
Your  larp  sucked	
Or how to get useful feedback from players 

 
Annika Waern 



Congrats,  people  actually  
participated  in  your  larp!!	



But  what  did  they  think  
about  it?	



I  am  not  talking  about	
•  What happened in the larp, 
•  Players’ reviewing larp, or 
•  Players’ critiquing larp 

This talk is about players giving feedback to 
organizers, in a form decided by organizers 



What  happened?  
A  related,  but  not  exactly  the  same,  question	



Feedback  vs  Review	
•  You will get reviewed anyways. 



Feedback  vs  Critique	
… as in ’reading’ the larp and interpreting/critiquing its 
message and rhetorics 

If you are looking for critique, organized feedback is 
not useful 

Encourage blog posts, review articles, Knutepunkt 
submissions… critique needs a different format 
 
 



Why  do  you  want  to  
know?	

•  We want to bathe in positive confirmation 
•  Players keep hugging and thanking me, but what 

do they say behind our backs? 
•  We want to look professional by asking for 

feedback 
•  We want to control the reviews 
•  We want to know how to distribute blame 
•  We want to learn, to improve our larp(s) for the 

future 
•  … 



Know  your  real  reasons	



Have  an  explicit    
goal  for  feedback	

•  A design goal for this larp was  
o  That players sing or dance and by that get more emotionally involved 
o  To scare the shit out of people 
o  To make players feel powerless, subjected to oppressive societal structures 
o  … 

•  A practical goal for this larp was 
o  To make it accessible to newcomers 
o  To implement ‘pay and play’ 
o  To have players co-construct the larp, including roles and social relations 

•  We used some specific things that we want 
feedback on 
o  A new meta-technique 

o  A new method for creating characters and relations 
o  A cool technical system for sending messages 
o  A new locale, special effects, a new recipy… 



Feedback  vs    
Review	

”Your larp sucked.” 
 

”All in all it was a fun game, with some good moments 
of character play and interesting relations.” 

 
Reviews are typically useless to organisers, and there is 
a huge risk that they will piss you off. 
 
BUT: You will not be able to avoid reviews when 
gathering feedback. 
 



Larp  is  always  co-‐‑creative	
 
”NN’s communist sympathies should have been a 
huge problem for my character. … Make her a liberal 
or something.” 
 
“You need to have auditions for the meta-singers and 
also for the scene group. Or use musical expertise to 
help people with lesser singing abilities to choose 
songs fitting their voice.” 
 
 



In  this  talk:    
Four  methods	

•  Post-game group debrief 
•  Post-game questionnaire 
•  Unstructured interviews 
•  In-game feedback 

Triangulation: 
Asking questions related to the same evaluation goal  

in multiple ways and through multiple methods 

 
Don’t overburden your players! 

 



Post-‐‑Game  Group  Debrief	
•  PLUS: Most players will participate (but don’t make it 

compulsory) 
•  MINUS: Most players are not ready with processing 

the larp 
•  MINUS: Group dynamics 

o  Affects perception 
o  Uneven time allocation 

Often the only possible method for chamber larps. 



Minimal  Group  Debrief	
•  Start by a quiet time, when players think about what 

they want to say. 
o  ”What worked well in this larp?  What worked less well?” 

•  Go around the circle, everyone says one brief thing.  
o  Let others agree with hand signs? 

•  Ask prepared questions related to your evaluation 
goals. Ask for comments, or maybe even a vote by 
hands. 

•  Have an organizer take extensive notes, 
  -- or ask if you can record the session! 



Post-‐‑it  method  for    
group  debrief	

•  Ideal group size is around 10.  Don’t force players to 
participate. 

•  Each group should have a moderator from the 
organising team. 
o  Make sure everyone talks 
o  Keep time 

•  Start by a quiet time, when everyone fills in post-it notes 
individually. Tell people that you will collect them. 

•  Discuss each post-it in the group. Let players group and 
analyze them together. 
o  Let the players select a person to report the results. 

•  If you had break-out groups, make sure to reconvene 
before ending the feedback session. 
o  Try to keep group reports short. 



Giving  players  a  question  
to  answer	

”What do you want to tell the larp organizers  
about their design?” 

 
”What worked well in this larp?  

What worked less well?” 
 

(More specific questions  
are not suitable for this format.) 

 
 



Scheduling  the  De-‐‑brief	
•  Have an overall schedule for what happens after 

the larp: Tell the players of the schedule. Keep time. 
•  Feedback happens after de-roll: Even if there is no 

need for advanced de-rolling, let players hug and 
chat before you start a feedback session. 
o  Else, feedback will be overshadowed by storytelling and emotional 

feedback between players. 

•  Separate the feedback session clearly: Make it 
clear when the feedback session starts. Explain to 
players why you collect feedback. 

•  End the whole session with the thank-yous 
o  and instructions for the post-larp party… 



Online  Evaluation  Form	
•  PLUS: Players fill it in when they are ready to do so, 

at their own convenience 
•  PLUS: You control the questions 
•  MINUS: Not all players will fill in the form 

o  The larger the larp, the smaller the percentage 

•  MINUS: Forms need to be short – need to limit the 
number of questions asked 



Do  not  try  this  at  home,  
kids!	



