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Props & Intergen. Gaming
Where We are Going …

 Gaming Principles & Definitions
 Background/motivation
 Value of Props
 Types of Props
 Effective Use
 Tricks of the Trade
 Intergenerational Considerations
 Questions / Answers 

(we have time – please ask questions throughout)
 Frenzied Applause!

Two handouts:
Gaming Principles & PnI

Outline
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Enduring Questions for Designing
and Creating Props
 What are you trying to accomplish?

 Create a lasting work of art?
 For you alone?
 For others?

 Create goods for marketable 
endeavors (e.g., music, crafts, 
etc.)?

 Cathartic expression of creativity, 
because you must?
 Deeply personal?
 Method of expressing feelings in 

acceptable way to others?

 What is the Cost versus the 
Benefit?
 How much is your time worth?

 How much do you care about the 
opinion and acceptance of 
others?

 How many resources are you 
willing to invest?

 What other pursuits is your prop 
creation competing with?

 What lasting skills are you 
developing based on prop 
creation?
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Gaming Principles

1.  Stafford Principle: maintain a sense of wonder in the campaign.  Make sure there is 
always some surprise or something special that makes a session, an adventure, a 
campaign and your whole world unique.

2.  Perrin Principle: be consistent.  If you do something once, it becomes a precedence.  
The players will remember it, and count on it being the same next time.  If it's not the same 
later, have a darn good, obvious to the players reason that it's different.

3.  Petersen Principle: make it fun.  Don't be afraid to change a plot to go with player 
enthusiasm.  Try something crazy or goofy, even (or especially) in serious settings.  Roll 
with the mood and make it happen.  Be high energy!

4.  Staats Principle: reward the players as well as the characters.  Handouts, riddles, 
music, etc. that can be experienced by the players' senses directly or challenge the 
players' creativity reward the players.  The players are the ones that come to the sessions 
every week, and ultimately, it is the GM's goal to reward the players.  Some folks are just 
fine vicariously being rewarded through their characters, but it's oh so much more fun to 
be rewarded as a player during the course of a session.

5.  Sandy's Axiom: involve at least three senses in every scene.  These can be described 
or experienced (e.g. props, incense, etc.).  People have five senses, and adding details 
about weird sounds, the unusual smell or the texture of something adds to the gaming 
experience.



20132013Definitions
1. Gaming Role-Playing: (We will use Schick's definition for the purposes of this 

document.) 

Gygax in Role-Playing Mastery: "Acting out a make-believe position" 
Costikyan in Toon: "Role-Playing is just 'Let's Pretend'" 
Schick in Heroic Worlds: "Quantified Interactive Storytelling" 

2. Character: The role a player assumes when playing a Role-Playing game. 

3. Adventure: A Role-Playing session or series of sessions using the same 
characters throughout with definite beginning, middle and ending. 

4. Campaign: A series of connected sessions where the characters accomplish 
something which could not have been done in one adventure. 

5. Prop: Any created item that is designed to be used to help with suspension of 
disbelief.

6. Intergenerational: games where there is a significant age or authority difference 
between the participants (i.e., the participants have differentiable meta-roles with 
respect to one another).



20132013Background & Motivation
 Gaming community provides opportunities that we may not normally 

think about
 Many of us have children/grandchildren and gaming is a way to 

connect
 Gaming can be extremely useful as a teaching and training tool

 Diversity in activities is its own virtue
 Personal: A way of connecting across boundaries
 Products: A way of fostering inter-group creativity and collaboration

 Props provide unique artifacts to allow exploration of ideas

 Personally – work with intergenerational groups and raised my own 
children as gamers



20132013Value of Props
 Suspension of Disbelief
 Focal Point
 Atmosphere

 Plot Devices
 Clues
 Plot Lines

 Fun for the Players

 Potentially Create Interest in Learning



2013Types of Props
 Many props are 

Multisensory

 Primarily visual
 Documents
 Photos or pictures

 Primarily aural
 Music
 Sound effects

 Primarily tactile
 Pieces of …
 Clothing
 Accouterment

 • Primarily scent
 Incense
 Scents

 • Primarily taste
 Food
 Beverages



2013Making the Most of Props (1/5)
 Fits with the 

genre/mood

 Effort in = results out

 Effective

 Durability

 Fun

 Appropriate

 Not a distraction

 Economical

FEED the FANE!



2013Making the Most of Props (2/5)

 Fits with the 
genre/mood

 Color, tone

 “Silliness Factor”

 Themes

 Effort in = Results out

 Time investment

 Creative investment

 Emotional investment

 Treasure investment

FEED the FANE!



2013Making the Most of Props (3/5)

 Effective

 Unexpected

 Fits within established
Framework

 Appealing

 Durability

 How significant is it?

 How will the prop be 
used?

 Special handling 
requirements

FEED the FANE!



2013Making the Most of Props (4/5)

 Fun

 Players can 
experience it

 Theme, color, tone

 Interesting

 Appropriate

 Inoffensive

 Maturity level

 Danger level

FEED the FANE!



2013Making the Most of Props (5/5)

 Not a distraction

 • Effort to engage

 • Background stays in 
background

 • Too much fun!

 Economical

 • Game is make-
believe, home/food are 
real!

 • What are your goals

 • The best things in 
gaming are free!

FEED the FANE!



2013Props – Tricks of the Trade
 Engage taste, touch,
and smell

 Design props to be 
flexible

 Encourage props to be 
used during the game
 Plot
 Players actually 

experience

 Be subtle

 Be bold

 Be cheesy!

 Raid the garbage & 
second hand items

 Acquire some craft and 
cooking skills
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2013Examples of Props …

Plus videos and songs …
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Considerations for
Intergenerational Gaming (1/2) 

 Different Rewards
 Deferred vs Instant
 Direct vs Indirect

 Attention Spans and 
Pacing

 Morals & Teaching
 Fun vs Responsibility

 Remaining Unbiased
 In-game vs Out-of-Game
 Love vs GMing vs Managing

 Comfort Zones
 Religion, Morals, Social 

Issues
 Adults as Non-Parents

 Different Frames of 
Reference
 Jokes
 Events
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Considerations for
Intergenerational Gaming (2/2)

 Different Genres
 Popular Culture
 Societal Attitudes
 Morals
 Exposure
 Interests

 Fun In-Character vs 
Out-of-Character
 Stealing Apples
 Visiting an Inn ...

 Social Isolation
 – “Gaming Geeks”
 – Competition with Other 

Activities

 Benefits
 Sharing Ideas
 Scheduling Time

 Together
 Sharing Time
 Teaching


