HELLO, MY NAME |5 UR. ALAN MEADES,
M A SENIOR LECTURER AT CANTERBURY
CHRIST CHURCH UNIVERSITY, AND MY
RESEARCH AREA 15 PLAY ANU MISRULE.
LORVS OF MISRULE 15 A GAME THAT
TVE VEVELOPED TO HELP ME LEARN
MORE ABOUT HOW WE PLAY, ANU THE
S\TUATIONS WHERE WE CHOOSE TO
BREAK RULES WHEN WE DO PLAY.

| HOPE THAT IT°%5 A GAME THAT

YOU FINDU ENJOVYABLE, THAT YOU
CUSTOMISE |T FOR THE WAYS THAT
YOU PLAY, ANU THAT YOU CONSIDER
SHARING SOME OF YOUR WEAS
ANU GAME RESPONSES WITH ME.

STEP 1: THINGS YOULL NEED TO PLAY LORDS OF MISRULE

NAME/RULE
CARVS

ANSWER CARDS

PAPER &
PENS (SAME COLOUR)

LOME MERRY Zo)
PLAVERS
J

N A1/ o7, -
) ~ WTWOUT ~ =
_BEINGSEEN
1 N

BECAUSE LORDS OF MISRULE
& ABOUT CONFESSING TO
MIZRULE YOULL PROBABLY
WANT TO VO THIS WITH SOME
LEVEL OF ANONYMITY.
THINK UP A NAME AND
WRITE IT ON A BLANK
NAME/RULE CARVD.

KEEP \T ASECRET
AND KEEP \T HIDVEN
ABOUT YOUR PERSON.

|| WAYS YOU PLAY. WHAT RULES, LAWS,

HAVE A LOOK THROUGH THE 4TACK OF RULE CARDS
(AT FIRST THEYLL LIKELY ALL BE BLANK),
THINK ABOUT HOW YOU 4EE PLAY AND THE

EXPECTATIONS OR ETIQUETTE ARE
RELEVANTZ WHAT 6AMES TO YOU PLAYZ
WHAT TYPES OF WAYS OF PLAYING ARE
IMPORTANT OR S5CANDALOUST

WRITE VOWN KEY WORTS ON A5 MANY CARDS

AS YOU WANT - WHATS WRITTEN ON THESE CARDS

_WILL VRIVE YOUR VERSION OF THE GAME.

HOW FAR YOU &0 14 ENTIRELY UP TO

YOU. HOWEVER, ACCORVING TO HOW
YOU PLAY, THERE MAY BE PLENTY
OF OPPORTUNITIES TO AUD MORE
OR REFINE YOUR DECKX*.

*PM INTERESTED IN WHAT YOU COME UP WITH, WHY NOT GET IN TOUCH VIA THE WEBSITEL

STEP 4: AGREEING TO PLAY

SHUFFLE THE CUSTOMISED RULE CARDS,
DEALING OUT THREE 50 ALL POTENTIAL
PLAYERS CAN SEE WHAT THEY SAY.

THEIR TASK & TO WRITE A CONFESSION

OF MISRULY PLAY THAT TOUCHES UPON A5 MANY
OF THE RULE CARV TOPICS AS POS5IBLE.

THE CONFESSIONS CAN BE THINGS YOUVE TONE OR THINGS DONE
TO YOU - BUT REMEMBER, IF OTHER PLAYERS FIGURE OUT WHAT YOU
WROTE IT°%5 ALMOST CERTAIN THAT THEY WILL THINK THAT YOU D\D
WHAT WAS WRITTEN.

CHECK THAT THE PLAYERS ARE WILLING AND ABLE TO PLAY WITH
THOSE CARDS -
\F FEWER THAN
THREE PEOPLE
ARE READY TO
PLAY THEN

DEAL AGAIN.

STEP 5: SETTING THE 5TAKES

SOME PLAYERS MIGHT WANT TO
INCLUDE STAKES TO THE GAME
WITH ENTRY TO EACH ROUNV
NEEVING PLAYERS TO ‘BUY IN’.
U NOT RECOMMEND THIS AT
FIRST, BUT S5TAKES
THAT ACCUMULATE
LEAD TO VERY
INTERESTING AND
ENTERTANING
GAMEPLAY DYNAMICS.
THIS \& PROBABLY AT THE

EXPENSE OF STRICT TRUTHFULNESS
OF THE CONFESSIONS, BUT T CERTAINLY
ESCALATES THINGS.

NEEV THE ANSWER CARDS
AND A BIT OF PRIVACY.

ANSWER CARDS

OTHERS SAY THAT LORVS OF MISRULE
WORKS AS A OOV URINKING GAME...

STEP 0= WRITING YOUR CONFESSION

MAKING SURE THAT NOBODY CAN SEE WHAT YOU’RE WRITING,
OR \DENTIFY YOU FROM WHAT YOU PUT VOWN,

START WRITING TOWN YOUR CONFESSION OF MISRULE.
REMEMBER, YOU’RE WRITING ABOUT SOMETHING FUN AND
PLAYFUL THAT ALSO BENDS OR BREAKS RULES.

o O

PUT YOUR SECRET [WWENTITY ON THE ANSWER CARD ANV THE
THREE RULES THAT YOU’RE ATTEMPTING TO WRITE ABOUT IN
THE RESPECTIVE BOXES, THEN HIVE SOMEWHERE TO WRITE

OUT YOUR CONFESSION. MAKE |T A5 DETAILED
AND AS THEATRICAL AS YOU CAN.

STEP 7: PERFORMING THE CONFESSION

WHEN A PLAYER COMPLETES THEIR

ANSWER CARD HAVE THEM FOLD IT IN HALF

WHEN ALL ARE FINISHED COLLECT THEM UP,
SHUFFLE THEM, AND HAND ONE TO EACH

PLAYER. EACH PLAYER THEN OPENS ANV

AN ﬂ THEY THEN READ IT OUT TO THE OTHER
PLAYERS - FEEL FREE TO ACT OUT THE
CONFESSION, AVOPT 4ILLY VOICES, USE
HAND 6ESTURES OR PROPS -
VO WHATEVER YOU NEEV TO VO
TO RECOUNT THI& CONFESSION
TO YOUR FELLOW PLAYERS.
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STEP 8: NTERROGATING THE PERFORMERS

AFTER THE PERFORMERS HAVE PRESENTED THEIR CONFESSION
EACH PLAYER TAKES T IN TURN TO ASK THEM A QUESTION OR
QUERY A PART OF THEIR TALE OF MISRULE. PERHAPS SOMETHING

TOESN’T MAKE SENSE, OR WOULY BE WORTH TALKING ABOUT...
OR PERHAPS YOU WANT TO MAKE OTHER

\(\Dw? PLAYERS SQUIRM AND THINK YOU MIGHT

WH \-') . 0< ot BE ABLE TO IWENTIFY WHOSE CONFESSION

N A " % \T 1& BY THEIR RESPONSES AND BEHAVIOUR.
Wyop A

2" SCBRING.

