Foromtale

Gang Rape is a short, game master-less jeepform game centred around the idea of using fiat
as a means of oppression. The game mechanics were conceived for the purpose of playing
gang rape, but are equally useful for playing any kind of oppression, like for example bullying/
mobbing.

There are several points to the game. One thing that has been severely bugging me for the last
couple of years is that (at least in Sweden), it seems nearly impossible today to get convicted
for rape or gang rape. To really feel this in the end, if the issue actually arises, which is
another point of the game, the game should have been harsh until that point.

Naturally this game is also a comment on how little protection there is in the American "no
touching” rule, and to stir the game design pot if only so little. I'm sure this game isn't the
first in its kind. Don't play this game unless you're in a good place mentally, and really think
you are up for it.

It is not meant to be fun to play.

Gang rape (2008)

Uden spilleder, men med 2 eller flere voldteegtsmand og 1 offer
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Gang rape / Voldtaget (Wrigstad, 2008)

Gang rape (eller Voldtaget pa dansk) var og er et kontroversielt scenarie. Bade pa grund af tematikken, men ogsa pa grund af designet, der
med sine virkemidler bogstaveligt talt skaber ojenkontakt mellem offer og overgriber(e). Scenariet er simpelt, men effektivt og nadeslost
i sit design: Spiller du det, som det er skrevet, vil du fa en ubehagelig og intens oplevelse. Kombinationen af det tunge og alvorsfulde
indhold og designets ambition om at skabe en uomgeengelig benhard oplevelse har gjort Gang rape til et af de mest omdiskuterede
rollespil til dato.

At veelge at behandle (gruppe)voldteegt i et rollespil er noget, der kan undre. Hvorfor spille noget hardt, modbydeligt og skremmende?
Rollespil er jo bare spil, en hobby vi dyrker for at have det sjovt. Men tager man et kig pa rollespillet i dag, som det bliver designet, spillet
og efterspurgt, her som i udlandet, er det umuligt at ignorere tendensen: rollespil, der handler om andet og mere end blot at underholde,
er her allerede og er kommet for at blive. Og hvad er der egentlig forkert i det? Man kan med rette sporge, hvorfor rollespil ikke skulle
kunne behandle de samme emner som litteratur, film og computerspil?

Rollespil har for behandlet voldtaegt, men typisk er det sket enten som en sidebemerkning til drabelige plyndringer, som en forbrydelse i
kriminalsager eller som usikre teenageres overkompenserende udforskning af seksualitet i trygge, fiktive rammer. Gang rape er det forste
og eneste scenarie, der tager direkte livtag med (gruppe)voldtaegt og gar ind i selve situationen. Scenariet udforsker den dystre pastand, at
vi alle har kapaciteten til at fantasere om (gruppe)voldtaegt. Man kan diskutere, om det er en smagfuld made at behandle emnet pa, men
alvoren er ikke til at tage fejl af; en alvor, der ikke nedvendigvis har veeret til stede i rollespillets hidtige behandling af emnet.

Gang rape banker med sine virkemidler en barsk oplevelse ind i kroppen pa spillerne, folelser, der ikke bare lige sédan forsvinder, nér
spillet er slut. Og det helt med vilje. Offeret og gerningsmandene star helt bogstaveligt ansigt til ansigt i scenariet under voldtegten,
men uden faktisk fysisk kontakt. Hvad der foregar, bliver beskrevet med ord mens gjenkontakten holdes, og det er en barsk omgang.
Spildesignet udfordrer os her som spillere, ved at sxtte os i en situation, hvor vi konfronteres med folelser, der ikke lader sig ignorere.

Er der fare pd feerde her? Nar vi laver spil, der med sine virkemidler gar dybt under huden pa spillerne, kan vi gore det sikkert og
forsvarligt? Det korte svar er, at det ved vi ikke. Vi kender ikke graenserne for rollespillets formaen og effekt pa udeverne til bunds endnu.
Hvordan vi handterer det ansvar, er en lebende diskussion, vi ma tage hele tiden. Men adskiller rollespil sig her fra andre risici, vi frivilligt
lgber? Nar vi kerer ned af bakken p& mountainbiken, lgber vi en risiko. Nar vi treener showkamp med blankvében, lober vi en risiko.
Nar vi lader os lase til sengen, lober vi en risiko. Nér vi opseger det ekstreme, taenker vi pa sikkerheden ("ker aldrig alene”, “sla ikke efter

» .

hovedet”, "respekter stopordet”), men risikoen forsvinder ikke, og er et centralt element i oplevelsen.

Gang rape tager sikkerhed alvorligt pa to mader. Kombinationen af det alvorlige emne og spillets voldsomme design og virkemidler
udfordrer spillerne, og som sikkerhed bruger spillet fuld gennemsigtighed for alle i designet. Samtidigt er det en udfordring af en
sikkerheds-praksis, “no touch”reglen, der kendetegner store dele af det amerikanske spilmiljo. Spillet udfordrer overbevisende pastanden
om, at man kan undga farligt spil ved at undga berering og tager her aktivt fat i at udforske sikkerhed i rollespil.

Maske er det netop fordi Gang rape udforsker de meorkere sider af os selv, at det har faet sa meget opmarksomhed. Maske er det fordi,
scenariet baerer en pointe, der er sa ubehagelig og sveer at se i gjnene, at vi hellere undsiger scenariet som enten for farligt eller moralsk
fordaervet, end at prove kreefter med sider af os selv, vi er usikre pa. Om du vil opsege den del af dig selv, er dit valg. Gang rape giver dig
ingen anden beskyttelse, end at du ved, hvad du gér ind til. Tag det alvorligt. Lees teksten grundigt igennem og teenk dig godt om, for du
siger ja til at spille det. For ansvaret er dit. Designet skal nok gere sit.

p.s. Forfatteren har gjort opmerksom p4, at der siden den danske overszttelse er blevet lavet sma, men vesentlige opdateringer af den
engelske tekst, men desveerre ikke den danske. Derfor har vi valgt at trykke bade den engelske og den danske udgave.

p.p-s. Hvis du kunne teenke dig at leese om spilleres erfaringer og oplevelser med scenariet, kan vi varmt anbefale Markus Montolas artikel
i forste nummer af Playground Magazine (www.playgroundmagazine.net).

