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Introduction

Matador is a social realist scenario, set in the living room of an archetypal
family, during a game of monopoly (in danish, the game is called Matador, so
that’s what we’ll use for the rest of the text). Exactly 4 players take the roles as
Mom, Dad, Teenager and Youngest Child, each playing an entirely normal game
of Matador through 3 acts, each slowly pulling up the emotional intensity. The
scenario only uses a table, the character sheets and a modified game of matador,
where the Chance cards are re-written. For clarity in the rest of the text, we’ll
use ‘Matador’ with a capital M to refer to the scenario, and ‘matador’ with a

lowercase m to refer to the meta-technical board game.

TNLER

YOUNGEST

The scenario starts with a workshop where the players collectively build the 4

characters, after which play begins by setting up the board game.

During the scenario, as the players draw chance cards, they will play
scene-prompts for both flashbacks and flashforwards, that provide insight into

the background and future of each of the characters, inside and outside the



family. The story always returns to the central game of matador, though, with

one golden rule for the entire scenario; You can’t stop playing matador.

The Game Master

The game master has three tasks; leading the initial workshop, knowing the
rules of the board game matador, and ending the scenario if the family is about

to fall apart.

During play, the game master will play one of the four characters and play
alongside the other players, with only that last task in mind -the family must
always remain a family, and if it’s looking as if they won'’t get intact through

Matador, the game master can and should activate the end of the game early.

Structure

The game begins with an introductory workshop, where each player helps
create the family’s 4 characters. After the workshop, the players set up the
scenario while listening to a piece of music. (Fish in a Birdcage - Long Way From
Home)

Everything after that is a part of the same structure, that will continue until the
game ends. In that structure, the players play matador until a chance card is
drawn. At that point, the game pauses and the player whose character drew it
reads its scene-prompt aloud. The player who drew it chooses how they set the

scene, who's in it, and when they cut it by saying “Cut”.

The scenario can end in one of three ways: if a player manages to win the game
of matador, if the game master places the ‘End of Game’ card on the top of the
chance deck and it’s drawn, or if the players get all the way through every

chance card in the game.


https://www.youtube.com/watch?v=dRPZk6rJbcE

Feel and Narrative

Matador is a social realist drama-scenario. The game is about an archetypal
family whose members either find comfort in such a family’s roles and
expectations, or try to challenge them in each their own way. The scenario is
very much about living in the uncomfortable - in the small moments where the
silence is absolute and where you're caught by the norms and expectations of

your role and situation.

In those moments it can be extremely tempting to break out - to crack a joke or
otherwise break the chokehold of the Family. The writer’s clear message is this;
don’t. Stay in the moment. Let yourself be held captive by an extremely bad

board game and by the family, your character after all loves. Awkwardness and

long silences are a part of the experience, and the intention is that meaning can
be still be found in both.

Introductory Workshop

Matadors’s workshop has 4 parts.
In the first, the game master goes through the scenario’s safety mechanics and

meta-techniques, and content boundaries are discussed. (see Part 1 below).

Hereafter the game master introduces the structure of the scenario and the
feel-guidelines with the players, and asks a few questions about the group’s

desired level of seriousness and dramatic intensity (see Part 2 below).

After the questions, character creation begins. In the scenario box are 4
character sheets, each with 7 associated character trait-cards. Each trait-card is
double-sided, with roughly opposing traits on each side. One after the other
around the table, each player in turn assigns one trait-card of their choice to a
character until that character has 4. Then the players repeat the process for the
next, and so on. Three trait-cards for each character won’t be used for the game.

Finally, eahc player chooses a character to play. The game master picks last.



Part 1 - Safety and Meta-techniques

Read aloud or summarize the following text:

“Matador can be an emotionally intense and vulnerable scenario. At any time, anyone can
stop the game by saying ‘Stop the Game’, or just by clearly breaking character. When the
game is stopped, find out if everyone is okay, and what’s needed before play can resume. If a

player needs to leave the game, that’s also always okay.”

Discuss -What are each players boundaries during a scenario? Is everyone fine
with being yelled at? Touched - and if so, where? Is there anything to avoid -
swearing at someone, calling them by specific names, or commenting on

specific traits?