EACH ANSWER CARD HAS SPACE TO WRITE
TOWN THE RULE CARDS THAT HAVE BEEN
VEALT. EACH OF THESE HAVE FIVE DOTS
PRINTEV UNVERNEATH, USE THESE TO
RECORV HOW WELL THE OTHER PLAYERS
FEEL THE CONFESSION DEALS WITH OR
RESPONDS TO THE SUBJIECTS ON

THE RULE CARVS.

‘\:\.\\_X

N

4TEP 9: SCORING AND RECORVING TOTALS
THEN RECORD
THE ToTALS

HACKIN &
® & 9 ®

ouy Mol a0, laying hacdco
o Tragh i T p g e
SCORES ARE DECIWWED BY ALL THE PLAYERS,
INCLUDING THE ONE THAT PERFORMED AND THE
ONE THAT WROTE IT (WHOEVER THAT MIGHT BE)...

PAY ATTENTION TO WHO
SRS ANU DOEBS WHAT,
AND IF SOMETHING SEEMS
OUTLANDISH OR MADE UP
YOU NEED TO SAY THAT...

IFITS ALIE ITeers ZERO
VO THIS FOR ALl THE PLAYERS AND CONFESSIONS.

STEP 10: VECIVING WHAT TO DO NEXT

ONCE ALl PLAYERS HAVE BEEN SCORED, AND YOUVE
RECORVED THE TOTALS YOUNE 6OT SOME CHOICES:

|

_
1717

CROWN A WINNER... WELL, INVITE
A WINNER TO STEP FORWART...

PLAY ANOTHER ROUND WITHOUT
RALING THE 5TAKES - 60 BACK TO STEP 4

PLAY ANOTHER ROUNU AND RAIGE

THE STAKES: ADD NEW CARDS? AVD MORE

TO THE BUY IN STAKET WHY NOT TAKE OUT

THE RANVOMNESS AND AGREE THE QUESTIONS
BEFORE HANDZ 60 BACK TO 45TEP ©

VECIWWE YOUNE HAV ENOUGH AND LET THE
OTHER LORDS PLAY ON... THE PROBLEM
HERE |5 THAT YOUVE LOST YOUR STAKE,
AND THE OTHER PLAYERS WILL KNOW WHAT
YOUR CONFESSIONS ARE.

WUSS

I

o7 = WINNING

WHEN WE PLAY IT°5 ENTIRELY POS5IBLE
THAT EACH PLAYER MAY BE TRYING
TO WIN IN DIFFERENT WAYS. THE SAME
% TRUE N LORDS OF MISRULE.

\F YOUVE CHOSEN TO PLAY WITH
STAKES OF ANY SORT THE ONLY

WAY TO ‘WIN> ANDU CLAIM YOUR PRIZE

& TO SHOW YOUR NAME CARDU ANV
PROVE THAT YOU ARE THE ONE WHO
WROTE THOSE CONFESSIONS.

BUT... VO YOU WANT PEOPLE TO KNOWT

START WITH THE PLAYER WITH THE HIGHEST SCORE.
GWE THEM 6O $ECONVS TO CLAIM THE PRIZE BY

SHOWING THEIR CARV. IF THEY
0™

450, THAT’S KINDA HOW TO PLAY LORDS OF MISRULE, BUT (TS
A GAME ABOUT BENVING AND BREAKING RULES FOR FUN THOUGH.
THIZ MEANS THAT YOU SHOULD BREAK THESE RULES OR THINK OF...

STRATEGIES

VECIDE WHAT KIND OF PLAY YOU WANT TO DO.
|, FOR EXAMPLE, PREFER TOYING WITH PLAYERS
RATHER THAN ‘WINNING. 50 THESE ARE THINGS
1D VO: PICK ANOTHER PLAYER’S NAME AS
AN IVENTITY; TELL A STORY INVOLVING
OTHER PLAYERS; CHANGE MY WDENTITY
EACH ROUND; 5CORE EVERYONE S
STARS; PICK ONE PLAYERS [DENTITY
AND SCORE THEM HIGH ALL THE TIME;
STEAL ANOTHER PLAYERS IDENTITY;
FORM AN ALLIANCE;
...WINV PEOPLE UP AND
JUST MISRULE.

TON’T DO THIS MOVE ON TO THE
NEXT HIGHEST POINT SCORER UNTIL
THE PRIZE & CLAIMED OR NOT...
1

THRT'S NOoT PLAY! ()

WELL COME TO THAT IN A BIT, BUT FIRST - COLLECT UP

ALl THE ANSWER CARDS, STICK THEM IN AN ENVELOPE AND
VESTROY THEM...

O KEVEN BETTER POST THEM OR

PHOTOGRAPH AND UPLOAD THEM 50 THAT TR ALAN MEAVES
CAN U5E THEM WITH HI& RESEARCH. ALTERNATIVELY 60 TO

THE WEBSITE AND GET IN TOUCH.
‘a VR ALAN MEAVES

CANTERBURY CHRIST
CHURCH UNIVERSITY,
NORTHWOOV ROAV,

ONLINECR®BY POST

BROAVSTAIR
(¥ [™ wwwiorps-or-weruie.com \ P2,
LORDVS-OF-MISRULE.WETRANSFER.COM CT10 2WA

YEAH, FINE... BUT WHATS THE POINT OF ALL THISZ

ASIUE FROM LORDS OF MISRULE BEING AN ENTERTAINING GAME (T
15 A WAY OF THINKING ABOUT PLAY ANU THE DIFFERENCES BETWEEN
HOW WE PLAY AND WHAT 15 UNVERSTOOV AS ‘GO0D° PLAY.

DUTCH HISTORIAN AND CULTURAL THEORIST, JOHAN HUIZINGA, CAME
UP WITH THE FOLLOWING DESCRIPTION OF THE CHARACTER OF
PLAY. IT°%5 BY NO MEANS THE ONLY ONE, BUT IT &IVES US A

GO0V \DEA OF HOW WE REGARD GO0V PLAY’ EVEN TOVAY:

JOHAN HUIZINGA 1872-1945

my is free, is in fact freedom.
HOMO LUDENS (1238)

@ Play is not "ordinary" or "real" life.

@ Play is distinct from "ordinary" life
both as to locality and duration.

® Play creates order, is order. Play
demands order absolute and supreme.

@ Play is connected with no material

interest, and no profit can be gained

from it.

BUT OVER THE LAST 18 YEARS 'VE BEEN
STUDYING THE WAYS THAT PEOPLE
PLAY (VIDEOBGAMES MOSTLY),
AND 1VE FOUND LOADS OF
EXAMPLES OF PLAY THAT INCLUDE:

RULE BREAKING, VISORVER,
TVECEPTION, PROFIT,
RIS ANDU POWER

AND THESE DON’T FIT INTO THESE WAYS
OF THINKING ABOUT PLAY... INSTEAD THE
PLAYERS ARE SEEN A% BAD, JUVENILE,
CRIMINAL OR MANY OTHER NAMES ANV
LABELS. THE POINT |6 THAT THESE
KINDS OF PLAY ARE SEEN AS:

ABNORMAL....