Gang rape
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""Det er ikke meningen at et scenarie om gruppevoldteegt skal vaere morsomt at spille. ”

oldtazgt er et kort,

leagtiat, spilleder|

baseret scenarie

pa ideen om

redskab for magt. Spillets
mekanismer er skabt med det formal at
spille “Gruppevaldtagt, men er | bund og
grund lige s brugbare | forbindelse med
magt gennem mobning eller “normal”™
undertrykkelse. Denne extrapolering og
anvendelse er meget ligetil, sa jeg har
valgt at fokusere pa det givne scenarie —
og den situation det omhandler - grup-
pevoldtagt.

Spillet er designet til at have rminimum 3
spillere — en der spiller voldtagtsofferet
(refereret til som “kvinden® herefter) og
resten af de deltagende som deltagere |
gruppevoldtaegten.

I sagens natur kunne kgnnene byttes
rundt, eller helt udelades, men | dette
tilfzldefscenarie er offeret en kvinde.

Regler for att spille

§1 Alle spillere ma vaere sig 100%
bevidste om emnet og scenariets grund-
|gaende praemisser far spilstart. De ma
ogsd forpligtige sig til at handtere enhver
situation der matte opstd i forbindelse
med afviklingen heraf. Det er specielt
vigtigt at de spillere der har roller som
gerningsmaend, hele tiden holder gje med
den der spiller kvinden — og ikke mindst
dennes mentale velfaerd. Med dette for
gje er det et krav at alle spillere har
leest denne tekst for spilstart.

§2 At spille ironisk, eller pa andre ma-
der overdrevet eller nedsattende - sagar
at gare det komisk, er pa ingen made
tilladt. Hellere stoppe scenariet end at
spille det uden den rette holdning.

§3 Det er ikke tilladt at have en spil-
leder — alle spillere er enten offer eller
gemingsméaend, og altsa i fallesskab
spilleder.

Gang rape

" A scenario about gang rape is not meant to be fun to play.”

ang rape is a short, game
master-less jeepform game
centred around the idea of
using fiat as a2 means of
oppression. The game
chanics were conceived for the purpose
of playing gang rape, but are equally
useful for playing any kind of oppression,
like for example bullying/maobbing. This
extrapolation and re-application is very
straightforward, so here I will just focus

on the situation hand, which is gang rape.

There should be at least three players,
one playing the rape victim (sadistically
referred to as “the woman" below) and
the rest playing the rapists.

The term "GM fiat" means that the
GM decides what happens in the game
without consulting the players or “the ob-
jective rueles.” [t is a term with negative
connotations—especially for players that
thinks role-playing is a struggle between
the players and the GM. The term fiat is
not a pun on “We go by jeep” but plain
English for "a formal authorization or
proposition; a decree,”

There is, however, a Finnish movement
called “We go by fiar,” that is a pun on
the “We go by jeep” name.

Maturally, but statistically quite unlikely,
tables can be turned gender-wise. In any
case, | don‘t trust most of you not to

think “woman® even if [ wrote "victim™.

Gay rape is of course also possible, but
watch §4 in the Rules of the Game.

Rules for Playing

§1 All players must be perfectly clear
about the subject and premise of the
game before playing. They must also
commit to deal with any situation that
might arise from the game. It is especial-
ly important for the rapists to watch out
for the player playing the woman. Ta this
end, it is a rule that all players must
have read this text in its entirety
before the game starts.

§2 Playing ironically, over-the-top or
trying to laugh things off is not allowed.
Better then to stop playing, or not play
at all.

%3 Having a game master is not
allowed —every player must be either the
victim or one of the rapists.

4 A player's gender need not match
that of the character for either the victim
or the rapists. (1]




Scenariebogen

e

~
g |

7 A

Voldtaget.

|

§4 Mandlige spillere kan spille kvinde-
lie roller og omvendt. Rollerne kan ogsa
alle vaere af samme kgn. @

Spilleregler

§1 Ikke alle gerningsmeend ma
veere fremmede. \indst een af de — i
voldtegten deltagende — skal vaere en
ven eller bekendt af offeret, det vaere sig
eksempelvis nuvaerende eller tidligere
keereste. Det kan eksempelvis 0gsa veere
andre den stamgeester fra den bar som
offeret oftest kommer pa.

§2 Skulle de senere blive sigtet, vil ger-
ningsmandene kun kunne blive sigtede
for forbrydelser §or selve voldteegten.

§3 Kun den spiller der har rollen som
offer ma tage livet af denne, fra eksem-
pelvis vold eller efterfglgende selvmord.

§4 Alle spillere skal kunne gen-
kende den setting hvori voldteegten
foregar. Ved mindre alle spillere kan
dette — altsa relatere til den konkrete
setting — er det ikke tilladt at lade den

forega i, eksempelvis et faengsel, eller
under en krig etc. — det bliver simpelthen
for let for den enkelte spiller at abstra-
here sig fra den konkrete problemstil-
ling. Denne regel blev foreslaet af Olle
Jonsson. ©

Hvorfor

Med mindre man spiller det komisk,
ironisk eller lignende (som i gvrigt er
forbudt), bliver dette scenarie en barsk
omgang. Det er skrevet for at vaere hardt
at spille og det har ogsa veeret hardt at
skrive. I skrivende stund er jeg stadig i
tvivl om hvorvidt det overhovedet skal,
eller bgr, spilles. (Jeg ved ikke om jeg tgr
lade mit navn blive keedet sammen med
det.)

