o]0
-
o
Q
o+
(0]
M
&
)
()
-
O
N
O
-
S
qV)
-
.lm
O
s
-
@)
@)

ia»?
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(1) Cosa e

Roberto Grassi



DISCLAIMER

Quanto segue e frutto di riflessioni, esperienze e
conoscenze personali.

Non prendetelo come testo sacro, ovviamente, e non
aspettatevi verita. Lo scopo principale di questi incontri €
sollevare dubbi e fornire strade per le risposte.

Il materiale e liberamente diffondibile.

Se ci sono domande fatele pure durante la nostra
chiacchierata oppure scrivetemi.




AGENDA

Cosa € una «storia»?

» Cosa accade durante un gdr

- Fabula e Intreccio

- Latrama (il plot)

- Strutture Narrative

- Dalla narrativa statica alla narrativa interattiva
- Le «storie» in un gdr

- Story Before, Story Now, Story After




Inizio della Fine della

sessione di sessione di
gioco gioco

Evento . Evento R Evento . Evento
/ Fatto 1 / Fatto 2 / Fatto ... / Fatto n

* Cosa sono, secondo la narratologia, questi
Eventi/Fatti?

* Laloro sequenza e importante?

* Sono una storia? O sono una «Storia»?

* | Gdr creano storie?

Cio che accade in un gdr
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Inizio della Fine della
sessione di sessione di

gioco Intreccio gioco

Evento .| Evento .| Evento .| Evento .| Evento
/ Fatto 1 | / Fatto 2 “| /Fatto 3 | / Fatto ... / Fatto n
T T1 T2 T3 T Tn
0
Inizio della Fine della
sessione di sessione di

gioco Fa bu Ia gioco

Evento Evento .| Evento Evento Evento
/ Fatto 2 / Fatto 1 | / Fatto ... / Fatto n / Fatto 3

T, TO T, T, T,

Fabula e Intreccio




Al di la della loro relazione temporale (molto importante) hanno tutti lo

stesso «valore»? E poi valore rispetto a «cosa» e rispetto a chi?

https://www.youtube.com/watch?v=E_5DRKZI10w
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Solo alcuni eventi hanno piu rilevanza
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https://en.wikipedia.org/wiki/Plot_(narrative)
Definition

English novelist E. M. Forster described plot as the cause-and-effect
relationship between events in a story. According to Forster, "The king died,
and then the queen died, is a story, while The king died, and then the queen
died of grief, is a plot."

Teri Shaffer Yamada agrees that a plot does not include memorable scenes
within a story which do not relate directly to other events but only "major
events that move the action in a narrative.”

For example, in the 1997 film Titanic, when Rose climbs on the railing at the
front of the ship and spreads her hands as if she's flying, this scene is
memorable but does not directly influence other events, so it may not be
considered as part of the plot.

Another example of a memorable scene which is not part of the plot occurs in
the 1980 film The Empire Strikes Back, when Han Solo is frozen in carbonite.
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https://literaryterms.net/plot/

In a narrative or creative writing, a plot is the sequence of events that make up
a story, whether it’s told, written, filmed, or sung. The plot is the story, and
more specifically, how the story develops, unfolds, and moves in time.

Example 1

Kaitlin wants to buy a puppy. She goes to the pound and begins looking
through the cages for her future pet. At the end of the hallway, she sees a
small, sweet brown dog with a white spot on its nose. At that instant, she
knows she wants to adopt him. After he receives shots and a medical check,
she and the dog, Berkley, go home together.

Example 2

Scott wants to be on the football team, but he’s worried he won’t make the
team. He spends weeks working out as hard as possible, preparing for try outs.
At try outs, he amazes coaches with his skill as a quarterback. They ask him to
be their starting quarterback that year and give him a jersey. Scott leaves the
field, ecstatic!
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Le storie hanno una struttural

Example 1
Kaitlin wants to buy a puppy. } Exposition

She goes to the pound and begins
looking through the cages for her
future pet. At the end of the
hallway, she sees a small, sweet
brown dog with a white spot on
its nose.

Rising Action

At that instant, she knows she Climax
wants to adopt him.

