final chapter, "You're all agents
of SHLE.LD." the game begins—placing the students squarely in the comfart of the
Marvel Cinematic Universe, instead of the boring real warld. As the students uncover the
clues, they'll uncover an evil plan 1o release a virus using the public transit system in
Tacoma—ane that will turn everybody into zombies. "They follow some clues and ride a

couple of buses to key locations to try to thwart the bad guy's plans,” Robinson said

paresearch.com/vice-article-1




LARP Saved My Life (Autism)
VICE Documentary Excerpts (2015)
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Non-TR Educational & Therapeutic
Programs Using RPG
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IJRP - Peer Reviewed Journal
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RPG Potential Program Formats

Here are some examples illustrating how different RPG formats fit potential program
formats
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Good afternoon everyone.
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H.G. Wells was renowned during the late 19th and early 20th centuries as a novelist, journalist, sociologist, and historian. Some of
his

most famous novels include:

The Time Machine (1895),

The Invisible Man (1897),

and The War Of The Worlds (1898).
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Previously war-gaming was solely the domain of the military & wealthy elite, but Wells' book made war-gaming available to every
one that could read.
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Slide Note 47:
Developing some traction in the late 1800s, Science Fiction & Fantasy became a literary genre, and evolved into an industry with th
e growth of pulp magazines in the 1920s.
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Slide Note 87:
This study showed that those who were gamers, did not have any correlation to criminal behavior.

Furthermore the study found that non-gamers were statistically more likely than gamers to score higher in psychotism, and that thi
s trait did correlate to criminal behavior.
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