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WAS SIND 
TABLETOP ROLLENSPIELE (TTRPGS)? 









Jon Peterson (2012): Playing at the World: A History of Simulating Wars, People, and Fantastic Adventures, from Chess to Role-Playing Games. San Diego: Unreason Press, xvii.



“[T]he invention of Dungeons & Dragons 
depended on the mingling of fantasy genre 
literature with wargaming […][.]” 


They combine “setting and system” with “role-
playing itself, the bond of identification forged 
between player and character.”

Jon Peterson (2012): Playing at the World: A History of Simulating Wars, People, and Fantastic Adventures, from Chess to Role-Playing Games. San Diego: Unreason Press, xvii.



D. Vincent Baker (2010): Apocalypse World. lumpley games.













Tabletop Role-Playing Games (TTRPGs)


Live Action Role-Playing Games (LARPs) 


Single Player Computer Role-Playing Games 
(CRPGs) 


Massively Multiplayer Online Role-Playing 
Games (MMORPGs) 

TYPEN VON ROLLENSPIELEN



“I define the role-playing game as an episodic and 
participatory story-creation system that includes a 
set of quantified rules that assist a group of 
players and a gamemaster in determining how 
their fictional characters’ spontaneous interactions 
are resolved. These performed interactions 
between the players’ and the gamemaster’s 
characters take place during individual sessions 
that, together, form episodes or adventures in the 
lives of the fictional characters.”

Daniel Mackay (2001): The Fantasy Role-Playing Game: A New Performing Art. Jefferson: McFarland, 4–5.



Stephen Colbert's D&D Adventure with Matthew Mercer (Red Nose Day 2019)

https://www.youtube.com/watch?v=3658C2y4LlA

Foto: https://twitter.com/matthewmercer/status/1130990245682581505/photo/1

BEISPIEL 
EINER  
SPIEL-
SITUATION





























WAS IST DER ROLLENSPIEL-TEXT?



Jessica Hammer (2007) “Agency and Authority in Role-Playing ’Texts’”, in: Knobel, Michele / Lankshear, Colin (Ed.): A New Literacies Sampler. New York: Peter Lang, 67–93, at 70–71.

“The primary text is that which outlines the rules and setting of 
the game in general. The secondary text uses this material 
to create a specific situation. Finally, the tertiary text is 
created as the characters encounter the situation in play.“



Lisa Padol (1996): “Playing Stories, Telling Games: Collaborative Storytelling in Role-Playing Games”, https://web.archive.org/web/20070704194654/http://www.recappub.com/games.html.

“Anything which reaches the interface between the GM 
and the players is part of the text. Anything which does 
not reach the interface, and, therefore, does not affect 
both the GM and the players, is not part of the text. “





Gary A. Fine (1983): Shared Fantasy: Role-Playing Games as Social Worlds. Chicago: The Univ. of Chicago Press.



primary framework

Gary A. Fine (1983): Shared Fantasy: Role-Playing Games as Social Worlds. Chicago: The Univ. of Chicago Press.



primary framework

game context

Gary A. Fine (1983): Shared Fantasy: Role-Playing Games as Social Worlds. Chicago: The Univ. of Chicago Press.



primary framework

game context

gaming world

Gary A. Fine (1983): Shared Fantasy: Role-Playing Games as Social Worlds. Chicago: The Univ. of Chicago Press.



Daniel Mackay (2001): The Fantasy Role-Playing Game: A New Performing Art. Jefferson: McFarland, 56.



1) the social frame inhabited by the person;

Daniel Mackay (2001): The Fantasy Role-Playing Game: A New Performing Art. Jefferson: McFarland, 56.



1) the social frame inhabited by the person;

2) the game frame inhabited by the player;

Daniel Mackay (2001): The Fantasy Role-Playing Game: A New Performing Art. Jefferson: McFarland, 56.



1) the social frame inhabited by the person;

2) the game frame inhabited by the player;

3) the narrative frame inhabited by the raconteur;

Daniel Mackay (2001): The Fantasy Role-Playing Game: A New Performing Art. Jefferson: McFarland, 56.