After he receives shots and a Falling Action
medical check, ...

she and the dog, Berkley, go home } Resolution
together.
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http://www.nelsonlangarts.com/uploads/2/0/1/6/20165263/753148167.jpg

® Climax

Wolf gets toasted
climbing down the
chimney

@ Rising Action

Wolf can't destroy brick house

@ Falling Action
Wolf destroys stick house Pigs clean up the chimney

Wolf destroys straw house

Brick house built

Stick house built Pigs have the best supper ever

Straw house built and live happily ever after

@ Exposition

Pigs move out of their mother's house
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https://qph.fs.quoracdn.net/main-qimg-83bdd0c70eelb5d955b5d80197ee4689-c

Three-Act Structure

Climax of

Midpoint Act Two Clin’mx of
Climax of (a big twist) e Act Three
Act One Disaster .
Obstacle
Obstacle
Second Obstacle
Inciting  Thoughts
Ineident .
WV Ascending AT
Act One Act Two Act Three
(set up) (confrontation) (resolution)
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https://cdn-images-1.medium.com/max/1200/0*ZpDZL23dvXUnNXFz.jpg

Call to Adventure Freedom to Live
The hero starts off in a mundane situation of - - - Mastery leads to freedom from the fear of death, which in turn is
normality from which some information is received T %»? E /1 j E:; Tﬁ‘ {; E $ the freedom to live. This is sometimes referred to as living in the

that acts as a call to head off into the unknown. moment, neither anticipating the future nor regretting the past.

OF JOSEPH CAMBELL’S

MONOMYTH

Master of Two Worlds
Achieving a balance between the material

Refusa' Of Ca" and spiritual (the inner and outer world).
Often when the call is given, the future
hero refuses to heed it. This may be
from a sense of duty or obligation, fear,
insecurity, a sense of inadequacy, eic.

Crossing the Return Threshold

Retaining the wisdom gained on the
quest, integrating that wisdom into a
human life, and possibly sharing the
wisdom with the rest of the worid.

Supernatural Aid
Once the hero has committed
to the quest, consciously or

guide and magical heloer SEPARATION RETURN

appears, or becomes known.

Rescue from Without
Oftentimes the hero needs a
powerful guides to bring them

back to everyday life, especially if
the person has been wounded or
weakened by the expenence.

Magic Flight
Sometimes the hero must
escape with the boon. This can
be just as adventurous and
dangerous returning from the
journey as itwas togo on it.

Crossing First

Threshold P
This is the point where the //
person actually crosses into the
field of adventure, leaving the |

known limits of his or her world T

and venturing into an unknown
and dangerous realm where the

rules and limits are not known.

Refusal of Return
Having found bliss and
enlightenment in the other world,
the hero may not want to return
fo the ordinary world to bestow

BeIIy of the Whale , the boon onto his fellow man.
The belly of the whale The Ultimate Boon

represents the final separation . .
from the hero's known world and The ultimate boon is the
achievement of the goal of the

self. By entering this stage, the
quest. It is what the person went

person shows their wilingness \ 4
to undergo a metamorphosis. r \ on the journey to gel. All the
y previous steps serve to prepare
IN'TIATION é and purify the person for this step.
Road of Trials  \, g/

The road of trials is a series of tests, \ J ApOStaSIS
tasks, or om’gals that the person n'yust P, When someone dies a physical death, or
undergo to begin the transformation. - . dies to the self fo live in spirit, he or she

Often the person fails one or more of 4 g [ moves beyond the pairs of opposites to
these tests, which often occur in threes. a state of divine knowledge, love,
compassion and bliss.
Meeting with the Goddess — Atonement with the Father
This is the point when the person experiences a love

. Aoz In this step the person must confront and be initiated by
that has the power and significance of the all-powerful, ; whatever holds the ultimate power in his or her life. In many
all encompassing, unconditional love that a fortunate Temptation This step s about those material temptations that may

and stories this is the father, or a father figure who has
infant may experience with his or her mother. lead the hero to abandon or stray from his or her quest. f;:‘::d geath |;ower| This is the center point of |3\ua jo‘:rney,

16

Strutture Narrative




https://i.pinimg.com/originals/83/05/ac/8305ac851f44c306aae7b973e38a2cf7.jpg

) ; Call to
th Adventure  g,nematural
m aid

(Gift of Threshol
the Godess) KN OWN Guardian(s)
h |
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transformation)
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e Helper

Atonement Mentor

Hero's
Joumey

REVELATION

fansformation

X Helper

death & rebirth
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http://bethwilsonasmedia.blogspot.com/2016/02/propps-character-theory-and-narrative.html

Propp'’s theory says...