AND 1’M NOT CONVINCED THATS THE CASE.
@O0 ALAN MEATES, 2015 |




BEFORE | GET TOO VEEP INTO THINGS...

SECRET

AGENT

DioGuisE
SET

PSSST | OVER HERE!

HAVING A HARD TIME IMAGINING WHAT A GAME OF
LORVS OF MISRUE MIGHT ACTUALLY LOOK LIKET
HERE’S AN EXAMPLE BASED UPON CONFESSIONS

OF MISRULE AND PLAY IN ALANS BOOK

‘UNDERSTANDING COUNTERPLAY IN VIDEO GAMES .

IDENT\TY:

ZAKHAEY

2 Araeve
i TGN
77 (i
4 NINRALS
N X
X7

THE RULE CARDS ARE DEALT:
MOVDING - MOVIFYING TECHNOLOGY, SOFTWARE OR HARDVWARE
VIDEOGAMES - GAMES PLAYED ON COMPUTINGR TECHNOLOGY;

VECEIT - VECEWING SOMEONE BY CONCEALING OR MISREPRESENTING
THE TRUTH.

7

7 ; / 77 < 7 ¢
| ZAKHABN’S ANGWER CARD... /, [ Zakhoey

Moddina

A4 AA0 J&

WHAT ACT OF MISRULE OCCURED?

of a Call of Du+y game on the Xbox. We then

stripped them of all the stuff the
months of play - or had paid people to add to
ruining it For everyone else P?aying Properly,

WHO DU THIS ACT OF MISRULE?
H was me and some of my mates From back

the time.

For everyone.
WHEN DID THIS ACT OF MISRULE TAKE PLACE?

HOW OFTEN DID THIS ACT OF MISRULE TAKE PLACE?
We proboably did this Five or six times, catchin

il goHen unlocks.

WHAT RULES WERE BROKEN?

ALL of the ones dbove, but when | +hink

about it there were loads. The rules of the
ame, rules about how to use Xbox Live, and

rules about hackinﬁ Xboxes too. | didnt do

that bit, but | reckon it's Prolaalaly aaaine{-

the law.

DIV ANYONE GET IN TROUBLE?

Nol A few Free accounts got banned (I think)

none of us got any 3rie$ about it.

G5 ) )

For y of these players and robbing them of fheir

Me and a few friends set up a specially modified version

tricked other

layers into playing it, and when they played it the game
P G éinlzl)cked +hr?>uah

their gomes,

home,

proboably Live of us. Al seventeen year old blokes at

WHO OR WHAT WAS THE TARGET OF THIS ACT OF MISRULE?
We picked on dtcks - other players who obviously had V)
hacked their gomes to make them look better than eveyone
else and giving them weapon unlocks the didnt deserve or
know how to use Properly, These idiots ruin the gome

it was a Fair Few years back now when we were stil at
school - three and a half years ago, in the summer break.

about

Qy\‘%
O{d\

but

/ J

T o7 3 7 T o, 77z oo,

HOW WAS |\T DONE?

4 was so Punny, so just like a lot of people we'd been
Playiné around with modded gomes on CoD because
one of my Lriends had a hacked Xbox. so we fFound
out that someone had made a game that took people’s

| } ’ unlocks away. So, we got hold oF the File and set up a ¢
[ match and then starte pla inﬁ a hormal game lookin

Lor shtt players with loads of ﬁood unlocks. Players who
didnt deserve it and were ruinirig the game. Then, ofter wed
written down their names we invited them +o lay a ‘special
unlock: game’, but we used accounts that we'd made speciall
in case they got banned. Loads of them took. the bait and
Played in the gome, we even made messages appear on the
screen sayin ’addina al mega unlocks' ard shit like that.
theh BOOM! at the énd of the match the last second it goes
MINUS INFINITY experience points and +hey lose EVEK‘/TQING{!
WHAT WERE THE REACTIONS?

HAHAHA! The messages were Just so £l onl .people

were Ju;’r screamin you colldnt maoke out what they were
saying becouse they were so angry.. We wouldnt sa
ahy+hln?’\back most of the time, but sometimes we said we
were Microsoft emFloyees that had had enough, %\/\l\(\mﬁ
"this is payback, you've brought this on yourse = ile
other fimes we'd just say 'you didnt earn that stuffE
properly and \{ou can just start again you drcks' And then
that's when all the Funny messagés start - and they're like
What are you doinz_:y Leave me alonel .they send you

hate mail and rubbish. And | like that. It's very enjoyable.
WHY WAS T DONE?

You spend a lot of time nurturin your account and then
it's your ride. ..and then on the Teader board youre just
wiped out by someone who's hacked their game. This was
ayback For dl those scumlvaﬁs.., and besides it was really,

really, realy PunnyA

HOW PO YOU FEEL ABOUT IT ALLY

it was the Funniest thing I've ever done on a videogame,

it was +o+al|y hilarious. 1 dont Feel guilty or al’]\/‘fhil"lﬂ, these
people deserved it, and beside at the en of the da\/ it's
Jjust a videogame. So what, a Few lost a couple of months
kwor‘+h of urilocks, quns and icons. So what? Get over it

Id do it again at the drop of the hat.

J

NOW, THE RULE CARDS THAT ZAKHAEY WAS RESPONVING
ABOUT VIDEOGAMES AND COUNTERPLAY (THAT WAS WHAT

TO WERE ALL
MY PHD AND

FIRST BOOK WERE ABOUT), BUT LORDS OF MISRULE 15 INTENDED TO

BE FLEXNBLE ANV WORK WITH THE 6AMES ANU WAYS THAT

YOU PLAV.

HERE ARE SOME GENERIC SULLESTIONS FOR RULE CARDS TO GET YOU
STARTED, BUT YOWLL WANT TO MAKE YOUR OWN DECK PRETTY QUICKLY.

FEEL FREE TO MAKE THEM A5 SPECIFIC AS YOU NEET...

HOUIDAY INJURY LO%% SECRET

VEHICLE PHONE SPORT VALUABLE

VECENT

HIDDEN

VRINK

OFFENSE

RIGK VIOLENCE | | RIDICULE | | WINNING

LA
yoo
oo

|
)

VIDEO

OPPOSI\TE
e WEBSITE GAME V\s6UsT

[ |

.
.
.

{ {

|

GANG

LAUGHTER

PRANK

PROFIT

<

REMEMBER...

LORVS OF MISRULE 16 ALL FULLY CUSTOMISABLE, FEEL FREE TO MAKE
CHANGES TO ANY BIT OF IT. WHAT PM INTERESTED IN 15 EXAMPLES OF
CONFESSIONSG OF MISRULE THAT CROSS THE BOUNDARIES OF PLAY.

| DON’T WANT THEM JUST TO BE ABOUT VIDEOGAMES, OR GAMES FOR
THAT MATTER BUT ABOUT PLAY IN 1T MOST INCLUSIVE VIEW.