Also discuss thematic boundaries and content boundaries, as the game’s themes
are partially found emergently during the game. Give space for each player to
set boundaries freely - either as hard boundaries that won'’t be discussed at all
during the game, or as soft boundaries that can be present, but notin a

thematically load-bearing position, and not deeply explored.

Afterwards, read aloud or summarize the following:

“During the game the golden rule is that you can never stop playing matador, unless in the
middle of a flashback or flashforward. If one or more players forget this fact, everyone can
always bring the game back on track by saying ‘It’s your turn’ to the character whose turn it

is to set the game back on track.”

Part 2 - Structure and Feel

Present the structure of the scenario, including the following:

I. Character creation and selection (Shortly, explained in detail later)
2. Setting up the game

3. The central scene: Matador (the board game)

4.Chance cards and scenes

5. End of the game.



Remember to present the scenario’s 3 acts (seen below), and to describe the
mechanic where the game master places the ‘End of Game’ card on top of the

chance card deck.

Read aloud or summarize the following:

“Matador is a social realist drama-scenario. The game is about an archetypal family whose
members either find comfort in such a family’s roles and expectations, or try to challenge
them in each their own way. The scenario is very much about living in the uncomfortable -
in the small moments where the silence is absolute and where you're caught by the norms
and expectations of your role and situation. In those moments it can be extremely tempting
to break out - to crack a joke or otherwise break the chokehold of the Family. The writer’s
clear message is this; don’t. Stay in the moment. Let yourself be held captive by an extremely
bad board game and by the family, your character after all loves. Awkwardness and long
silences are a part of the experience, and the intention is that meaning can be still be found in
both.”

Afterwards, discuss - How serious a game is each player looking for? Are there
limits for how dramatically intense a game, every player wants to play? If

players disagree, how do you seek a compromise?

Part 3 - Character Creation

Put the 4 character sheets out on the table, afterwards, place the 7 character
trait cards around their associated character, and show each player that they’re

double-sided, with roughly opposing traits on each side.

Present the following structure:

Each player in turn chooses a trait that they feel resonate with them for a
character in the family - f.x. Dad. Here, both sides of the 7 trait-cards with ‘Dad’
on them are available. A choice could be made because it’s interesting, or
because it matches or doesn’t match the archetypal image of the character. When
you've picked a trait, attach it to one of the four slots on the sheet with a bit of

tack. The game master selects the first trait, starting with Dad. Going clockwise



around the table, each other player then also picks a trait for Dad, one at a time.
Continue until everyone has picked, and Dad as a result has 4 traits.
Move on to Mom, now starting with the player who was last to pick in the last

round. Afterwards, continue to the Teenager, and then to the Youngest Child.

When every character has 4 assigned traits, you're ready to move on to the

workshop’s fourth part.

Part 4 - Choosing Characters

In an open dialogue, ask each player what character they’d most like to play at
this point. It’s a good idea to also discuss secondary choices if more than one
player wants to play the same character. The game master should do their best
to mediate and create a situation where no player ends up with a character they

really don’t want to play.

To ensure that every player ends up with a character they’re excited to play, you
can re-do single character’s creation process, to try to create a version of the

character that fits its player better.

When everyone has selected a character, each player should write in a first
name for their character. The Teenager and Youngest Child should also pick a
gender at this point. (Mom and Dad are already feminine and masculine,

respectively.)

Part 5 - Scene Bootcamp

When each character has a name, the group plays through 3 introductory
scenes, that both set the structure for the act of setting up a scene, as well as give

space for the character’s basic relationships to play out.

For the workshop, the game master draws a specific chance card from the pile,

and sets up the scene described on it. Afterwards, either all 4 players, or 2



specific ones, play out the scene - here, the game master has the power to say
‘Cut’ to end the scene. There are three scenes to be played out in that fashion -

ideally, in the order laid out below.

Each scene shouldn’t take much longer than 5 minutes, and should focus on
building the characters relationships - f.x. How do mom and dad talk to one
another, both in private and in front of the kids? How do the kids feel about

spending time together?

The 3 specific scenes are:

SCENE:The family are sitting at the table and eating dinner.

SCENE: The Youngest and the Teenager are home alone one weekend.
SCENE: Mom and Dad are in the car on their way to the bank.

Part 6 - Going ingame

Set up the table so the character sheets aren’t in the way, and set matador (the

board game) in the middle of the game. Read aloud the text for Act 1 and set the

card for it to the side, visible to everyone.