PREPARATION a community or family is in an ordered state of
being

COMPLICATION the villain harms a member of the hero's family

the hero plans action against the villain

TRANSFEREMNCE | the herois given a magical gift

the hero arrives at the place he can fulfil his quest

STRUGGLE there is a struggle between the hero and the
villain
RETURN the hero escapes

a task is set for the hero

the hero accomplishes the task

RECOGNITION the hero is rewarded

18
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http://www.levity-rpg.net/LevitylV/pmwiki.php?n=Site.GiocoDiNarrazione01

N

a-0-®

Crea la Fiction Fiction Fruisce la Fiction

Crea e Fruisce la Fiction

&

Crea e Fruisce la Fiction I Crea e Fruisce la Fiction

Crea e Fruisce la Fiction

Dalla narrativa statica alla narrativa interattiva




http://www.levity-rpg.net/LevitylV/pmwiki.php?n=Site.GiocoDiNarrazione01

* Le tecniche e le pratiche per la costruzione e la
fruizione della fiction che viene creata non sono
le stesse

* Alcuni concetti hanno senso in una e non
nell’altra.

* Alcuni concetti sono applicabili completamente,
altri no.

Dalla narrativa statica alla narrativa interattiva
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1
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REVELATION

Atonement
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death & rebirth

Propp's theory says...

PREPARATION a community or family is in an ordered state of
being
COMPLICATION the villain harms a member of the hero's family
the hero plans action against the villain
TRANSFERENCE | the hero is given a magical gift
the hero arrives al the place he can fulfll his quest
STRUGGLE there is a struggle between the hero and the
villain
RETURN the hero escapes
a task is set for the haro
the hero accomplishes the task
RECOGNITION the hero is rewarded

Atonement

/ & Call to
Adventure g,
pematural
%t m aid

ALGG“z;efss) KN OW N GuZ?dT::(Z?\
UNKNOWN Threshold
1\
The
1
Hero's
Joumey

Helper
Tansformation REVELATION

death & rehirth

CaII to

‘ !; Adventure Supematural
F@tdm/) aid
;I (Gift of Thieshiol

the Godess) KN OWN Guardian(S)}\

Atonement

Tansformation

Threshold
(beginning of
transfomation)

UNKNOWN

The
Hero's
Joumey

REVELATION

death & rehirth

Inizio della Fine della
sessione di sessione di
gioco gioco
Evento Evento Evento Evento
/ Fatto 1 / Fatto 2 / Fatto ... / Fatton
Three-Act Structure
Climax of
iy ct Two Climaxof
Climax of Clginy e R
Act One
Oheacde Obstacle
Second e
WV Aucendio® 2ad
Act One Act Two Act Three
(set up) (confrontation) (resolution)
I
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So che sembra un post provocatorio e a rischio flame, pero devo capire.
Perché e pieno di gente secondo cui "il master deve cambiare i tiri di
dado e le regole su due piedi in autonomia per il bene della storia" e
poi giocano a giochi regolisticamente strutturati come d&d?

Solo a me sembra contraddittorio?

Possibile che non conoscano altri giochi?

Insomma, se si devono cambiare i tiri di dado, allora tanto vale non
farli. Oppure concordare una regola per cui si possono alterare in date
circostanze?

Insomma, non che a me non piaccia questo approccio, e che lo vedo
poco adatto a d&d (o pf e dintorni) e mi pare un po' buttato a caso.

https://www.facebook.com/groups/66869296
0249062/permalink/976405036144518/
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Cose ancora piu esoteriche
 Questo e un Gdr «Narrativo»

Il fatto di dire come si generano questi eventi
non mi dice nulla sulla costruzione di una
Storia. Si possono creare eventi in sequenza
senza costruire una storia nel senso

narratologico del termine.

Inizio della Fine della
sessione di sessione di
gioco gioco
Evento Evento Evento Evento
+
[ Fatto 1 | Fatto 2 / Fatto ... [ Fatton

Le «storie» in un gdr
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La Storia e
generata prima

di giocare. Inizio della Fine della
sessione di Story Before sessione di
gioco . . gioco

Il sistema supporta o meno la Storia.
Evento l I Evento l I Evento | I Evenity
/ Fatto 1 m / Fatto 2 r’] / Fatto ... r'] / Fatt@'n

Inizio della Fine della
sessione di Story Now sessione di
ioco . . i
; Il sistema produce la Storia. gloce

Evento l | Evento l [ Evento | [ Events

/ Fatto 1 | | [/ Fatto 2 | | / Fatto ... | | / Fatte'n

La Storia e
Inizio della Fine della generata dopo
sessione di Story After sessione di .
gioco N ] . gioco la glocata
La Storia e costruita dopo la partita
Evento Evento ) Evento ) Evento
J Fatto 1 J Fatto 2 J Fatto ... J Fatton
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