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Worldbuilding Episode 015 Show Notes

News

The show has a new voice mail number at 206-9848.3d4dd | encourage everyone to use that numbesttthgir world
suggestions, questions and ideas on the air foy@wve to hear...

1. Season 2 is around the corner, and will requivee audience participation than ever. Call in lade a message describing the kind of
world you would like to see developed for Seasohhz show has a new voice mail numbe2@#-984-3443and | encourage everyone to

use that number to get their world suggestionsstipres and ideas on the air for everyone to heaat\Wispires you and what kind of world
would you like to see developed as a shared wettihg? What genre interests you (or cross of ggfiréll play your call on the air during

the Season finale episode.

You can also write in to sad@imaginaryworlds.nat] pin the forums at imaginaryworlds.net/phpbb.

2. We have a special three episode monster buikpegialavailable now for downlogdor those listeners who donate to the show. This
tutorial was born from my desire to address monstdding from a literary angle, a discussion abitwt history of monsters and their place
within the story world, and how to infuse your miams with life and drama. These three episodes #ohmuge tutorial which includes a PDF
document weighing in at over 50 pages, plus worktshand templates, and a commercially free atmospbeundtrack. I've put a lot of
time into the development of this resource, asnaré to those who support the show.

3. I've taken cues from the audience and completalgsigned the site to reflect your needs andestquVisit imaginaryworlds.net, and
you will see that every episode is available fovdimad from the homepage, in one convenient lonathow notes are much easier to find.
You can access them while listening to the episdtiesalso included news and recent post blockgherfront page that connect directly to
the forums, in order to encourage more posts atidtgthere, and | will be using the forums fortdwe blog and news posts. The front page
links to an inspiration page which includes a Wdldlder’s Library and resource link, a sectiontthdl grow over time with additions
suggested by you.

As season 2 progresses, new links will be addedbttd notes; the created world will be open souese] ready made as a shared world for
gamers, artists, and writers.

Worldbuilding Feature

What can gamers learn from reality shows?
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Reality shows can help gamers?

I have a group of friends who enjoy watching theveKid Nation This reality show is very similar to all the othreality shows, such as the
Real World, and so on. What they failed to realizes that these shows are carefully designed witllfiaked people who, put together,
will create incendiary relationships.

The reality show is anything but real; it is comd by producers, who choose character types #mbe collected together to create
somewhat predictable but dynamic drama.

In many ways, the reality show is like a roleplaygame. The game master is a producer who is ogeatieality show in his world. Our
games differ than a carefully controlled plotlirechuse the players have (or should have) freemétt within this constructed world,
effectively changing the plot. But, the playersoatsust strive to operate according to the logithefcharacter’s personality and design. The
game master can use this to affect some dynamitigbability within the system.

Go and watch a reality show that is built from ghdgnamic groups, and look carefully at the charagoes within the system.

Character foils in literature and gaming

* Wicked Official Website

Elphaba and Glenda are foils, demonstrated thrahghacterization, color and visuals

Every drama, every comedy, uses this device. Theacker foil is incredibly simple in theory, andaabasic definition means an opposite of
a character. The character foil is the charactsigded to oppose the hero’s design, to be a ntiorthve hero, to stand next to the hero and
make the hero’s strengths and weaknesses staiml ralief.

If you have a multiple character story, then faite simply opposites. Have you ever seeritid Coupl@ Here is the plotline:

Two friends try sharing an apartment, but theiaglef housekeeping and lifestyles are as diffexsmtight and day. Felix Ungar has just
broken up with his wife. Despondent, he goes tiohihself but is saved by his friend Oscar Madiséfith nowhere else to go, Felix is
urged by Oscar to move in with him, at least fovhdle. The only problem is that Felix is neat, tidynd neurotic, whereas Oscar is slovenly
and casual.

The idea of creating foils can be used on any nurobeharacters; the idea here is to look for ofipeghat when brought together will
ignite and create drama. Chris Claremont underdifuisdvhen he took over th&menin the eighties. He created foils within the teaoch
as the controlling family-oriented Cyclops and ttid lone-wolf Wolverine. Beast was stoic and walannered, while Wolverine was rude
and aggressive. Put Rogue and Storm together,gaid,gou will see the dynamic energy between ojpgpas

Look atLost Jack and Sawyer, Jack and Locke...
The Office Dwight and Jim, Angela and Pam, and so on...
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REMEMBER. .
IF ANYONE Aers.