WHAT PO YOU DO THAT YOU FIND PLEASURABLE AND FUNT
MANY PEOPLE MIGHT DISAGREE WITH ME, BUT | THINK THAT DEFINES WHAT
& AND IGNT PLAY.

/ AT THE END OF THI& DOCUMENT ARE TEMPLATE FILES THAT YOU CAN
PRINT OUT TO MAKE A LORDS OF MISRULE BAME SET. 'D 45UB6EST
COPYING OUT THE GENERIC RULE CARDS TO TEST THE GAME OUT
W FIRST, A5 SOME PLAYERS SPEND HOURS COMING UP WITH DECKS.

NOW UL 60 INTO A BIT MORE DETAIL ABOUT THE
REASONS THAT M INTERESTED IN PLAY ANV MISRULE, AND THE
WHOLE PURPOSE BEHIND VEVELOPING THIS GAME FOR YOU TO PLAV...

@DO® ALAN MEATES, 2075 |




1 FOUND THAT 50 MANY PEOPLE PLAYED OCCAISIONALLY IN MEAN,
SNEAKY, AGGRESSIVE, PROFITABLE AND EVEN ILLEGAL WAYS, THAT
THIS MAVE ME THINK THAT MISRULE IN PLAY 15 PRETTY NORMAL...

OTHER SCHOLARS HAVE MADE THE SAME OBSERVATIONS, SUCH AS
PERFORMANCE 5TUDIES THEORIST RICHARD SCHECHNER
WITH HIS \DEA OF ‘DARK PLAY?, THAT PEOPLE OFTEN ENGAGE ...

with fire,” “breaking the rules,” “getting away
hat empkasizes risk, deception, and sheer

lay: ‘playmg
dat:lmpurjl r." Playmi )L
w!

1hr:([.
“P\A\/lng

know chey or€ pla

involves fantasy, risk,

in che dark” means that some ofthe P‘Bycrs don't
ying—f{kc N a con dame Dark ?]aj
[uck, dering, invention, and deception.

RICHARY SCHECHNER
PERFORMANCE 4TUDIES (2013)

DARK PLAY 15 THRILLING, LARGELY BECAUSE THE PLAYER
UNVERSTANDS THE RISKS - 1T 15 MISRULY, UNPREDICTABLE,
AND TINGED WITH UANGER. |T |5 PRONE TO UNEXPECTED
OUTCOMES AND ESCALATION. IT 16 ALMOST THE

OPPOSITE OF THE ‘GO0D° CHARACTER

OF PLAY THAT HUIZINGA PRESENTET.

I DAVID WYERS
LAY REDUX (2010)

OTHERS, SUCH AS DAVID MYERS,

HAVE GONE FURTHER TO EXPLORE PLAYS
CANTI-STRUCTURE?. THIS |6 THE \DEA THAT PART
OF WHAT PLAY DOES & CHALLENGE, UNVERMINE
AND BREAK RULES AND OTHER ESTABLISHED STRUCTURES.

THE MISRULY PLEASURES AREN'T THEREFORE UNIQUE TO
DARK PLAY, BUT PLEASURES OF PLAY MORE BROADLY.
MISRULE AND PLAY ARE DEEPLY INTERLINKET.

\F THAT & THE CASE, THEN PLAY AND MISRULE ARENT DIFFERENT
OR COMPETING THINGS, BUT ARE ELEMENTS OF THE SAME THING.
THIG 5ULLESTS THAT MSRULY PLAY |6 AS IMPORTANT TO USs AS
OBEVIENT PLAY. |F THIS WERE THE CASE WE'D PROBABLY BE
ABLE TO IVENTIFY SITUATIONS WE CREATE TO ENABLE U5 TO
OCCASIONALLY MSRULE...

ADLECAY®

*THIS |5 SPECULATIVE AND SUBJECTIVE HISTORICAL INTERPRETATION OF THE
WAYS THAT MISRULE WAS EXPRESSED AND ENABLED THROUGH PLAY.

\T INTENTIONALLY MIXES THE CONCEPTS OF PLAY AND LEISURE,

AND ADULT AND CHILTHOOD PLAY. (TS5 ALSO

APPROACHED FROM A EUROPEAN AND BRITIGH PERSPECTIVE.

THE ANCIENT GREEKS, (AND ROMANS)
WORSHIPPED DIONYSUS, A GOV OF

CULTURE, PLAY, REVELRY ANV DRUNKENNESS.
WHILE DIONYSUS WAS CAPABLE OF CREATING
WONDERFUL THINGS HE WAS ALSO PRONE

TO RAGE, SAVAGERY AND VIOLENCE

- LIKELY REPRESENTING THE RISKS OF URINK
AND EXCESS, BUT ALSO THE RIGKS THAT

WE SEE IN DARK PLAY.

VIONY5US WAS WORSHIPPED WITH UNRULY URUNKEN FEASTS,
KNOWN AS BACCHANAL. THESE WERE POPULAR BUT WORRIED
THOSE IN POWER, AS THEY ALLOWED PEOPLE
TO BEHAVE IN MISRULY ANU UNNACEPTABLE
WAYS. THE ROMAN SENATE PASSED LAWS

TO CONTROL BACCHANAL IN 2008BC.
HOWEVER OTHER SIMILAR CELEBRATIONS
TOOK OVER, INCLUDING THE SATURNALIA.

THE POINT 15 NOT THAT OUR ANCESTORS
BELIEVED IN UNRULY AND PLAYFUL 60V5...

...BUT THAT THEY RECOGONISED THAT THERE WAS A NEED), FELT BY
EVERYDAY CITIZENS, TO BREAK RULES. AND THAT THIS WAS FELT
50 STRONGLY THAT FESTIVITIES WERE ARRANGED TO ENABLE THIS.

THE RISE OF CHRISTIANITY THROUGHOUT EUROPE DU AWAY WITH
THE FESTIITIES ASSOCIATED DIRECTLY WITH DIONYSUS, BUT NOT
THE DESIRE OR NEED TO OCCASIONALLY BE MISRULY.

INSTEAD FESTIVITIES APPEARED
THROUGHOUT THE CALENDAR
THAT ALLOWED SIMILAR
MISRULE TO TAKE PLACE,
BUT THESE SAT AGAINST
AND ALONGS\DE
CHRISTIAN RELIGIOUS

THE LENTEN CARNIVAL TOOK PLACE JUST BEFORE EASTER, IN
MEVIEVAL EUROPE. |T WAS A FESTIVAL RUN BY THE PEOPLE, AND
CONSISTED OF FEASTING, TRINKING, HURLING ABUSE AT THOSE

IN POWER ANU BREAKING NORMALLY IMPORTANT RULES.

WE HAVE TO BE CAREFUL ABOUT
RELYING TOO HEAVILY ON BAKHTINYG
WORK DUE TO |15 DISTANCE FROM
THE ORIGINAL CARNIVAL EVENTS...

