Maps, Loops, and Larps
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The map tracks the current
status of the fictional reality
and the player’s place inside it
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You can have individual
motivations both inside and
outside the play situation, as
well as communal goals



In many play cultures
character goals will not
necessarily align with your
goals as a player.
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Parallel loops:

e Performative loop
(phrase level / within a scene)

e Tactical loop
(scene level)

e Strategic loop

(act level)
O



The Solmukohta book chapter
on maps and loops will be
available on nordiclarp.org