1) the social frame inhabited by the person;

2) the game frame inhabited by the player;

3) the narrative frame inhabited by the raconteur;

4) the constative frame inhabited by the 
addresser;

Daniel Mackay (2001): The Fantasy Role-Playing Game: A New Performing Art. Jefferson: McFarland, 56.



1) the social frame inhabited by the person;

2) the game frame inhabited by the player;

3) the narrative frame inhabited by the raconteur;

4) the constative frame inhabited by the 
addresser;

5) the performative frame inhabited by the 
character.

Daniel Mackay (2001): The Fantasy Role-Playing Game: A New Performing Art. Jefferson: McFarland, 56.



MATT: So as a bard, your main thing is that you're an 
entertainer. You’re charismatic--


STEPHEN: The one character class I never played in the old 
days, by the way.


MATT: Well, thank the internet for that one.[…]

MATT: They also voted you have a companion for this 

adventure. […]

MATT: So, as you make your way into the forest, Eric comes 

up to your ear and starts talking to you about stuff in the 
day. [buzz-like talking] […]


MATT: You draw your sword and glance over just in time to 
see a mass of black fur just leap out of the woods in your 
direction. You need to roll initiative for me, friend.


STEPHEN: It’s still 20?

MATT: Still a d20, yeah.

STEPHEN: 13.

MATT: 13, okay.
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Jennifer Grouling Cover (2010): The Creation of Narrative in Tabletop Role-Playing Games. Jefferson: McFarland, 94.



1. Entstehung einer TTRPG-Indie-Designszene


2. Digitalisierung (Online-Spiel, Actual Plays)


3. Diversifizierung von Spieler*innen und 
Designer*innen (auch jenseits des „Westens“)

AKTUELLE PERSPEKTIVEN AUF 
TABLETOP-ROLLENSPIELE AUS SICHT 
DER ANALOG GAME STUDIES



1.  
ENTSTEHUNG EINER TTRPG-INDIE-

DESIGNSZENE



Charakterdrama in einer 
apokalyptischen Zukunft

• Kollaboratives Erzählen steht im Zentrum: 
gemeinsames Gestalten des Settings


• Ursprung der Apocalypse Engine und der 
powered by the Apocalypse-TRPGs


• Geschichte ist nicht vorgeplant, entwickelt 
sich gemeinsam aus den Handlungen der 
Charaktere


• Anstelle von Erfolg/Misserfolg einer Handlung 
gibt es eine abgestufte action resolution: 
2W6+Stat —> strong hit. (10+), weak hit (7–9), 
miss (6-)


• Spielleitung würfelt nicht

APOCALPYSE WORLD

Referenzmedien:


Mad Max, Children 
of Men,The Road, 
12 Monkeys, The 
Book of Eli





“Nobody remembers how or why. Maybe nobody ever 
knew. The oldest living survivors have childhood 
memories of it: cities burning, society in chaos then 
collapse, families set to panicked flight, the weird nights 
when the smoldering sky made midnight into a blood-
colored half-day. Now the world is not what it was. Look 
around you: evidently, certainly, not what it was. But 
also close your eyes, open your brain: something is 
wrong. At the limits of perception, something howling, 
everpresent, full of hate and terror. From this, the 
world’s psychic maelstrom, we none of us have shelter.”

APOCALYPSE 
WORLD (2010)

D. Vincent Baker (2010): Apocalypse World. lumpley games.















Teenager-Monster Romanzen in 
einer High-School Horror Show

• Fokus auf (High-School) Drama 
zwischen den Charakteren


• Kleinstadt Setting


• Charaktere sind Teenager, aber 
gleichzeitig auch übernatürliche 
Wesen (Vampir, Werwolf, Geist, Hexe)


• Powered by the Apocalypse


• Queere Geschichten über erwachende 
und verwirrende Sexualität

MONSTERHEARTS 2

Referenzmedien:


Buffy the Vampire 
Slayer, The Vampire 
Diaries, The Craft, 
The Lost Boys





Teenager-Superhelden erleben 
Abenteuer und finden sich selbst

• Teenagers mit Superkräften


• Charakterwerte (labels) richten sich 
nach dem, was andere von der 
eigenen Figur denken


• Powered by the Apocalypse 


• Teenager-Drama, aber mit mehr 
Explosionen und Action

MASKS: A NEW GENERATION

Referenzmedien:


X-Men, Young 
Avengers, 
Spiderman: 
Homecoming





“Dream Askew gives us ruined buildings and wet tarps, 
nervous faces in the campire glow, strange new psychic 
powers, fierce queer love, and turbulent skies above a 
fledgling community, asking “What do you do next?” 


[T]he collapse of civilization didn’t happen everywhere at 
the same time. […] We queers were always living in the 
margins of that society, finding solidarity, love, and 
meaning in the strangest of places. […] We banded 
together to form a queer enclave – a place to live, sleep, 
and hopefully heal. More than ever before, each of us is 
responsible for the survival and fate of our community.”

DREAM ASKEW 
(2018)

Avery Alder / Benjamin Rosenbaum (2018): Dream Askew / Dream Apart. Buried Without Ceremony, 46.





Fantastische queere Abenteuer voller 
Disaster-Lesben mit Schwertern

• Fantasy mit mehr Melodrama, mehr 
Knutschen und mehr Queerness


• Fokus auf Schwertkampf und 
Beziehungen zwischen den 
Charakteren


• Powered by the Apocalypse


• Unterstützende Mechaniken für 
Beziehungen, Flirting und 
Verwicklungen zwischen den 
Charakteren

THIRSTY SWORD LESBIANS

Referenzmedien:


She-Ra and the 
Princesses of 
Power, Buffy the 
Vampire Slayer 





Ältere Damen lösen Kriminalfälle in 
einem Strandbad in Massachusetts

• „Cozy Mystery“


• Amateurdetektivinnen lösen 
Kriminalfälle mit Grips und Humor


• Powered by the Apocalypse


• Verschwörung und Horror im 
Hintergrund bei längerer Kampagne


• Innovatives Mystery-System ohne 
vorgegebene Auflösung

BRINDLEWOOD BAY

Referenzmedien:


Mord ist ihr Hobby, 
Columbo, Miss 
Marple, Rosenheim-
Cops





Dem Untergang geweihte Schatzgräber 
erforschen einen düsteren Wald

• Tragische, dunkle Fantasy


• Zumeist One-Shots, welche die PCs 
tendenziell nicht überleben


• Fokus auf kollaboratives Erzählen


• Einfaches Regelsystem 


• Charaktere konkurrieren 
möglicherweise auch miteinander


• „Play to loose“

TROPHY DARK

Referenzmedien:


Dark Souls, The 
Blair Witch Project, 
The Wicker Man, 
Midsommar





Legendäre antike Helden stranden 
auf seltsamen Inseln

• Jedes Abenteuer spielt auf einer 
mysteriösen Insel auf der die Helden 
landen und einem Problem begegnen


• Helden zwischen der Gunst der 
Götter und menschlichem Pathos


• Helden haben eine Abstammung und 
sind einer Göttin oder einem Gott 
ergeben


• Einfache und schnell verstehbare 
Regeln, schnelle Action

AGON

Referenzmedien:


Die Odyssee, Die 
Ilias, Xena: Warrior 
Princess, Assassin’s 
Creed: Odyssey





Gemeinsames Erzählen in einer 
surrealistischen Stadt

• Absurde, komische, dramatische, 
traurige und bizarre Geschichten in 
einer fiktiven surrealistischen Stadt in 
den 1920er Jahren


• Extrem regelleicht


• Zufalls- und Ereigniskarten statt Würfeln


• Charaktere über wenige Merk


• Fokus auf das gemeinsame Erfinden 
surrealer Situationen, weniger auf 
actionreichen Abenteuern

Itras By  

Referenzmedien:


Un chien andalou, 
L’Étoile de mer, Le 
Fabuleux Destin 
d'Amélie Poulain





Eine Gruppe von Freunden sucht 
eine verschwundene Mitschülerin

• Spielt in einer Kleinstadt in 
Nordkalifornien


• TRPG in Echtzeit, Spiel dauert nach 
Vorbereitung 90 Minuten


• Während des Spiels wird nicht 
gesprochen, Kommunikation über 
Chat-Apps


• Spielleitung spielt selbst mit


• Hohes Immersionspotential

ALICE IS MISSING

Referenzmedien:


Life is Strange, 
Searching, Winter’s 
Bone, Riverdale





2.  
DIGITALISIERUNG  

(ONLINE-SPIEL, ACTUAL PLAYS)



Kurzer historischer Überblick 
über die Geschichte des 

Tabletop-Rollenspiels



Taktischer Kriegsspielapparat

Von Georg Leopold Baron von Reiswitz für Friedrich Wihelm III (1812)

Historische Vorläufer im 19. Jhdt.



H.G. Wells (1913): Little Wars: A game for boys from twelve years of age to one hundred and fifty 
and for that more intelligent sort of girl who likes boys’ games and books (London: Frank Palmer)

H.G. Wells’ Little Wars (1913)



Diplomacy (1959, Allan B. Calhamer)

Diplomacy: Ein Brettspiel?



Wargaming in the Twin Cities, 1966

Chainmail (1971)

Wargaming in den 1960ern



Dungeons & Dragons (1974)
Tunnels & Trolls (1974)

Empire of the Petal Throne (1974/75) Metamorphosis Alpha (1976)

Dungeons & Dragons: Die Erfindung des Tabletop-Rollenspiel in den 1970ern

Gary Gygax 
und Dave Arneson



Die 1980/90er Jahre

Das schwarze Auge (ab 1984)

(Advanced) Dungeons & Dragons
Call of Cthulhu (1981)

Shadowrun (1989)

Vampire: The Masquerade (1991) 
& die World of Darkness 

GURPS (1986)



Die 2000er Jahre
Dungeons 
& Dragons 

(3. ed., ab 2000)

Pathfinder (2009)Boom der d20 Systeme 

Old 
School 

Renaissance 
(OSR) 



Die 2010er Jahre: D&D 5e, Storygames, Independent Tabletop-Rollenspiele 

Independent Tabletop-Rollenspiele

FATE 
(seit 2003)

Dungeons & Dragons 
(5. ed., seit 2014)

Star Wars Roleplaying Game 
(seit 2012)



Kulturelle Einflüsse



Die „Satanic Panic“

1980er

Dungeons & Dragons 
(TV Serie, 1983–1985)

E.T. the Extra-Terrestrial (1982)



Entwicklung des 
Computer-Rollenspiels und 

Massively Multiplayer Online Role-Playing Game

Seit 2000

Stranger Things 
(TV Serie, 2016–

Futurama 
(S02E20 

TV Serie, 2000)



Entwicklung des 
Computer-Rollenspiels und 

Massively Multiplayer Online Role-Playing Game

Seit 2000

Stranger Things 
(TV Serie, 2016–

Futurama 
(S02E20 

TV Serie, 2000)



Trans- und crossmediale 
Erzählkulturen


des Tabletop-Rollenspiels



Actual Play Podcasts

The Adventure Zone 
(2014–)

The Magpies 
(2018–)

d20 Dames 
(2017–)

She’s A Super Geek 
(2014–2020)



Actual Play Livestreams (Twitch/YouTube etc.)

Critical Role (2015–)

Graphic

Novel D&D


Setting

Animierte

TV Serie

Roll20 
Presents 
(2018)

D&D 
Live 
(2020)





– Brad King / John Borland (2014): Dungeons & Dreamers: A Story of How Computer Games Created a Global 
Community, Pittsburgh: ETC Press, 8, 22.