RUSSIAN LITERARY THEORIST, MIKHAIL BHAKTIN WROTE ABOUT THE
LENTEN CARNIVAL AS DEPICTED IN THE WORK OF FRENCH AUTHOR
FRANCOIS RABELAIS. BEHAVIOUR TAKING PLACE IN THE CARNIVAL,
THE ‘CARNIVALESQUE?) INCLUDED AN
AWFUL LOT OF MISRULE, AGANST
THE CHURCH, THE MONARCHY
ANU THE POWERS THAT
RULED OVER PEOPLE

@ IN MEDIEVAL EUROPE...

CARNIVALESQUE:
PERIOVIC COMMUNAL MISRULE,
FEASTING, TRINKING, RUVENESS,
OBSCENITY, ANONYMITY ANV D\66UI6ES ()

) THE CROWNING OF FOOL KINGS AND
LORDS OF MSRULE, ATTACKING

MIKHAIL BHAKTIN
RABELAIS AND HIS WORLD (1265)

HOWEVER, \T |& GENERALLY AGREED
THAT THE CARNIVAL WAS RESTRICTED
BY THOSE IN POWER UNTIL IT LOST
MUCH OF |15 TANGEROUS MISRULE,
MUCH LIKE A MOVERN CARNIVAL.

DESPITE THIS THERE ARE MANY
EXAMPLES OF OTHER SIMILAR, BUT
SMALLER, EVENTS AND FESTIVITES
THAT ENABLED PEOPLE TO BREAK
RULES. OFTEN SEEN IN ENGLISH
RURAL COMMUNITIES THESE CAN "
BE SEEN A5 CONNECTING WITH N THANNY
ELEMENTS OF THE BACCHANAL. ! =
€.6. M\UMMERS,
LORDS OF MISRULE,

GLAUMANSG RIDING, MASKING.

PEOPLE TOGETHER, BEING MISCEVIOUS, BREAKING RULES,
BEING MEAN TO EACHOTHER ANV THE POWERS THAT BE.

THIS |& THE PLEASURE OF PLAY AND MISRULE,
OCCASIONALLY GOING FAR BEYOND THE NORMAL
RESTRICTIONSG ANV EXPECTATIONS. T ALSO

& VANGEROUS - \T CAN 60 TOO FAR ANU BECOME
RISKY TO EVERYONE INVOLVET.

THE POINT HERE 15 NOT THAT THE CARNIVALESQUE
& PLAY, BUT THAT PLAY |5 UNPREDICTABLE,
ANTI-5TRUCTURAL AND TAKES ADVANTAGE OF
OPPORTUNITIES FOR MISRULE LIKE THE CARNIVAL.

IN PRE-INDUSTRIAL REVOLUTION BRITAIN COMMUNITIES
CREATED THEIR OWN VARIED AND UNIQUE FESTIVITIES,
RITUALS AND CELEBRATIONS THAT ALLOWED GROUPS OF

| PEOPLE TO COME TOGETHER IN PLAY, FRIVOLITY ANU MISRULE.

@O0 ALAN MEATDES, 2015




THE ARRIVAL OF THE INDUSTRIAL REVOLUTION IN THE 18TH CENTURY
HAD AN ENORMOUS IMPACT UPON OUR CULTURAL UNVERSTANDING
OF PLAY. PEOPLE LEFT SMALL RURAL COMMUNITIES

i 7 (WITH THEIR OWN FESTIVAL FORMS AND CALENDARS)

> | FOR THE CITIES TO WORK N DIRTY
KLy -~ ! L AND TANGEROUS FACTORIES.
— / \ /

—~ / / / : —
7 i eacrories TremTED WoRKERS
| y / / AS A COMMODITY, WITH THE
|7 // EMPHASIS BEING ON KEEPING

i

g \ FACTORY OUTPUT UP - ACCIWWENTS

| ,,,(_i 1

- ) Bl —— WERE FREQUENT AND WORKERS
e e il RIGHTS AND HOLIDAYS WERE
LR B I SIS Nesdl i ALMOST NON-EXISTENT.
iy AN s
| B BN AN LTS AN Y W\
| VAT NEW FORMS OF LEISURE AND

ENTERTAINMENT VEVELOPED N ORDER
TO 4ERVE THE FACTORY POPULATIONS, SUPPORTED BY THE S5PREAD
OF TRAIN TRAVEL. S5EASIVE HOULIDAY RESORTS, SUCH AS MARGATE,
TOOK ON THE SPIRIT OF THE CARNIVAL, ALL SEASON LONG, AND
JUST A FEW HOURS FROM THE FACORY.

THIS MARKS A SHIFT IN THE POPULAR UNDERSTANDING OF PLAY
AND MISRULE. INSTEAD OF OCCURING OCCASIONALLY IN A
HOME TOWN, FOR MOST PEOPLE IT WAS SOMETHING TONE
SOMEWHERE ELSE, AWAY FROM PRYING EYES) UNDER THE

VEIL OF ANONYMITY OF A VISITOR (AS OPPOSED TO RESIVENT),
AND WITHIN A PERMISSIVE HOLIDAY ATTITUDE.

SEAS\DE HOLIWAY DESTINATIONS,
SUCH AS MARGATE, CATERED
FOR THIS DEMAND AND

ENTREPRENEURS, OFTEN
COMING FROM TRAVELLING FAIR
FAMILIES WHO HAY BROUGHT
CARNIVAL FESTIVITES TO RURAL
TOWNS, VEVELOPED PERMANENT
ATTRACTIONS SUCH AS
AMUSEMENT PARKS AND CONN
OPERATEV MACHINE ARCAVES.
EXAMPLES OF THESE INCLUDE
MARGATES TREAMLAND,
BRIVLINGTONS JOYLAND,

AND LUNA PARK, CONEY |5LANT.

GRAVUALLY THERE WAS INCREASING EMPLOYMENT REFORM, INCLUDING THE
INTROVUCTION OF BANK HOLIDAYS, WHERE ALL FACTORY WORK CEASED,
AND PAIV HOLIDAY LEAVE.

THIS LED TO HUGE GROWTH
OF 4EAS\UE HOLIDAY
RESORTS, AND LATER
FOREION CHARTER
HOUIDAYS. THESE
HOUIDAYS BROUGHT
BACK SOME OF THE
MISRULY DYNAMIC SEEN
WITHIN THE SATURNALIA
AND CARNIVAL, BUT INSTEAD
OF TAKING PLACE IN THE CENTRE OF A TOWN OR CITY, THIS
FESTIVITY SHIFTED TO THE EVAES: SEASONAL SEASIDE RESORTS
COASTUINE EVEE, OR THE EVAE OF A FAR-FLUNG SUN-KISSED
FOREION VESTINATION. THE EVEE-NESS MEANT THAT THESE SPACES
OFFERED PARTIAL ANONYMITY AND A SENSE OF UNREALITY -

THEY BECAME IDEAL SPACES FOR PLAY, LEIGURE AND MISRULE.
GROUPS OF PEOPLE WERE ABLE TO MINGLE AND TO PLAY.