Der er flere pointer i scenariet. En af de
tungere er, at det i dag syntes naermest
umuligt at blive demt for netop grup-
pevoldtaegt! En anden pointe er, at fierne
tabu fra denne del af den menneskelige
bevidsthed. Vi er ngdt til at erkende at

evnen — kapaciteten ~ til at fantaser
& jorteelle om dette ligger i os alle
sammen. Om ikke denne pracise form,
sa skal der nok vaere noget af det for-
talte der vil virke seksuelt for flere af de
deltagende. (Dette skriver jeg kun for at
haeve indsatsen.)

Det virker ogsa som om der kommer
flere og flere voldtaegter, eftersom ordet
forekommer oftere i aviserne nu for
tiden, sa at det reduceres til en ting man
ikke forholder sig til — et ord og ikke en
handling. Og det er jorkert.

Jeg er ogsa interesseret i de mekanikker-
ne der ligger bag en gruppepres situation,
og skubbe til de graenser man har som

spiller. 0g ggre det helt dbentlyst. P& den
made, mener jeg at spillet er "up there.”

Naturligvis er spillet ogs en kommentar
til, hvor lidt beskyttelse den amerikan-
ske no touching”’-regel tilbyder; et lille
indlaeg i spildesigndebatten. Hele spillet,
men fremfor alt voldtaegte, er fuldt spil-
bar uden bergring, hvad det sa end ville
tjene til. ©

Rules of the Game

§1 Not all rapists may be stran-
gers. For example, one of them might be
a current or previous boyfriend, or some
of the rapists regularly visit the same
club as the woman. In any case, she has
met at least some of them before, and
she will remember at least one name.

§2 If charged, the rapists can only be
convicted for things taking place in
the game’s second phase, i.c., things
happening before the rape.

§3 Only the woman’s player may kill
her character. This can happen as a
result from violence, suicide, etc.

§4 All players must be able to re-
lated to the setting. Unless all players
really can relate, it is not okay to set the
game in a prison and let the rape take
place in the showers. The prison is simply
too alien to most of us and an easy way
to “hide’. This rule was suggested by
Olle Jonsson. ©

Why

Unless played in jest or ironically, this
game is most likely going to be pretty
harsh. It was written to be pretty damn
harsh to play and it sure was very harsh
to write. As I write this, I have still not
decided whether I can attach my name to
this, or publish it at all.

I have several itches I am scratching
with this game. For one, a thing that

has been severely bugging me the last
couple of years is that it seems nearly
impossible to get convicted for rape
or gang rape, at least in contemporary
Sweden.

To drive this point home, if the issue ac-
tually arises, and this is another point of
the game, the game should have been
harsh until that point.

Additionally, and naturally, the game is
also about admitting that we all have
the capacity to fjantasise about these
things. And just maybe, or so I imagine,
you might find nuances of things in here

that actually turns you on. For some,
control can be a great turn-on. \atu-
rally, I am only saying this to raise the
stakes of playing.

Going back to Sweden, possibly as a
consequence of the lack of convictions,
we hear the word rape in the news often
enough for us to stop taking it in any-
more. Rape is fast becoming a four letter
word. And it sure as hell ain’t.

On a designer note, I am also interested
in the mechanics of the peer pressure
situation, and pushing your limits as a
player. And doing this completely openly.
In these respects, I think this game is
doing a pretty good job.

Last, I am also commenting on how little
protection “‘no touching’’ rule, and to
stir the game design pot if only so little.
I’m sure this game isn’t the first in its
kind. The entire game, the rape in par-
ticular, can be played without touching,
for whatever reason.

But it wont save you. ©




Fiat-systemet

Fiat systemets grund|zggende praemis er,
at andre spillere kontrollerer din karak-
ters falelser og handlinger. Det har tre
grundlzggende pramisser:

* Gerningsmandene har magt over
kvindens krop 0g opfersel

Kvinden har magten over voldtagts-
mendenes opforsel oo jelelser

Alt som en anden bestemmer for dig,
skal du aceeptere 00 bygge videre
pd, 0gsa selvom det drejer sog om
darlig brug af fiat (se nedenfor).

Gerningsmaendene bestemmer alt
vedrgrende selve voldtazaten = hvad de
gdr. hvad der sker i hende, rent fysisk,
hvordan hun reagerer. Et ekstremt til-
faelde kunne vaere: " Langsomt begynder
din krop at reagere pa indtrangningen®.
Dette er korrekt fiat da der fortaelles
hvordan kroppen reagerer. Et eksempel
pa forkert fiat er: ' Du foler ubehag”,
gller “Langsomt begynder du at fgle
lysten stige”. Det handler om ikkeat for-

Scenariebogen
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talle falelser, men
reaktioner.

Kvinden bestemmer

hvorledes voldtzgts-

mandene agerer

indbyrdes under

celve akten - bliver

der “highfivet”,

hujet, rabt, slast etc.

Kvinden ma ogsa

tilfdje detaljer til

det der allerede er

fortalt af gernings-

mandene. Et eksempel kunne vaere:”Du
river mig haret” eller *Du spytter mig i
ansigtet”.

| modsaetning til voldtasegtsmaendene
kan kvinden bestemme hvordan de
foler.

Det er vigtigt at dette ikke fgrer til
magttab — eksempelvis: “Du har ikke
lyst™ eller “Du kan ikke”. Derimod kan
det sagtens vaere: " Du vil egentlig ikke,
men da du farst kommer igang sa..."
Grundlzeggende handler det om at

gerningsmaendene
far gennem deres
handlinger far
kvinden til at fale
5ig VEerre 0g veerre
tilpas, og at kvin-
den udfra deres
handlinger fortzel-
ler deres falelser,
ved hele tiden at
kommentere.