Scott Kurtz employs dramatic foils in his charaatesigns (look at the design in the last panel)

Looking for patterns in dynamic party systems: theelements, astrology and the Enneagram
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I've only just begun to diagram the web of relation types in this
group (as an illustration)

Firefly uses a complex network of relationshipshivitits party matrix

Writers use systems to develop their main charsctiedoes not matter if you have a 2 part systmh as th©dd Couplewhere one
character is neat, the other sloppy, or a 4 pateasy, like thé=antastic Four or a 15 part system, aslinst you want to see the Party as one

dynamic unit, centered around some kind of design.

The simplest design is a binary design: two characthare opposite characteristlasthal Weaporand every other cop buddy film, Fafhrd
and the Gray Mouser, Calvin and Hobbes, Lucy am#iyRRicardo, Felix and Oscar, these are relatigusstiesigned to create conflicting

energy between the opposites.
You can use established patterns for your partiesiting a template in which character types caplédeed and designed.

The Fantastic Four uses the elements as inspiritiats four part systems: Earth, Air, Water ariceFepresenting Thing, Invisible Girl,
Mr. Fantastic and Torch respectively.
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Other designs include the Astrological Calendag,Glolor Wheel, the Tarot, the Enneagram, the SBealy Sins, archetypes, and

thematic values.

Relationships within the party matrix

Can you see the limitless potential for
drama, conflict and story in this design?

Dﬁvg';’"r:l: cticn Malcolm Inara
of Sister Drive: Freedom Drive: Freedom
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Mistrust,” -
Loyalty to Malcom Disdain, fear M '51""§F_
Zoe Jayne Wash
Drive: loyalty to Drive: mongy, Drrive: loyalty to
Wash & Malcom belonging Zoe

This describes only some of
the relationship types

Note:

Each adventure can be character-centered, placing the focus
character in the middle of the matrix. More about this later when
we discuss dramatic design (for television, films, plays, etc.)

Firefly characters interact within a complex pastyelationships

No character in the party should be without a cdntgithout a defined relationship to the otherrauders. Using your system, draw lines

between each character, briefly describing theiogiship type, how the characters react to onehamot

Going back to the Fantastic Four, each charactsrdifferently with each of the different charasteithin the group. The Torch acts in a
very antagonistic manner (almost like a bullyingtber) to the Thing, while he acts more as a ptiseather figure to the Invisible Girl.
The Thing looks Mr. Fantastic with the loyalty obeother, yet fights incessantly with the Torche$a relationships are born from the
character’s types. The Torch is literally a hothaad impulsive, while the Thing is more grounded attong willed. Mr. Fantastic is

malleable but dreamy, and so on...

These character types define the relationshipsdsgtwharacters within the group.

Relationship types generally break down to theofeihg categories: love, hate (romantic, antagar)istibligatory (debt or imprisonment or
slavery), mentorship, dualistic or secretive, féhilhonorial. Whether positive or negative, thekaracter relationships should crank up the
tension between characters in order to createicomfithin the group. Again, think about realitycstss like the Real World. Producers

choose specific types to put together to createidarantisocial with the overly social, comedichwiite serious, criminal with the

righteous. In your game world, you are creatingality show, throwing these people together (arstri@ssful life-changing situations) and

letting them ignite on the world stage.

The Story World’s Macro Events
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Firefly's characters are designed to react agalimst world’s macro events

The World Back-story has Macro Events (whast's producers call itdlythology): pick some large events for the characters to be
influenced by: Civil War, Apocalypse, Alien Invasid_ost in a Rift, Thirty Year War, Children of Tedy; Just as with characters, the
world needs a backstory that helps shapes itsregland history and economics—major conflicts (labkour premise, and decide what the
end solution is...)

The world’s back-story (its major conflicts with igh the characters will react) should relate torymarty dynamics. In the X-Men,
government legislation against mutants is a mamtdwback-story that influences the politics withive group, causing some character
types to agree with governmental policy, otherdisagree, and in varying degrees on both siddsirddly, party members react differently
to acts of aggression or control by the state ofddrost, each character reacts differently tortteero events on the island, some reaching
for a divine answer, others for a more secularratidnal one.