WHILE THIS CHANGED PLAY AND LEIGURE HABITS, THERE WERE OTHER
SIMULTANEOUS CHANGES

THAT ALTERED THE WAYS
CHILDREN, CHILTVROOY,

AND PLAY WERE UNVERSTOOV.

CHILD WORKERS WERE
INSTRUMENTAL IN KEEPING
FACTORIES WORKING, THE
FREQUENT WDUSTRIAL
ACCIVENTS AND THE $ENSE
THAT CHILUREN WERE LOSING
AN EVUCATION AND A CHILTHOOD
IN EXCHANGE FOR WORK
BECAME POPULAR CONCERNS.
PEOPLE BECAME PREOCCUPIED WITH THE NATURE ANV IMPACT OF
CHILVHOOV, ANV IN 1880 A LAW WAS PASSED MAKING EDVUCATION
MANDATORY UNTIL THE AGE OF 10 (SUBSEQUENTLY EXTENDED), ENVING
THE WIDESPREAD USE OF CHILD WORKERS IN FACTORIES.

WHILE THE QUALITY OF TEACHING VARIED, THE FOCUS WAS ON MAKING SURE
THAT CHILUREN DEVELOPED NECESSARY SKILLS TO BECOME PRODUCTIVE
MEMBERS OF SOCIETY, AND CHILTRENS BEHAVIOUR - AND PLAY BECAME
SUBJECT TO CONTINUAL ATTENTION, SCRUTINY AND CONTROL.

WE CAN TRACE THIS SCRUTINY OF PLAY INTO BOMB-4ITES AND
VESTRUCTION THAT COVERED THE UK AFTER THE SECOND WORLD WAR.
PEOPLE BECAME CONCERNED WITH THE NATURE

AND ENVIRONMENT OF CHILURENS PLAY, ESPECIALLY
ABOUT CHILTREN PLAYING IN DANGEROUS BOMB 4\TES.

THIS FIT WITH A NATIONAL INITIATIVE OF
THESE NEW PLAYGROUNDS OFFERED E
1z
I

MOVERNISATION AND SLUM CLEARANCE,

AND PLAYGROUNDS WERE DESIGNED

INTO THE FABRIC OF POST WAR wnl

TOWN PLANNING. PRCT
I

4AFER SPACES TO PLAY IN, BUT p

AL50 REPRESENT A DEFINITION AND }J; N

CONTROL OF THE CORRECT WAYS T aia g

OF PLAYING. WHILE THIS WAS NO BAY -

THING IT MARKS A MOTERN OBSESSION

WITH THE PROTECTION ANU CONTROLV
OF PLAV.

FROM THIS PERSPECTIVE PLAY SHOULD s
BE GAFE, USEFUL, AND ONWY REALLY = s
FOR CHILDREN. WE'RE BACK AT HUIZINGAYS DEFINITION OF PLAY...

THIS INEVITABLY PLACES WAYS OF PLAYING
AND MISRULE AT OUDS WITH THE AUTHORITIES
AND GENERAL POPULATION. THIS 15
PERHAPS BEST VEMONSTRATED WITH THE
VEVELOPMENT OF THE TEENAGER OR
AVOLESCENT, WHO 15 NEITHER CHILD,
NOR AVULT) AND OFTEN FAILS TO FIT IN
WITH THE EXPECTED BEHAVIOUR OF EITHER
GROUP. WE FINU 6ROUPS WHOSE PLAY
& UNNACEPTABLE: 6ANGS, MOVS, ROCKERS,
PUNKS ETC. WHO WHEN THEY 5TRAY OUT OF THE EVEE-4PACES FIND
THEMSELVES AT OVDS WITH THE LAW AND SOCIETY, ANV SUBJECT
TO THE CONCERN THAT PEOPLE HAVE ABOUT PLAY AND
BEHAVIOUR IN SOCIETY.

VESPITE THIS CONFRONTATIONALIGM, PLAYS ANTI-STRUCTURE FINDS

NEW LOCATIONSG AND FORMS TO ENABLE |15 FULL EXPRESSION. PLAY THAT
& MORE MISRULY SIMPLY SEEKS EVGE-5PACES THAT ALLOW 1T

TO TAKE PLACE.

IN ENGLAND OVER THE LAST 6O YEARS THERE HAS BEEN A PROCESS
WHERE GEOGRAPHIC EVEE-4PACES (THE SCRUB LAND, BOMB 4ITE4,
ABANVONED FACTORIES ETC.) HAVE BEEN USED FOR PLAY ANU MISRULE.
IN MY OWN CHILTHOOD
AND ADOLESCENCE |
PLAYED IN THE WOOD%
ON THE OUTSKIRTS OF
TOWN, AN ABANVONED
BEACH TUNNEL, THE ==
EMPTY OUT-OF-$EASON _,"4\
BEACHES, AND THE DARK. |1
AND ALLURING i
VIDEOGAME ARCATES.

FOR ME THE ARCAVES WERE

A SOURCE OF PLAY, DANGER AND
WONVER. THE 6AMES PROMISED
THRILLS, SO0UNDS AND GRAPHICS
BETTER THAN ANY LAME BBC
OR SPECTRUM HOME COMPUTER
COULY OFFER, AND NEW MACHINES
ARRIVED WITH IMPRESSIVE
FRQUENCY. AT THE SAME TIME
THE ARCAVES THEMSELVES
BECAME AN EVEE-SPACE FOR

A GANG OF AUOLESCENTS, WITH
ALl THE HIERARCHIES, TRICKS,
PRANKS AND PETTY VIOLENCE
THAT YOU'D EXPECT.

THIS EXPERIENCE WAS 50 \MPORTANT

TO ME THAT TVE DEVICATED MY
| ACAVEMIC CAREER TO TRYING TO MAKE
SENSGE OF VIDEOGAMES AND THEIR COMMUNITIES.

@DOO® ALAN MEATES, 2015




PVE EVEN SPENT TIME RESCUING, RESTORING AND || PVE ALSO REACHED THE CONCLUSION THAT ATTEMPTS TO RESTRICT PLAY,
DIGITALLY PRESERVING ARCADE MACHINES. || WHETHER IN THE SHAPE OF A GAME, OR A SET OF PLAYGROUND RULES,
INCLUDING LOCATING, RESTORING, ANU THEN DUMPING || 14 AT ODD4 WITH THE CHARACTER OF PLAY. AS PLAY |5 ANTI-STRUCTURAL
ONTO MAME (MULTIPLE ARCATE MACHINE EMULATOR) || 15 NATURAL STATE 1 ONE OF
THE ONLY KNOWN EXAMPLE OF A STREET FIGHTER 2 || CONSTANT CHANGE. THIS EXPLAINSG
WHACK-A-MOLE GAME CALLED KEN SEI MOGURA, || WHY PEOPLE WILL CONTINUALLY