Hvis alle spil-

lerne er parat til
at give 100% — og det er mit hab at
de er det = kan man give de forskellige
gerningsmaend magt til at fortaelle de
andres handlinger. Dette vil forstaerke
gruppepresset i situationen, hvilket vil
forgge intensiteten og dermed udbyttet.
Men var hele tiden opmarksom pa, at
det er kvinden der har den reelle magt.
Et eksempel pa dette kunne veere at give
hende muligheden for at lukke ned for
dette tiltag. @

The Fiat System

The fiat rule system is about having
other players cantrolling the actions and
feelings of your character. There are three
basic rules in gang rape:

* The rapists have power over the
woman's bedy and behaviour

The woman has power over the rapists
behaviour and feelings

All use of fiat must be embraced
and extended, with the exception of
broken (eq. bad uses of) fiat

The rapists will decide everything about
the rape —what they do, what goes on in
the woman's mind, what it feels like, etc.
An extreme example that demonstrates
good use of fiat is “'slowly, your body
starts to respond... " Broken fiat from
the rapists’ side is taking control of the
woman's actual feelings, such as “you
are really enjoying this" etc.

The woman will decide how the rapists
behave amongst themselves during the
rape. For example, “when you get off

Gang rape

Examples of uses of Fiat
o narrates o £ what he is doing to her

me, and you get on, body
you do high-fives.”
The woman may
also add details
that capitalise and
underline what the
rapists already
brought into play.
For example, “you
grab my hair too”,
ar “the bleeding
want stop.”

the “sexual act”

her

As opposed to the men, the woman has
control over how the rapists feel. Broken
fiat in the respect is all use of power to
make the rapists fail or lose power. An
example of broken fiat in this respect is
“wou really don’t want to”, or “you can-
not get it up.” It is however often easy

to turn uses of fiat around to unbreak
themn: “you really don‘t want to, but fall
for the pressure, and once you‘ve started,
you don‘t want to stop®™ or “you can-

not get it up, but you don’t let that stop

o namrates to £ how her body reacts to

# tells & how evilfrightened/... he is
£ tells & how he is tumed on by hurting

Examples of broken fiat

o decides how £ feels

o tells the ¥ that she has an orgasm

& makes it impossible for ¢ to continue

you—you force
yourself on me
and dampen the
feeling or failure
by hitting me."” The
difference between
these should be
fairly obvious.

What this means
is that the rapists
get to make the
woman feel bad and she get to make
them feel increasingly worse by “‘cheer-
ing them on.”

If the players dare, and [ really hope they
do, the should give every rapist player
power to add to all other rapist’s behav-
iour. This will turn the chemistry amang
the rapists into a peer-pressure situa-
tion, which is interesting in itself. Make
sure the woman still has the real power,
though. Or her game will become pretty
pointless. €
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get.

Anvendelsen af fiat

Jeg regner med, at alle spillere bade
forteeller og spiller i scenariet. Ek-
sempelvis kan kvinden skrige: “/Flyt dine
hander fra mine bryster’” som en made
at forzelle hvad der lige er sket — og

det uden at bryde fortaellingen. Det er
ogsa tilladt at komme med redigerende
forhandsbemaerkninger om en scene, ek-
sempelvis: I naeste scene vil du insistere
pa at danse med mig, og da min kaereste
afviser dig smadrer du ham med en fla-
ske”, eller et simpelt: ”/Du tager mig pa
rgven i naeste scene.”

Det sidste fungerer selvfglgelig ikke sa
godt i kombiation med “’no touching”’-
regelen. @

Scenariet
Scenarier har fire liga viktige faser:

1. Introduktion og tilpasning
2. Etablering

3. Voldtegten

4. Epilog

De fire faser spilles for forskellige mader
— almnindelig planlaegning og diskus-
sion, live-lignende friformsspil, og dansk
fortaellerollespil hvor man samarbejder,
holder monologer etc.

Introduktion og tilpa-
sing

Gerningsmaendene for lov til at fastsaette
de indledende rammer for scenariet, og
far lov til at fortzelle hvordan de har
oplevet offerets opfgrsel frem til selve
akten. Det kan for eksempel vaere pa

en natklub hvor kvinden har opfgrt sig

(i deres verden) flirtende/provokerende
eller noget i den stil. Man kan forestille
sig en situation hvor hun har sat sig pa

skgdet af en af dem, eller sagar har givet
en lapdance. Det kan ogsa vere en lille
fest pa et kollegieveerelse hvor kvinden
besgger en veninde.

Efter at gerningsmandene har introduce-
ret settingen er det nu kvindens tur. Hun
far lov til at fortelle hvor, hvorndar og
hvordan det ender ud i den frygte-
lige forbrydelse. Det kan vare at hun
efter at have afvist dem bliver slaebt skri-
gende ud pa kolllegiets toiletter, eller hun
er faldet i sgvn pa en seng under festen.

Thorbidrn Fritzon bemaerker at det er
vigtigt at denne fase ikke bliver for
kort, da den er fundamental i fastseet-
telsen af rammerne for resten af scena-
riet. Nogen af de scener der diskuteres

i denne fase kan veere for staerke til at
spille — i sa fald skal man blot undlade
det. Det vi skal holde os jor oje er, at
muligheden er der. ©®

Gang rape

L

Using Fiat

I expect that players will both narrate
and play the use of fiat in the game.
With play, I mean act out, not just using
their voices, but their entire bodies. For
example, the woman can say “‘Get your
damn hands off of my breasts’” as a way
of deciding that that’s what the male
player just did, without breaking charac-
ter. You can also do quick comments
that interrupt the flow of the game mo-
mentarily: “In the next scene, you’ll insist
on dancing with me and start throwing
punches at my boyfriend for not allowing
you to cut in.” Or concise: “You grab my
ass,”” or, for players that dare, the meta-
play instruction (player-player) “‘grab
my ass.”’

The last suggestion, naturally works less
well if you play using the “no touching”

rule. ©

The Scenario

Gang rape has four equally important
phases:

1. Setting up the game
2, Before

3. During (The Rape)
4. After

The four phases are played in different
ways: simple pre-planning, jeep-esque
larp-like playing style and narration in
the Danish forteller style with collabora-
tive narration, monologues, etc.