Character dynamics within the group should igniterg time you put a stressor down on the stagecduaites with it dramatic weight.
Create a back-story whose machinery runs in thkgsaand and provides an excitement and threatitietcedes in the lives of the party
system. Drive them apart and bring them togeth@utyh the love and hate relationships inherenténcharacter designs. Look at your
world premise and thematic ideas, then decide: atethe world events, the macro story, the woalckkstory, that | will design to create
conflict and drama within the group? A thirty-yerar, an apocalypse, a mutant massacre, a civilawagrld war, a virus, a zombie
takeover, a cold war...

Then, write reactions into your characters historigok at where they are in your party matrix, aetp the player’s write histories that
explain their motives and attitudes as they refatgour world history. Each character should hawesgor force driving their actions. J.
Michael Straszynski, creator of Babylon 5, staked strong character design involves the answall three questions: what does the
character want, what is he willing to do to getitd what stands in his way? If you examine any-wetten story, the characters all have
these questions answered by the creator.
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Firefly's characters act and react according tdr terld’s macro events

Let’s look atFirefly as an example. One of the major world eventsshape that world is the civil war that divided people and then
brought them ultimately under the control of that&t Each character is designed to be a produbabfvar and its consequences, although
each reacts differently to the world situationagtordance with their personality type and placeéméhin the party.

Mal is a soldier devastated by the losing of that.wdis actions reflect a man who has lost his hgmarpose and direction.

Jayne is a man without a conscious who parasiiéadids off the ruins of war, hiring himself outtte highest bidder as a mercenary, and
chasing material gain over any other loyalty toseaar friendship.

River is a weapon designed by the new state, aod ke run, a product of the aftermath of war @smdonsequences.
And so on...

Each character is carefully designed to show a ewinishto the world’s history, and to emote feeliragsl experiences about the effects and
weight of this world. You should ask your playasstiink about how their characters have been ateby the big world event that you
contrive as the central dramatic force of youris®r

Use the system as a metaphor for a richer understding of the character types

By choosing a system as a guide for your party,caudraw from this system metaphor for charaatsigh. Let's say, for example, that
you want to design a four-member party around daesans: fall, winter, summer, and spring.

You may, at first, think that designing a charaeterund such a simple template may be limiting,dyutonfining yourself to the metaphors
of the system, you can come up with some intriguiegigns.

Let's try it as a mental exercise. | am designimgy ftharacters that embody the seasons, and | #ravthis world is a fantasy world
(similar in nature to the typical Dungeons and Dragsetting).

| ask myself: if spring were embodied in a persehat characteristics would they have? What wowdgring-themed personality look like?
Spring is renewal, cheer, bright days, looking taiwthe freedom and warmth of summer, beautifulapsty the cold winter,
youth...interesting springboards for a character.

How about a woman who has escaped a horrible wiateagic event, but has chosen optimisticallptdk toward a brighter future.
Perhaps her family has been killed by a horrible, wet her new group of friends (the party) haeweed her hope. She will do anything to
protect the party from a threat, to stop the clihasdestroyed her family. Because she is sprimg hsites war and seeks only peace and
love and rebirth. Secretly, she seeks a childwilifight for a world that is worthy of bringindhat child into the world.

All of these ideas came to me in two minutes, Isy fbinking about spring as a metaphor for a ctiarac

Now, | want to design her foil, tHall character Fall is all about turning to darkness, shoringegerves for the hard times to come, cold,
windy, the world dying and coming to a close, datal..our second character is a foil to the spriregatter and therefore may have a
similar history. Maybe he lost his loved ones a#,vibait is now seeking self-destruction rather thelirth. He is with the party only
because he sees a tiny fragment of hope that wimagrbe survived, but deep inside he sense onigvinisdestruction. He was a soldier,
now ruined, falling apart. Perhaps he will find egral through the hard times to come, perhaps not.
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See how this works? Try this with astrology, th@taand so on. Create a group using the fool aypkeethe magician archetype, the devil
archetype...see what you come up with by brainstggmiith different party matrices.

