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In addition to characterizing themselves as players, GMs, game designers, and writers, 

specific informants described their participation in role-playing gaming in these terms:

• A game critic & archivist

• An OSR blogger/scenester

• A facilitator and mentor

• A game industry consultant

• A cultural consultant

• A semi-professional gamer

• Both a role-player and an academic

• “The independent RPG industry”

Our “reflexive” interviews established that 

we are straight White middle-aged cis 

men from the US, “aca/fen” who have 

written about TRPGs in scholarly venues. 

We differ in our experience of role-playing 

as a creative pursuit. 
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