Setting up the Game

The rapists get to decide the initial
setting and the woman’s behaviour
towards them. For example, maybe

the game starts with a club night where
the woman is extremely flirty and at one
point even gives one of them a lap dance.
Or, the game starts as a private party in
a dorm room where the woman is visiting
a friend. Or in her home. Or in a car.

After being told the setting, the woman
gets to decide when, where and how
it all turns into a rape. For example,
after having turned the rapists down,
they drag her into the lavatories at the
back of the club kicking and scream-
ing. Or, she is very drunk and has fallen
asleep in one of the rapist’s bed in the
dorm room.

Thorbidrn makes the valid point that this
phase should not be too short. Talking
about difficult subjects knowing that you
will soon start acting them out, can be
quite a trip. You want to use this phase to
put some pressure on the yourselves. For
example, you can conjure up scenes that
you may not dare to play—the point it
not playing them, but knowing that the
potential for playing them is there.

Though this pre-planning experience may
be reminiscent of many forge games, the
role-playing hasn’t started yet. @
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Etablering

Etableringen bruges til at fa de enkelte
spillere ind i en rytme fgr afviklingen af
selve hovedscenen. Det er her vi sa smat
bevaeger os ud pa det dybe vand — og
det er her den enkelte spiller har mulig-
hed for at sige fra. Det er bade en test i
forbindelse med etablering af de enkelte
spillere, men altsa ogsa en prgve der ggr
det muligt for den enkelte spiller at sige
fra.

Etableringsfasen starter i den setting

der blev fastsat i Introduktionsfasen. Der
bgr veere en scene eller et billede fra de
tidligere diskussioner der kan give et godt
udgangspunkt. Grundlaeggende forventes
tre ting af spillerne i denne fase:

a) Patag dig din karakter b) Etabler
persongalleriet i feellesskab med de an-
dre e) Indledende traening i at anvende
fiat-systemet.

Etableringsfasen bgr for sa vidt muligt
holdes inden for de rammer Larp-tradi-
tionen giver os; altsa i en “in-character”

and og stil. Den eneste form for “out of
character’’-handling der tilskyndes er in-
put til andre spillere inden for fiat-stilen.

Denne fase ender lige fgr selve voldtaeg-

ten. @

Voldtagten

Kvinden har allerede i introduktionen

fastsat hvorledes det ender i en voldtaegt.

Ved starten af denne scene bevaeger vi
os derfor fra den traditionelle Larp-stil
henimod den danske ""fortaelle-stil”.

Under selve voldtagten vil gernings-
meaendene skiftevis sidde foran offeret.
Der er to simultane scener — en primeaer
hvor offeret sidder overfor den enkelte
gerningsmand, og en sekundaer der fore-
gar sammen med resten af spillerne. I
den primeere scene vil de to deltagende
spiller eskiftes til, at forteelle begivenhe-
dernes gang. Voltaeegtsmanden vil i denne
scene forteelle kvinden praecisthvad han
ggr ved hende; hvordan han bergrer
hende, hvad han siger etc. Bergring ma

kun forega med haenderne og kun hvis
spillerne pa forhand har aftalt at dette
er tilladt. Han ma under ingen omstaen-
digheder fortaelle noget om sit “indre
spil,”” altsa hvad han fgler eller taenker
—ej heller er det tilladt for ham at bruge
monologer. Han er beskrivende i forhold
til sine handlinger — ikke sine tanker.

Kvinden skal forholde sig passiv under
denne del. Det er tilladt for hende at ud-
dybe hans sindstilstand — altsa tanker og
fglelser. De to spillere far altsa ansvaret
for henholdsvis ydre og indre faktorer.
Disse restriktioner er indfgrt med den
tanke at der kun kan tilfgres begraenset
relevant input fra kvinden, og det kyniske
synspunkt at fortaellingen om, at hun
seetter sig til modveerge ikke kan beere
at blive fortalt i hver eneste scene.

Magtudgvede er her fx. “Jeg vender dig
om pa maven, sa du ikke kan se mig” el-
ler sadan ggr jeg med dig nu, og sadan
fdles det” eller “du kan ikke holde ud at
se mig i gjnene, sa du handterer det ved
at sla mig i ansigtet til jeg kikker vaek”.

Before

The reason for playing the before situ-
ation is to get the players into the right
frame of mind before the game starts

for real, and to give players a chance to
quit while they are ahead. Think of it as a
“practise round.”

The before situation starts in the setting
determined in the previous phase. There

is probably a good scene framing for this
scene already from the discussion above.

In this phase, the players are expected to
do three things:

a) Find and get into their characters,
b) Establish each others’ characters, and
¢) Practise the fiat rule system

The before situation should be played
relatively jeeply, i.c., acting everything
out as you would in a (symbolic) larp
with a minimum of out-of-character dis-
cussion. The only kind of out-of-character
discussion that is endorsed is input from
the players to each other using the fiat
rule system.

Gang rape

This phase continues seamlessly until the
start of the actual rape, when the game
moves to the next phase. @

During (The Rape)

The woman has decided how it all turns
into a rape. When this happens in the
game, it marks the transition into the
phase of the actual rape. The actual
rape is not played as larp, rather, we

use story-telling in the Danish forteller
style, much like in games like Once Upon
aTime.

During the gang rape, the rapists will
take turns sitting in front of the
woman. There are two simultaneous
scenes, a primary one-on-one scene with
the woman and one rapist, and a second-
ary scene with the rest of the rapists.

In the primary scene, the two players
will take turns narrating or playing
the events. The rapist will tell the woman
what he is doing to her and act towards
her. He may only touch her with his

hands (unless you use the “'no touching”
rule), whisper in her ears, etc. He may
not expose his inner play—not hold
monologues or play insides/outsides.

The woman must be still and pas-
sive in the primary scene. She may give
inner monologues, add details about the
rapist’s behaviour and importantly tell
the rapist what he feels like in this
situation.

The reason for restraining the woman

is that there is very little relevant input
that the she can do. Playing a screaming
or crying or futilely kicking person in a
number of consecutive scenes wont bring
the game anywhere.