Everyone helps set up the game components in silence as the game master plays
a piece of music. (Fish in a Birdcage - Long Way From Home). Use a phone for this, or
a speaker if you have it.

When the song is done, the players are in-character and the scenario has
started! If you didn’'t manage to set up the full game before the song ended, just

set up the rest in character!

Characters

Matador is all about the four characters that make up the family. Each character
isin large part formed by the four traits assigned to them in the creation
workshop, but mention to the players that they can use archetypes from media
and stories to inspire their play as well.

The game is very much about leaning into the stereotypes or challenging their

boundaries, rather than just bypassing them from the very beginning.


https://www.youtube.com/watch?v=dRPZk6rJbcE

Dad

Dar can be anywhere from 30-50 years old, and is probably one of the family’s

caretakers, if not the only one.

Possible traits:
Ambitious
Loving
Combative
Temperamental
Loud

Funny
‘Hands-off’

Mom

or

or

or

or

or

or

or

Unambitious
Distant
Mediator
Relaxed
Quiet
Serious

Protective

Mom can be anywhere from 30-50 years old, and is probably the family’s

emotional core, for good and for bad.

Possible traits:
Ambitious
Loving
Combative
Unstable
Nervous

Open
‘Hands-off’

Teenager

or

or

or

or

or

or

or

Unambitious
Distant
Mediator
Stable
Carefree
Controlled

Protective

The Teenager is anywhere from 14-18, and is finding themselves and their place

in life. Their developing relationship with their parents is probably important

to them, whether they want to admit it or not.

Possible traits:

10



Nervous or Carefree

Open or Controlled
Needy or Independent
Social or Antisocial
Rebellious or Conventional
Engaged or Distant
Energetic or Lazy
Youngest Child

The Youngest Child is anywhere from 10-12 years old, and is on the way from
childhood to their teens. Their relationship with their older sibling is probably

very meaningful to them.

Possible traits:

Energetic or Lazy
Curious or Uninterested
Needy or Independent
Social or Antisocial
Nightmare child or Dream child
Engaged or Distant
Sporty or Nerdy

The Game

Matador is a scenario with a core scene at its heart - the family board game
night around the table with matador. When a player draws a chance card, the
board game briefly stops, and instead the players play out a scene that gives
context to the family, either in the form of a flashback or a flashforward. After
such a scene, the players always return to the core scene, picking up where they
left off.

The Scenario has 3 Acts, and starts off in Act 1. Twice during the game, a

chance-card will be played that moves the game into the next Act. Each Act has

11



a maximum conflict-level, that sets the limits for how obvious and how
surface-level, the conflict can be during that act..

The scenario ends either if a player actually manages to win the game of
matador, or if a player draws an ‘End of Game’ card - either the one on the

bottom of the pile, or the one the game master can place on top.

The Board Game

The board game - The actual game of matador - plays a central role in the
scenario, both practically and thematically. However, the boardgames rules are
not ‘holy’ for the scenario. It is very much allowed for a character to cheat or

break the rules of the game if this makes sense.

Feel free to use the rules of the boardgame to check a rule. The parts of the
boardgame are part of the narrative, and this includes everything from the box,
to the rules and cards. The only thing that is not in-game for the characters is

the modified text on the chance cards.

When the game is set up, feel free to follow the board games setup instructions
in the rules, but DO NOT MIX THE CHANCE CARDS. If this should happen,
you will need to sort the entire deck of cards in the order of the small number in

the upper right corner of each card.

Scenes

A character draws a chance card, when they land on a chance card space during
their turn. Most of the time a scene will be described on the card which the
player has to read out loud, and afterwards the player themself will flesh out
this scene and describe the framing of it. The player may choose who is in the
scene and has the power to finish the scene by saying 'Cut’, when they feel the

scene has been played out.

12



It is perfectly fine to set up a scene with characters who are not a part of the
family, as long as a player is okay with playing this new character for the
duration of the scene. But be aware of using the same external character

multiple times. The game is about the nuclear family, and not about Uncle John.

To return to the framing scene after the player has said ‘Cut’, the player who
drew the chance card reads out loud the boardgame mechanical effect of the

card (The text in cursive under the line), and the family continues the game.