Use  of  scaled  questions…	
•  Promotes ’reviewism’ 

o  Player’s willingnes to give high or low grades to specific questions will be 
influenced by their overall experience 

•  Limits feedback to the questions you ask 
o  No surprises 
o  Very often, you already have your own answers. Player feedback tells you 

if players thought the same thing. 

•  Makes it difficult for players to state what was most 
important to them 

•  Doing any kind of aggregation and statistics is 
questionable 
o  Fallout 
o  Play experiences are extremely individual 



When  does  it  make  sense  
to  use  scales	

•  For things that you repeat over and over again, so that 
you can compare between runs. 

•  For player convenience 

And read up on statistics!!! 
•  Checkboxes versus scales 
•  An average makes no sense if players do not agree at 

least a bit. 
•  If only a small proportion of all players reply, averages 

may be worthless 
•  Correlation is not causation 
•  Be wary of random correlations 
•  …. 

 



Questions  with  Text  
Answers	

•  ” Feedback on your character” 
o  Open question that gives focus but lets players focus on whatever 

they choose 
o  Character or Role? 

•  “Did you find your character description readable 
and useful” 
o  Avoid questions that can be answered by ‘yes’ or ‘no’ 

•  “Feedback on your character description” 
o  Will lead to players focus on how the character was described, 

rather than on how it was to play the characters. If you use this 
question you may need one more. 

 



Feedback  Questionnaire  
Structure	

•  Demographics 
o  Name, Age, Home country, Gender, Larp experience… 
o  Remember that this can be sensitive – allow people to refrain from filling in 

some of this (especially name and gender) 
o  Keep it short – do not ask for things you don’t really need to know (such as 

gender) 

•  Open ”review” questions, e.g. 
o  ”What worked well in this larp?  What worked less well?” 
o  ”Tell us about your most memorable moments in the larp. Tell us when you 

were bored.” 

•  Specific questions related to evaluation goals 
o  And here is where it sometimes makes sense to have scales. 

•  End with open question, such as; 
o  Is there something we forgot to ask? 
 



Questionnaire  
Practicalities	

•  Make sure there is plenty of room for text answers 
•  Ask somebody to fill it in 

o  Check language and wording – is it possible to understand what 
to answer 

o  Time it! Don’t ask for more than 20 mins of somebody’s time. 



Semi-‐‑structured  
Interviews  /  Dialogue	

•  PLUS: Extremely rich and detailed information 
•  PLUS: Interviewer and interviewee collaborate on 

the scope of the interview 
•  MINUS: Only a few players can be reached this way 

– make sure to select them carefully! 
•  MINUS: Be prepared to listen to LONG stories about 

how the larp played out for the particular person 
 



Structuring  and    
Interview	

•  Select your participants carefully. 
o  Perspective – each participant only represents themselves, but they can 

be selected for their particular perspective. 
o  Willingness to participate – don’t overburden the person. 
o  Bias – do not only interview people you, or the designers, know well. 
o  Access. 

•  Prepare a set of questions related to the evaluation 
goals in advance 

•  Always start from an open question. 
o  ”What do you want to talk about?” can be enough. 
o  Discuss the issues that the person brings up until you are sure that you 

understand their perspective 
o  Only then, bring up the questions you brought – if they are not already 

discussed or you have discovered that they are not relevant 

•  Record the session. 



In-‐‑Game  Feedback	
•  PLUS: Avoid the ’post-game lie’, get access to the  

unprocessed larp experience as it is ongoing 
•  MINUS: Disturbs immersion 

 



In-‐‑Game  Feedback	
•  Recruit willing players beforehand 

o  Don’t ask all players to do this! 
o  Make them feel special 

•  Be inventive! The form must fit the larp 
o  Probe people (e.g. By phoning or messaging them) 
o  Write an in-game or off-game diary 
o  Send in-game messages to the game masters 
o  Have special in-game reporting tools 
o  Have an in-game reporter 
o  … 

•  Avoid in-game expressions of off-game feedback 
o  Fun, but ambigous 

 



Analysing  Your  Feedback	
•  Group answers according to your evaluation goals 

o  Skip the circumstantial as well as the obvious 
o  A host of voices. This is usually very interesting and useful. 
o  Players are good at telling designers what does not quite work, 

but they are not as good at pointing out solutions. 

•  Identify the unexpected, singular answers 
” My character's goal was fuzzy. It was hard to 

 play the character in a goal-rational way.” 
 

•  Find themes 
o  Things that pop up in multiple responses and multiple 

feedback forms are typically design-related 
o  The unexpected findings are often the most interesting ones! 



Affinity  Wall	



Takeaways	
•  Evaluation Goals 
•  Qualitative vs Quantitative 
•  Triangulation 
•  Qualitative methods for analysis 

 
Players are good at telling designers what does not quite work, 

but they are not as good at pointing out solutions. 

 



Excersise	
•  Split up in groups, approx 5 people each 

o  Select a larp (real or imaginary) that you want to get feedback on 
o  Setting, staging, production 

•  Define your evaluation goals 
•  Select methods 
•  Formulate questions 
•  Make schedule 