Good uses of fiat here are for example,
“I turn you around so that you cannot
look at me”, or “'this is what I do to you
and this is how it feels,” or “you cannot
stand looking me in the eyes and you
deal with that by hitting me in the face
until T turn my face away and stops look-
ing at you.”
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fdles det” eller “du kan ikke holde ud at
se mig i gjnene, sa du handterer det ved
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The reason for playing the before situ-
ation is to get the players into the right
frame of mind before the game starts

for real, and to give players a chance to
quit while they are ahead. Think of it as a
“practise round.”

The before situation starts in the setting
determined in the previous phase. There

is probably a good scene framing for this
scene already from the discussion above.

In this phase, the players are expected to
do three things:

a) Find and get into their characters,
b) Establish each others’ characters, and
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relatively jeeply, i.c., acting everything
out as you would in a (symbolic) larp
with a minimum of out-of-character dis-
cussion. The only kind of out-of-character
discussion that is endorsed is input from
the players to each other using the fiat
rule system.
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This phase continues seamlessly until the
start of the actual rape, when the game
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During (The Rape)

The woman has decided how it all turns
into a rape. When this happens in the
game, it marks the transition into the
phase of the actual rape. The actual
rape is not played as larp, rather, we

use story-telling in the Danish forteller
style, much like in games like Once Upon
aTime.

During the gang rape, the rapists will
take turns sitting in front of the
woman. There are two simultaneous
scenes, a primary one-on-one scene with
the woman and one rapist, and a second-
ary scene with the rest of the rapists.

In the primary scene, the two players
will take turns narrating or playing
the events. The rapist will tell the woman
what he is doing to her and act towards
her. He may only touch her with his

hands (unless you use the “'no touching”
rule), whisper in her ears, etc. He may
not expose his inner play—not hold
monologues or play insides/outsides.

The woman must be still and pas-
sive in the primary scene. She may give
inner monologues, add details about the
rapist’s behaviour and importantly tell
the rapist what he feels like in this
situation.

The reason for restraining the woman

is that there is very little relevant input
that the she can do. Playing a screaming
or crying or futilely kicking person in a
number of consecutive scenes wont bring
the game anywhere.

Good uses of fiat here are for example,
“I turn you around so that you cannot
look at me”, or “'this is what I do to you
and this is how it feels,” or “you cannot
stand looking me in the eyes and you
deal with that by hitting me in the face
until T turn my face away and stops look-
ing at you.”




Det er i denne
fase helt ok at
skabe ubechag
ved hinanden.
Jo mere beskidt
og frastadende
denne scene
gdres, jo bedre,

| den sekundare

scene star de

andre gernings-

mzend i en cirkel

omkring de to

primzere spillere, De observerer og hand-
ler ud fra hvad der sker i den primeaere
scene. Det er vigtigt at de holder sig til at
reagere pa hvad der sker, men ikke selv
forsgger at skabe handlingen i den pri-
maere scene. De er velkomne til at juble,
rabe, skrige eller bare kommentere hvad
der sker i den primaere scena. Men de ma
ikke skabe handlingen.

Den primzere scene starter med, at
voldtazgtsmanden fortaller (med mulig
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Larp-interaktion),
hvad han ger. Dette
fortseetter | to mi-
nutter hvorefter
offeret forteller | et
minut. Dette gen-
tages gang pa gang.
Hvis voldtazgtsman-
den under sin fortael-
ling tgver for laenge,
forsgger at forklejne
situationens alvar
eller eksempelvist
gentager sig selv betyder det at karakte-
ren far udlgsning og derfor ma flytte sig
til fordel for en ny spiller.

Hvis spilleren tgver, undviger, er stille i
for lang tid, forsgger at nedtone situa-
tionen, eller gentager sig selv for meget
fiir rollen orgasme og kommaer.
Voldtaegtsmanden ma heller ikke bryde
ejenkontakten med kvinden med
mindre kvinden tager initiativ til det.
Hwis voldtzgtsmanden kommer bliver
han afigst af den naeste som endu ikke

har vaeret fremme. Det skal helst ske
igennem spil og gruppepres. Der er dog
visse undtagelser fra reglen; kvinden kan
invitere ham til at blive i den primare
fortzlling lidt endnu — hvad enten det er
for at faerdiggare et narrativt forlgh, eller
for at starte et nyt. Dog star det frit for
gerningsmanden at forlade fortazlling nar
som helst han gnsker det. Denne genin-
vitation kan maksimalt gentage sig tre
gange, hvorefter spilleren ma overlade sin
plads foran offeret til en ny.

Denne regel galder naturligvis ikke for
kvinden,

{Nar vi taler om reglen for at tvivie,
treekke sig eller forsgge at tone situa-
tionen ned, vil jeg naevne at jeg forsdgte
ikke at sla blikket ned eller bakke ud,

da jeq skrev det her spil. Det er et spil
uden smileys og uden noget at gemme sig
bag.)

Nar alle voldtzegtsmaendene har haft
deres primaere scene er fasen slut. &

Gang rape

000000 7 00D

Trying to gross
each other out
is akay.

For example, "it
is easy for you to
enter me, semen
from Steven is
still pouring out

Monologues and Insides/Outsides are
two pretry similar techniques to expose

the inner play. A monologue tells us about
the characters’ thoughts and feelings—the
plavers hear it but not the characters. In-
sides/Outsides are basically short, mono-
logue-like comments on what happens in
the game—my character says “What a nice
coat!” and then takes one step to the side
and says 1o herself "My God, doesn't she

also be responsible
for timing the pri-
mary scene.

The primary scene
follows a pre-defined
structure, The rapist
starts 1o marrate;
with possible

have a mirror at home?” Only the woman

of me, and acts
as a lubricant.”

is allowed to use techniques like these.

playing, for two

minutes. Then it is

Read more at jeepen.org/dict

Now that [“ve

opened this door,

aaing through it is going to be easy. But
make sure you can keep a straight face
doing this. Or you will have fucked the
game up. Literally.