„It’s almost impossible to overstate D&D’s role in the rise of computer 
gaming. […] Over the next quarter-century and more, the game conceived in 
Gygax’s living room would go on to obsess millions and transform people’s 
lives. Its draw would be particularly strong within a community of, mostly, 
young men who were at the same time discovering the power and creativity 
offered by computer programming. In seeking to combine these two loves, 
this group of programmers, developers, and game players would over time 
profoundly shape an industry that would ultimately come to rival Hollywood 
in terms of scope and influence.“

Einfluss von Tabletop-Rollenspielen auf die Computerspielgeschichte



– Kyllian Franken (2019): „Exploring Online Dungeons: Streaming Dungeons & Dragons as Transmedia Extension“, 
Utrecht University, Faculty of Humanities (Master thesis, https://dspace.library.uu.nl/handle/1874/399074), 16.

The streams extend both main aspects of the game, roleplaying and the 
game in terms of rules and mechanics. In the act of remediating the game on 
twitch the focus shifted more towards the roleplaying aspects of the game. 


The streams take the freedom that is within the rules of the game to feature 
more roleplaying, which favours the perspective of this playstyle over a more 
game focussed style, which for example can feature more combat 
encounters. While the time spent on roleplaying these characters is a big 
factor of the focus, there are other aspects that help extend this part into the 
streaming format. The shows feature visual and audio-visual elements like the 
costumes, art and intro videos that enhance the roleplaying. […] 


The less featured game aspect is mostly present during the combat 
encounters. Two of three streams feature a visual representation of these 
encounters, which is better suited for the audio-visual format. The only other 
element that helps remediates the game aspect is the extra peripheral 
information, which brings some of the game mechanics to the forefront.

Tabletop-Rollenspiele und Transmedia Story Worlds



3.  
DIVERSIFIZIERUNG VON SPIELER*INNEN UND 

DESIGNER*INNEN  
(AUCH JENSEITS DES „WESTENS“)







TABLETOP-ROLLENSPIEL AUS  
SÜDOSTASIEN







ACROSS-RPGSEA.COM



ZWEI BEISPIELE VON DEN PHILIPPINEN





“The Islands of Sina Una […] pulls from the 
precolonial mythology and culture of the 
Philippines. […] Filipino mythology is largely 
forgotten, with much of it passed down solely 
through oral tradition and subsequently lost to 
colonization. For the team behind this book, The 
Islands of Sina Una serves as a way to rediscover 
and reforge that missing link to the past – to 
connect with our ancestors and share their stories 
with generations to come.” (Sina Una, p. 8)



“Your character is tied to both the people around 
them and the spirits of the world they travel […]. 
Some of this is extrapolated from real-life 
historical accounts […]. At the end of it all, 
though, The Islands of Sina Una is a fictional 
fantasy setting, and seeing your own identity in 
the characters you play is a cathartic and 
important part of the book’s goals.” (Sina Una, 
p. 17)



“Spirits are also the source of magic in the 
islands. […] [C]lerics and the shamanistic 
babaylan […] commune with powerful spirits 
directly, who in return for offerings grant these 
individuals access to fearsome divine magic.” 
(Sina Una, p. 8–9)



“Most babaylan begin their training as an 
apprentice[…] to learn the rituals and practice of 
the role. Once this training has been completed, 
the individual is conferred a personal spirit guide 
known as an abayan. […] It is through this bond 
with their abayan that babaylan can channel 
magic […].” (Sina Una, p. 165)



“In all my life, I have always referred to myself as 
anything but just Filipino. I was Filipino-
American. I was Filipino-Chinese. […] But 
working on this book, and learning about my 
culture, I have since stopped. I am Filipino. With 
no shame, with no second guessing. This is what 
Sina Una has done for me.” (Sina Una, p. 5)











“Karanduun is a modern Filipino Epic RPG about 
worthless heroes dismantling God, whatever 
cycle of oppression that must be. […] The 
prevailing tone […] is struggling against 
oppression while having the strength and 
abilities of a to-be epic hero […]. […] In the midst 
of this, there is no hope, for Bathala is dead.” 
(Karanduun, p. 5)



“Bring your dystopic post-Cyberpunk fantasies to 
life, revel in supernatural Filipino folklore, and 
dance along the threads between magic and 
technology.” (BALIKBAYAAN, back cover).



SCHLUSS