TS NOW IN MARGATE’S DREAMLAND AND | || CHALLENGE RULES, DEVELOP
HOPE THAT IT WILL BE ON PUBLIC DISPLAY || NEW STRATESIES OR MOVE

@ no sKATEROARDING

WHEN THE PARK REOPENS. || ONTO NEW TYPES OF PLAY. @ NO BICYCLE RIDING
THIS 15 ALSO WHY ORGANISED
A% I'VE TONE MORE AND MORE WORK || BAMES, SUCH AS FOOTBALL @ NO ROLLERBLADING
LOOKING AT GAMES 'VE BEGUN TO || LEAGUES, HAVE TO UPTATE ANV
QUESTION HOW IMPORTANT THEY ARE || CHANGE THEIR RULES @ NO SCOOTER RIDING

TO MY RESEARCH, ANV HOW MUCH OF || PERIODICALLY - WITHOUT THIS
WHAT M THINKING AND WRITING ABOUT || THEIR GAMES WOULD FALL APART,
& ABOUT SOMETHING BIGEGER - PLAY. || OR REQUIRE HUGE INVESTMENTS

AND THIS PARTIALLY EXPLAING MY || OF TIME TO KEEP THEM AS INTENDET.

LOOSE USE OF THE CONCEPTS OF PLAY, || OF COURSE, THIS |5 PRECISELY THE SAME PREVICAMENT THAT VIDEOGAME
LEIGURE, ANTI-STRUCTURE AND MISRULE. || PUBLISHERS AND COMMUNITY SUPPORT TEAMS HAVE: THEY NEED TO KEEP
PLAY WITHIN AN UNVERSTOOD FRAMEWORK (THE GAME), BUT IT 15 A
CONSTANT AND EXPENSIVE BATTLE. SOMETIMES A NEW VIDEOGAME RELEASE
THAT ADAPTS AND RESPONDS TO THE EVOLUTION OF PLAY 15 NEEDET.

IN THE U.K. OVER THE LAST 20 YEARS THERE HAS BEEN A NATIONAL IN THE U.K. PLAY HAS BECOME LESS AND LESS AVISIBLE, FREE-FORM,
DYMANIC OF URBAN VEVELOPMENT, RESULTING IN THE RAPID SHRINKAGE AND COULECTIVE ACTIVITY. INSTEAD (T 15 OFTEN NOW UONE IN 4PECIFIED
OF EVEGE-SPACES AND INCREASED POLICING OF BEHAVIOUR THROUGH CLTV PLACES) MANY SUCH AS SKATE PARKS OR AMUSEMENT
AND PRIVATE S5ECURITY COMPANIES. SCRUB LAND, VACANT 41TES ANDU OTHER S\ PARKS REQUIRING AN AUMISSION FEE. INSIDE THESE
SPACES THAT WOULD NORMALLY HAVE BEEN USED (OFTEN BY AVOLESCENTS) \ SPACES PLAY \& SUBJECT TO REGULATION AND
FOR PLAY ANV MISRULE HAVE BEEN BUILT UPON AND MADE \%‘ CONTROL - PLAY HAS BECOME A COMMOUDITY.
INACLESSIBLE. COMBINED WITH A HYPERSENSITIVE \ WITHOUT OPPORTUNITIES TO EXPRESS THE
PERCEPTION OF PUBLIC RISK (TRAFFIC VANGER, m‘ MISRULY ASPECTS OF PLAY THESE PLAY
STRANGER DANGER ETC.), PLAY HAS SHIFTED 7/ ENVIRONMENTS FAIL TO SUPPORT THE

INTO PRIVATE SPACES AND ATTITUVES K/“f‘ I
TOWARDS MISRULE AND PLAY HAVE {

BECOME INCREASINGLY CONSERVATIVE, N

FULL SPECTRUM OF WHAT CONSTITUTES
PLAY, AND THIS ELEMENT 15 DIMINISHED AND
GOES LEFT UNEXPRESSET.

HOWEVER, THE ANTI-STRUCTURAL NATURE OF PLAY MAKES
EVEN THIS KIND OF WELL-MEANT RESTRICTION ANU CONTROL
ONLY A TEMPORARY BARRIER, ANV T |& MY HYPOTHESS
THAT PLAY HAS SHIFTED INTO DIGITAL $PACES IN ORVER TO
ONCE AGAIN RECONNECT WITH MISRULE.

TAKEN FROM THIS PERSPECTIVE, THE VARIOUS PROBLEMATIC
ACTNITES THAT WE SEE ONLINE: TROLLING, ABUSE, GRIEF,
SCAMMING, PRANKS) HARASSMENT, SUBVERSION... ETC.
LO5E NONE OF THEIR OBJIECTIONABLENESS

BUT BECOME MUCH MORE NORMAL...

HOPEFULLY THISG 6IVES YOU SOME \DEA OF THE BACKGROUND TO
LORVS OF MISRULE. THE GAME & REALLY AWAY TO GET ME TO START
THINKING MORE ABOUT THE RELATIONSHIP BETWEEN PLAY ANDU MISRULE,
AND HOPEFULLY ENCOURAGE A FEW PEOPLE LIKE YOU TO &ET N TOUCH
ANU HELP ME UNDERSTAND YOUR PERSPECTIVES.

...THEY COULD BE SEEN A5 PEOPLE RECONNECTING
WITH A WELL ESTABLISHED VIEW OF PLAY THAT
RECOONISES THE PLEASURES OF OCCASIONAL
MISRULE AND RULEBREAKING. VIGITAL SPACES
ARE EVGE-5PACES N THEIR INCREASING
ABSENCE IN PHYSICAL GEOLRAPHICAL SPACE.
YE%) THIS KIND OF PLAY 5TILL OCCURS N THE
PHYSICAL WORLY, BUT OFTEN AT 4PECIFIC PONTS 4
- AFOOTBALL MATCH, A 5TAG VO, A LADS HOUIDAY |
IN THE BALEARIC 15LANDS... BUT IN COMPARISON
THE DIGITAL SPACES ARE ALWAYS AVAILABLE AND
OFFER FERTILE CONDITIONS FOR A

BIT OF MISRULE.

MY PLAN & TO USE WHAT | LEARN THROUGH LORDS OF MISRULE
AS PART OF THE FOUNDATIONS OF A BOOK THAT
VOES A COUPLE OF THINGS:

1) TRACES THE RELATIONSHIP BETWEEN PLAY
AND MISRULE FROM A HISTORICAL PERSPECTIVES

2) OFFERS REAL LIFE EXAMPLES OF MISRULE IN
PLAY IN A RANGE OF DIFFERENT CONTEXTS -
1.E. NOT JUST IN VIDEOGAMES;

ONLINE WE STILL HAVE A PARTIAL PERCEPTION
OF ANONYMITY: THERE ARE CROWDS OF PEOPLE
TO MIX WITH, TO COLLUDE WITH AND TO TARGET.
ANU THE PLEASURES, THE RISKY THRILL OF
MISRULE, & AS ALLURING AS EVER.