In the secondary scene, the idle
rapists stand in a ring around the
two players in the primary scene. They
observe and act towards the actions of

the others, specifically the primary scene,

For example, players in the second-

ary scene might cheer the player in the
primary scene on, and not talk so much
amongst themselves. One idle player will

the woman's turn for
one minute. This
is then repeated over and over. During
a narration, if the a player hesitates, is
quiet for too long, or tries to downplay
the situation or repeats himselffherself
too much, the player's character
comes. Additionally, the rapists must not
break eye contact with the woman.

If the rapist comes, he must return to
the secondary scene and be replaced
by the next rapist unless the woman
invites him to stay on in her narration
[for example to hit her, or because he

is to drunk to realise it so he keeps on

going). The rapist stays in the primary
scene until he comes. This can either
happen through the rule above, or, after
the third iteration, by fiat or player
choice. There is mo limits to how many
times the woman can come, A rapist that
stays on after ejaculation (by invitation,
as per above) is free to leave whenev-
er and can still come a second time after
which he must leave.

0On a meta-note, | tried hard not to come
when writing this—that is T tried hard
riot to back down from making this game
less scary at any point. This is a game
without smileys or covers to duck behind.

When all rapists have had primary
scenes, the gang rape is over, and the
scenario moves an to the next phase. ©
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Epilog

Kvinden forteeller hvad gerningsmaende-
ne ggr efter vodtaegten. Kgrer de hende
et sted hen og smider hende af, sender de
hende graedende ud pa kollegiets mgrke
gange — og gar de ud i byen og far sig
nogle ¢1? Kvinden ma i dette tilfaelde
ogsa forteelle om de overvejelser de en-
kelte voldtaegtsmend efterfglgende har.

Om det fgles rigtigt bgr du spille nogle af
de efterfglgende scener ud. Jonas Harild,
som har sagt at han synes det er okay at
kgre pa Fastaval 2008, hvis jeg sendte
det ind, papeger at epilogen bgr veere i
linie med resten af spillet, og at man her
har uanede muligheder. Faktisk kan man
gennemga resten af kvindens liv, hvis
man vil. Men hold det kort.

Kvinden skall ogsa jorteelle hvad
hun ger efterjolgende: hvordan har
hun det, fortaeller hun det til nogen, mel-
der hun dem til politiet etc. Hvis ikke hun
politianmelder stopper scenariet her.

Skulle spilleren veelge at politianmelde
skal spillerne huske pa, at gernings-
mandene kun kan dgmmes for ting de
har gjort i fase 2. Sker dette er tilladt
for hver enkelt af gerningsmaendene at
komme med én saetning der skal haevde

deres uskyld — hverken mere eller mindre.

Herefter slutter scenariet endegyldigt. @

Mind fuck

Et interessant eksperiment i spillergrup-
pen vil vaere hvorvidt spiloplevelsen vil
divergere alt efter om de deltagende har
faet tilfredsstillet deres egne behov inden
for den sidste uges tid, eller om de har
vaeret ramt af “"tgrke’ op til afviklingen.

1)

Musik

Jeg vil bede om at der ikke anvendes
musik efter fase 2. Det vil pavirke den
enkelte spillers fglelser for meget — hvil-
ket jeg netop haber pa, at deres hand-
linger vil ggre. En eventuel anvendelse
af musik kunne veaere at lade hver af
gerningsmandene bruge et stykke musik
til at beskrive deres overgreb. Dette ma
imidlertid allerede ggres i fase 1. @

After

In the aftermath, the woman narrates
what the rapists do ajterwards. This
may or may not lead to actual jeepish
playing. For example, the rapists drive
her somewhere and let chuck her out of
the car at some random intersection. Or
maybe the rapists go out for beers and
club dancing as if nothing had happened.
Or something else. The woman may invite
rapists to feel regret, panic, etc., if she
wants to.

If it seems to fit, [ encourage you to

act some of the aftermath scenes out.
Jonas, who would let me run this game at
Fastaval 2008 would I submit it, points
out that the aftermath must really be in
level with the rest of the game, and that
everything is possible here—you can re-
ally go through the rest of the woman’s
life if you want. But it is probably best
to keep any strict narration reason-
ably short.

Last, the woman also gets to nar-
rate what she does next. How does she
feel, does she tell anyone, does she press
charges, etc.? Unless things for some
reason go to court, the game ends here.

Remember that if charged, rapists can
only be convicted for things taking place
in the game’s second phase. If things do
go to court, the rapists are allowed one
statement which swears them free before
the game finally ends. The woman must
shut up at this point. @

Mind Fuck

Players that dare to experiment might
want to ponder over whether the game
is best played with players that have ab-
stained themselves from sexual relations
for say a week or two, or players that
have relieved themselves from all such
tension just before the game starts. @

Music

I would like to urge you not to use
music during the rape and after.

It will affect the players’ feelings too
much—which exactly what I want their
actions to do.

If you insist, a reasonable use of music
during the rape is to let every rapist play
background music as a metaphor for
what he is doing to the woman. Every
rapist will have his own musical theme
describing his assault. Finding that mu-
sic is then an additional task when
setting up the game. (1)
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Voldtaget

Roller

Hvilke karakterer der er med i scenariet
defineres i fase 1. Det vil vare nyttigt i
forhindelse med rammediskussionen at
fastlagge et persongalleri, og inden for
denne kan hver enkelt spiller sa skrive
et par noter om hvem de er. Det er et

bevidst valg ikke at skrive karakterer. Jag
gnsker at undga serketyper og at enkelte

personer bliver personifiseringer af en
karaktertype. Et givent karaktertrak
kan sagtens ga igen ved flere af ger-

ningsmandene — faktisk har de nok flere

tilfalles.

i

Feedback

Feedback til spillet er varmt velkommen.
Vi er allerede klar over at vi er syge i he-
vedet, sa der er ingen grund til at sende
en mail, hvis det er det eneste man har at
sige. Og nar jeg siger “vi”, sa mener jeg
maske ogsa Thorbidrn Fritzon, som gay
uvurderlig support gennem at, hver gang
jea beskrey en regel, lo og sagde “Man,
that's sweet! "

Modena, Chicago O'Hare |ufthavn og
internationalt luftrum, september 2007.