Act1

The Act 1 card is put besides the game board right before the scenario starts,
such that everyone can see it.

Read the following out loud:

“All conflicts should be subtext in Act 1. The characters shouldn’t ask too many questions
about the idea of playing a game of matador together, and if they do, it might be the
Teenager who mentions that they would rather be out with their friends. If someone gets
into deeper topics of conversation, or topics of conflict, it should be expected to be brushed off
with a quick comment such as ‘Come on, right now we’re playing. or ‘Let’s talk about this
later’. The chance cards of Act 1 should be about getting to know you as a family and setting
up the characters. Does the teenager have a hobby ? How rich is the family ? Where does

mom work?”

Act 2

When the Act 2 c’-chance card is drawn, it is laid upon the ‘Act I’, and the
scenario is now in Act 2. Pause the game, and read the following out loud:

“The conflicts of the family are allowed to start surfacing In Act 2. Both conflicts from
within the game of monopoly, but also conflicts from other parts of the family life. The
conflicts of Act 2 should be finished off, pushed away or brushed away for now, probably by
either Mom or Dad.

13



The chance card scenes of Act 2 may very well add more conflicts, worries or secrets into the
characters lives. Is the Youngest Child having a hard time in school? Is the Teenager too late

out with their friends ? Is Dad about to have a breakdown from stress?”

Akt 3

When the ‘Act 3’-chance card is drawn, it is laid upon the Act 2’ card and the scenario is
now in Act 3. Read out loud the following:

“The conflicts of Act 3 may be fully on the surface and the disagreements are obvious for all.
Remember to not stop playing matador - even if this means it becomes a game of anger
where everyone is more engaged in the conversation than the game. This is okay.

In Act 3 the chance card scenes may support the narrative of the conflicts, be flash forwards
that tell us about the aftermath of the different problems of the familys life. It could also, as
a contrast, be scenes filled with love and warmth, where the bonds of the family were

strongest.”

Ending the game

In the very bottom of the stack is there a “End the game” card. If the game
continues until the card is drawn, the scenario is over. The scenario also ends if
a character actually manages to win the board game of matador.

The scenario can also end if the game leader during the scenario feels like the
family is collapsing on such a fundamental level that it is almost impossible to
save the family's relations to each other. The game leader can in this case take
the other “End the game” card from the box of the game, and very clearly place
it on the top of the chance card deck. The game also ends when this card is
drawn.

When the game ends, the game leader again playes the intro song (Fish in a
Birdcage - Long Way From Home).

14


https://www.youtube.com/watch?v=dRPZk6rJbcE

Meta-Game

Matador is a roleplaying scenario where neither the game leader or any
individual player ever has particularly much control of what happens in the
game. This can lead to some issues. My clear recommendation for many of those
issues, if they happen during the game, is the same: It’s okay, let the story play

out as it wants to.

To take an example, can the random nature of chance cards and dice rolls mean
that you draw a lot of cards in a row, or that you don’t draw any for a very long
time. The pacing will probably feel off if this happens, but just lean into it: If you
are stuck in a game of matador for 45 minutes without a chance card, you've just
experienced more of one part of the scenario rather than another one. You will

have a unique experience no matter what.

After the game - Debrief

Matador can be an emotionally intense scenario, and even if no players had to
use the safety mechanics during the game, it is also the type of scenario, where
it can feel like there is no proper ending to the story that brings you from the
characters and back to yourself again.

The most important thing is that everyone is okay. Maybe someone needs a
toilet break or a glass of water, and if someone needs to leave the game room
quickly after the scenario, this is okay.

Debriefing is always a very individual thing. Many could need to give the other
players a hug, share an anecdote about the game experience or to just sit and
chat for a bit. Give the proper space for it, and maybe share a war story or two to

create a safe space.

I5



Cheat Sheet - Players

MATADCR

CHEAT SHEET
Key Phrases

"STOP THE GAME" - Safety mechanic.
Pauses the scenario.

"It's your turn." - Metatechnique. Puts
focus back onto the board game.

Acts - keywords

Act 1 - Subtext, Framing the
narrative, Low level of conflict.

Act 2 - Brief conflicts, Patchwork
Act 3 - Returning conflicts,

Emotional intensity. Get to the core
of the conflicts.

solutions, Deepening the nerrative.