3) CHALLENGES THE [DEA THAT MISRULE IN
PLAY 15 SOMETHING TONE BY BAV/MEAN/
ABNORMAL PEOPLE;

T4 THEREFORE NO 4UPRISE TO ME
THAT WE SEE 50 MANY EXAMPLES OF
MISRULY PLAY ONLINE - | 5EE |T A5 A NATURAL SPACE FOR

&) EXPLORES WHETHER DIGITAL SPACES DO
ENABLE A RETURN TO CARNIVALESQUE PLAY
- THE VIGITAL CARNIVAL.

PLEASE CONSIDER SHARING YOUR,
RULE VECKS AND ANSWER CARDS
WITH ME ONCE YOUVE FINIGHED
PLAYING LORDS OF MISRULE!

T’ REALLY IMPORTANT THAT YOU UNVERSTAND WHAT WILL BE
TONE WITH ANYTHING THAT YOU SUBMIT AND THE STEPS TAKEN
TO PROTECT YOU A5 A RESEARCH PARTICIPANT.

, WHAT HAPPENS WHEN | SUBMIT MY
LORDS OF MSRULE BAME CARDS TO
YOU ONVINE OR VIA THE PO4TZ
LORDS-OF-MISRULE.COM OR
LORVS-OF-MISRULE . WETRANSFER.COM

1) YOU SUBMIT YOUR BAME CARDS VIA POST OR A% \MAGE
FILES UPLOADED AT LORVS-OF-MISRULE.WETRANSFER.COM

2) THE SUBMISSIONS DON’T GO STRAIGHT TO ME, INSTEAD
THEY ARE PROCESSED BY A CCCU RESEARCH ASSIGTANT.
ONLY THE ASSISTANT CAN ACCESS THE UPLOADY FOLDER.

3) THE ASSISTANT REMOVES ANY INFORMATION THAT COULY
\WENTIFY YOU OR OTHER PLAYERS. |F IT°5 AN UPLOAY THEY
EVIT THE IMAGES, RENAME FILES AND DELETE THE ORIGINAL
UPLOATS (ANU ANY EMAIL ADDRESS DATA). ORIGINAL FILES
ARE SECURELY VELETED, POSTAL ORIGINALS SHREDUET.

Dy,

AN Mednes
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&) WHEN THE ASSISTANT |5 CONFIDENT THAT EVERYTHING |4
ANONYMOUS (T 15 ONLY THEN PASSED TO ME. T THEN TRY
TO MAKE SENSE OF THE DATA AND FEED T INTO MY RESEARCH.

@O0 AAN MEATDES, 2015




PRINTING ANV MAKING LORDS OF MISRULE

THE QUICKEST WAY TO GET LAYING LORDS OF MISRULE & TO POWNLOAD
THIS PUF FROM WWW.LORDS-OF-MISRULE.COM AND PRINT IT ONTO THICK
PAPER OR CARV. IT’LL NEED A LITTLE BIT OF ASSEMBLY, BUT NOTHING
TOO MAJOR.

OVt

\
\ \ \ 4\0 :fffgﬁ’q\ﬁx(\m

S

THE RULE CARDS AND IDENTITY CARDS (THE ONES WITH THE GRINNING
FACE ON THE REVERSE) NEED TO BE CUT ALONG THE DOTTED LINES.
THI& 6IVES YOU E\GHT CARDS PER PRINTED SHEET. YOU NEEUVA VECENT
AMOUNT OF CARDS TO GET STARTED, 'V RECOMMEND A MINIMUM OF 30
RULE CARVS, 5OME SPARES TO ALLOW YOU TO AVD MORE IN NEW
ROUNDS, AND ENOUGH S4PARE TO MAKE SURE EVERYONE 6ETS
SOMEWHERE TO WRITE THEIR LORDS OF MISRULE IDENTITY.

THE ANSWER/CONFESSION CARDS ARE LARGER ANV MORE COMPLICATET.
THEY SHOULD BE PRINTED DOUBLE SIDED (THE OFFICIALLY PRINTED PACKS
USED FOR WORKSHOPS ARE - GET IN TOUCH IF YOURE INTERESTED).
BECAUSE NOT EVERYONE HAS A DOUBLE SIDED PRINTER AVAILABLE THE
SHEETS N THIS PUF HAVE BOTH 4IUES ON ONE PAGE. TO MAKE A SINGLE
ANSWER/CONFESSION CARD SIMPLY PRINT THE PAGE AND FOLD ALONG
THE DOTTEV LINE, WITH THE PRINT ON THE OUTSIDE. THE BONUS HERE &
THAT IT°LL GIVE YOU EVEN MORE SPACE TO WRITE A REALLY DETAILED
CONFESSION, IF THAT’S WHAT YOU WANT!

A% EVERYONE PLAYS DIFFERENTLY, ANV BECAUSE SOME PEOPLE WILL
NEEV MORE OF CERTAIN CARDS VEPENVING ON HOW ANV HOW LONG THEY
WANT TO PLAY, YOU CAN POWNLOAVY PUFS OF JUST THE RULE OR

ANSWER/ CONFESSION CARVS FROM WWW.LORDS-OF-MISRULE.COM TOO. ?

LASTLY, HERES AN ADDRESS LABEL TO STICK ON AN ENVELOPE IF YOU

\
VECIVE TO $END ALAN YOUR FINIGHED GAME CARDS. '

FAO: VR ALAN MEAVES

LORVS OF MISRULE

CANTERBURY CHRIST CHURCH UNIVERSITY
BROAVSTAIRS CAMPUS

NORTHWOOV ROAV

BROAVSTAIRS

KENT, CT10 2WA.

UNITED KINGTOM

50, PLEASE TUO GIVE THE GAME A TRY, THINK ABOUT SUBMITTING

YOUR GAME RULES ANU CONFESSIONS, LET ME KNOW OF

SUGGESTED AVAPTATIONS AND CHANGES AND GET IN TOUCH \F

THERE’S ANYTHING THAT YOUD LIKE TO ADD, HELP WITH, OR

\F YOUD BE WILLING TO BE INTERVIEWED ABOUT PLAY. JUST 6O TO THE
WEBSITE ANDU MAKE CONTACT. WHAT YOU SUBMIT WILL BE USED TO CREATE
NEW ACAVEMIC ARTICLES, BOOK CHAPTERS AND (HOPEFULLY) BOOKS.

\F YOU FIND THIS INTERESTING WHY NOT CHECK OUT SOME OF

MY WRITING ABOUT VIDEOGAME GUITCHING, MOTVTING AND HACKING.
IVE A BOOK ON THAT SUBJECT PUBLISHED BY ROUTLEDAE:
‘UNDERSTANDING COUNTERPLAY IN VIDEO GAMES?

BY ALAN F MEATES (2015). MY JOURNAL ARTICLES AND CHAPTERS
CAN BE FOUND BY LOOKING AT MY ACAVEMIA.EDU PROFILE

(1T LIKE LINKEDIN BUT FOR RESEARCHERS!).
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