<[;1f &s f})ﬂa 3&»{

Tobias Wrigstad
tohias@jeepen.ory

11213

Characters

What characters you play are pretty
much determined in the first phase.
Briefly discuss how the rapists know
each other, etc., plus who the woman is.
Jotting down a few words on a piece of
paper might be a good idea, but [ have

It is mot allowed to create characters
that try 1o make excuses for or paint a
background as to why the character
becomes a rapist. That's not what the
scenario is about.

made the conscious choice, not to have
written characters. Partially because it
controls too much in this kind of
game, but also because [ don’t want to
provide any more abselution for the
players' actions than | already have.

But please, avoid clichés like “The
Leader”, “The Coward”, “The Sadist”,

etc. On the other hand, playing yourselves

Gang rape

e/
5.6.7

Feedback

Comments and criticism for this game

is very welcome. We are already quite
clear on the fact that we are sick fucks,
so there is no need to write only to point
that out. And when [ say we, | mean
myself, and probably also Thorbidrn, who
provided invaluable support while | was
writing this game by, whenever | would
describe a rule, either laughing or saying
“Man, that’s sweet!”

Modena, Chicago’s O'Hare airport and
international airspace, September 2007

q:{oﬁts 0)!‘35&*4

Tobias Wrigstad
toblas@jeepen.org

in the setting where you are playing (like
my play testers did) is prabably too much
on the other end. As is playing an ex. @




Scenariebogen

—

Voldtaget. — Spillerguide

Fiat-systemet

5" har magt over 2°s krop og opfgrsel
F har magt over &5 fialelser og opforsel

Sig ja til og spind videre pa god anvendelse af fiat
{sely o har magt over hinandens opfarsel)

Regler for at spille med

Alle spillere skal have laest hele scenariet
Spille serigst og wden undsky ldninger
Der er ingen spilleder

Maend kan spllle kvindelige karakterer og omvwendt

Spilleregler

£ "kender” minimum en af S
o kan kun straffes for handlinger beodet | fase 2
Kun s spillere kan sla 2 Thjel

Scenariet ma og skal forega | en setting som alle
Spilfl}r(‘.' kan relatere Gl

1. Introduktion

Y fastsaeiter rammen og ¥ opforsel op t
forbrydelsen

£ bestermmer hvorndr det udvikler sig til en
voldt 2gt

Brug kort tid pa at definere persongalleriet — dette
efter ramme/setting er fastlagt

Brainstorm over mulige scener der kan spilles, og
hvardan scenariet kan wdvikle sig

2. Etablering

Spil sceneme op til valdtaegten

Spillerne har kontrol over deres egne karakterer
med undiagelse af at en anden spiller - vha. de i

Fiat indoygoede mekanismer = fortaellerdikterer
noget andet

2 bruger Fiat til at fortaellebeskrive falelser og
opfprsel

e fortzllerfeskriver $'s opfarsal og reaktion —
ikke folelser,

3. Voldtagten

% og een & sidder | midten mens de andre JE
star i en cirkel omkring dem

& fortallertepiller | 2 minutter. hvor han
forta!ler hvad han gor ved £, hvordan %5 krop
reagerer. Den der lige har vaered fortaeller tager
tid. Den der forst tager tid er den sidste mand ved
offeret.

2 fortzller 1 minut — hvad faler hun, hvad
tanker hun - hvad foler manden nar handler som
han gar

Scenen gentages maksimalt tre gange, gjenkontakt
er pabudt — hvis en spiller tgver, eller pa nogen
miade viser svaghed kommer han, og skiftes ud.

Efter argasme skiftes o ud - dette med mindre ¥
tilbyder harm at blive lidt endri,

4. Epilog

2 besternmer hvad o%" gar efter voldtagten; ger
de noget med hende, drikker de videre i byen etc.

2 bestemmer hvad hun ger efterfolgende; gdr hun
til sin familie, politiet etc.

Gang rape

Gang rape. — Aid for Players

The Fiat System

&% have power over £'s bady and behaviour
% has power over oB"s feelings and behaviour
embrace and extend all uses of fiat

{opt. " have power over each athers’ behaviour)

Rules for Playing

All players must have read the entire scenario text
The game must be played seriously
Mo game master

Men can play female characters and vice versa

Rules for the Game

£ "knows" at least one of the &
oo can anly be convicted for before-actions
Only the % player can let the 2 die

Only settings that all players can relate to

1. Setting up the Game

& determines the setting and the #s behaviour
towards them during the evening/day/...

% determines how and when it all turns into a rape
Ponder the characters briefly

Brainstorm about possible scenes and passible
ways the game might develep in

2. Before (To be played jeeply)
Play everything up to the rape

The players have power over their own characters
unless someone gives them an order by virtue of the
fiat system

2 uses the fial system to control the rapists feel-
ings and behaviours

ot controls the woman's behaviour

3. During (Played as below)

2 and ene & in the middle, the rest of the &% ina
circle around them

o plays for 2 minutes—tells what he does to her,
how her body behaves and reacts, whispers, touches
the ¥ etc. The & who were just with the ¥ keeps
track of the time. The first o to take time goes last,

7 plays 1 minute —inner monologees, what the &
does, how the o feels, ete.

The scene between the £ and the o is played 3
times, & might not break eye contact with the 2

If a player "backs dewn'', hishér character comes

o is swapped for another after orgasm— is allowed
to leave on own or £ initiative after 3 times of 2
min. rounds interleaved by 1 min. rounds by the §

4. After (Narr. or played jeeply)

2 decides what ot" does after the rape, if they do
anything with &, etc.

2 decides what she does afterwards, if she tells
anyone about the rape, informs the police, etc.