YOU CANNOT STOP
PLAYING MATADOR.

16



Appendix - printing single sided

Here in the end is an overview of the components of the scenario and an

alternative way of playing the scenario after your first time through.

Character Sheets and Traits

MOM

DAD
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TEENAGER

YOUNGEST

THE REST OF APPENDIX SHOULD BE PRINTED

DOUBLESIDED
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 MOM MOM MOM MOM
Stable Mediator Distant Unambitious
DAD MoM Mo Mo
Relaxed Protective | Controlled | Carefree
DAD DAD DAD DAD
Quiet Mediator Distant Unambitious
TRENAGER TEENAGER DAD DAD
Carefree Controlled | Protective Serious
TEENAGER TEENAGER TEENAGER TEENAGER
Distant Conventional | Antisocial |Independent

20
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| YOUNGEST YOUNGEST YOUNGEST YOUNGEST
Antisocial | Independent | Uninterested Lazy

YOUNGEST YOUNGEST YOUNGEST TEENAGER
Distant Nerdy Dream child Lazy
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is out together,
and you just want
to go home.

Your taxes are
revised. Take
3000kr from the
bank.

' MATADOR .l

angry, and say
somethin

you
shouldn't

ave.

Move to Free
Parking. If you
ass "START",
take 4000kr. from
the bank.

I MATADOR .I

INTRO INTRO INTRO 3
SCENE: The YgﬁﬁNE'sggﬁd SCENE: Mom and SCENE: You and
Family is eating Teeng or are Dad are in the a family
dinner all e P T e car, on the way member are out
together. weekend. to the bank. shopping.
Miraculously, you're
gettin,g paid back for a
collective expense
immediately. Everyone
pays you 500kr.
I MATADOR .I . MATADOR .I i MATADOR .l I MATADOR .I
SCENE: You're sick, °| | SCENE: The Family* SCENE: A Family ' SCENE: The
and it's keeping the is in the car, on member is in the Family arein a
Family from the way to a hospital, and the train, going out
something larger family rest of the family » 80INg
everyone was gathering are visiting. on vacation.
excited for.
You' ' Move to the next It's your
Move to "START"! to;e"},fgfg’ gg}tgy Utility. If you pass birthday. Each
Each player pays "START", take player pays you
you 500kr. 4000kr. 200kr.
i MATADOR .I I MATADOR .I I MATADOR 'I i MATADOR .I
£ SCENE: You're 13 SCENE: It's your ° ok
SCENE: The Family 9 SCENE: A

birthday, and the

Family is having
breakfast
together.

You won at lotto.
Take 500kr.
from the bank.

I MATADOR .I

moment you're
still ashamed
of to this day.

Move back
three spaces.

i MATADOR .I

12
SCENE: You and a
Family member are
at school, before a
Parent-Teacher
conference.

Move to Visiting
Jail. If you pass
"START", do NOT
collect 4000kr.

I MATADOR .I

SCENE: Two other 13

Family members are
talking about you
while they don't
think you're
listening.

You ran a red
light. Pay 1000kr.
as a fine.

' MATADOR .I

10

SCENE: A Family
member asks
you: "Why are
you crying?"

You've sold some
old furniture.
Take 1000kr.

from the bank.

. MATADOR .I

SCENE: You win 2

at one of the
family board
game nights.

You bet on the
right horse. Take
1000kr. from the

bank.

' MATADOR .I
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SCENE: You say16
something to a
family member
they'll never ever
forget.

Pay your car
insurance - 1000kr.

i MATADOR .I

END OF
GAME.

i MATADOR .l

END OF
GAME.

5

¢ 1OV

i MATADOR .I

11

MATADOR

[SLJV

i MATADOR .l

L LDV

MATADOR
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Alternative Game

After the first playthough, would a pain loving player perhaps feel like playing
again. To not play the exact same scenes in the exact same order, the blank cards
amongst the components can be used to writing your own prompts.
Furthermore is it recommended that you DON'T put the chance card deck in the
order of the numbers, if you are playing Matador outside of Fastaval. You could
instead put the Act-cards or End the game cards away, mix the rest and then put
Act 2 as card #5, Act 3 as card #11 and end the Game as the bottom as number

#17.

Thank you for reading my scenario!Il hope you enjoy the game!

N -"|
Sax | Vlerer
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