Note: by using a system, you can see how eachaiearplaced within the circle of other charactexgs and reacts toward the others in the
group, according to their character logic and desitharacters can also be placed center-stagedria character-focused “episodes.”

Secrets

Every good character has a wealth of flaws, weaaegproblems and a history he or she is escaping...

Lastly, use secrets. Every good character has ihnwafdlaws, weaknesses, problems and a historgrighe is escaping. Han Solo has
Jabba the Hutt, River has her captors, Kate in hasther criminal past, and Wolverine has two hedigears of wars, abuse and violence.
Secrets allow past history to catch up with theratizrs, exploding on-stage and creating a constaetval of adventure.

In the future, we’ll talk about series design, i story arcs over the course of a season, utde consider Marv Wolfman'’s statement
about how strong character design helped him malem Titans a powerful intellectual property for DC:

“Indeed, we wrote and drew the stories, createthtfiem pure fiction (they don’t actually exist inree alternative dimension no matter
what you may have heard) but fictional charactets3W react based on who they were even as real @eeptt based on their histories.
Therefore, even if we think a character should davAen it came down to that story, it might venjivbe wrong for the character do to A
and so instead they do not B or even C, but perkbipstead. If real human beings are the sum oftwieawere, then fictional characters
need to react in the same manner. So we were siigmised at the directions the characters took egewe created the stories. | think
making the characters react realistically and mrabter made them believable to our readers aadrielves. And | also believe that is why
The New Teen Titans became such a success.”

Note: Thanks, Nils, for the Firefly character magliagrams!

Discussion

8 comments for “Worldbuilding Ep. 015: The Party”

1. I decided to read through the notes first, and evitreven having listened to the audio file | cdhtteés is probably one of the best
episodes. Guess it was worth the wait.

However, it's a bit hard to read those matricesl, lastill haven’t been able to access the forums.
I’'m off the listen to the podcast now.

Posted by adamantJecember 18, 2007, 9:09 pm

2. Adamant, you can click on the matrices; they shoyplen up as bigger images.
You aren't able to get into the forums? What hagpeghen you click on “forums”?

Posted by imworldsecember 19, 2007, 10:43 am

3. I know I can click on the images to make them biggdut that’s still a little troublesome trying tead.
When trying to access the forums, | see:
phpBB : Critical Error
Could not open iCGstation template config file
DEBUG MODE

Line : 503
File : functions.php

Posted by adamantQJecember 19, 2007, 5:01 pm

4. I'm not sure why phpbb is giving you an error; itist happening on my end, so it will be difficutttoubleshoot...but I will look into
it.

Posted by imworldsDecember 19, 2007, 7:36 pm

5. I took the liberty to recreate Paul's drawingsppl | made no transcription errors:
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http://www.imaginaryworlds.net/phpbb/viewtopic.pimz298#498

Posted byNils | December 21, 2007, 6:10 am

. Great episode, it really helped ease the stingavkiwg retain during the holiday season.

Because I'm a Tolkien nut, | couldn’t help but nmient the actual story with the spider is that Tokieports being bitten by a spider
as his earliest memory. He was about 4ish andistilly in Bloemfontein, South Africa (I think | va the town right).

In his letters, he denies that this influencedvrising much, but its hard to make that case gitreat Ungoliant and Shelob figure so
prominently. He does describe himself, again indti®rs, as being the one in the household whddvascue spiders found inside
and relocate them to the bushes in the yard.

Anyway, I'll try to restrain myself in the futur&eep up the good work!

-Doug
http://robosnake.blogspot.com

Posted bypoug| December 21, 2007, 5:45 pm

. Great observations.

And it's nice to have the notes for those of uslstwith slow connections.
(PS: I'm also having trouble with the forums, angthother than the main index gives me errors sisch

Template->make_filename(): Error - file /home/uHgbr/imaginaryworlds.net/html/phpbb/templates/BBWeiewforum_body.tpl
does not exist )

Posted by Killjoy Pecember 23, 2007, 10:14 pm

. I've done some poking around, and it seems to kaweething to do with the styles. Before | loggedan a different computer), |

received no errors. As soon as | logged in, | sthreceiving the same errors. Changing the styieropn my profile changes the error
| receive.

Posted by Killjoy Pecember 27, 2007, 3:14 am
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