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The Solmukohta 2012 Book: Style and Submission Guide

Juhana Pettersson

INTRO

This document describes how the submissions to the book of Solmukohta 2011 should be sent. Instructions on style and tone of writing can also be discovered here. Finally, the document serves as a word processing template the authors should use. For example, this is a placeholder for the short introductory paragraph.

/ INTRO

The planned length of the book is 300 pages. In terms of earlier Solmukohta books it should be about the size of Larp, the Universe and Everything. Following that book as well as the Danish Knudebooks of 2011, this book will be illustrated. Think about photos for your article when you're considering your pitch.
Articles are selected based on the basis of short pitches of a few paragraphs, with an editorial review. The editor will need to have the first proposals by September 1st 2011. Full article deadline is November 1st 2011. 

The editor will provide feedback on both proposals and first drafts of full articles. You should expect at least two rounds of feedback, one based on the proposal and another based on your full article.

The maximum word limits given in the Call for Article Proposals can be extended on case-by-case basis. Your proposal should include an estimate of the final length of your article. The editor may change the deadlines in individual cases.

Submissions should be emailed to solmukohtabook2012@gmail.com.
The book is published by Pohjoismaisen roolipelaamisen seura
, supported with external grants. Initial plans are for a print run of 500 copies. A free, electronic edition of the book will be published on the net before Solmukohta.

Authors and Editors

Articles will be published only on the consensus of authors and editors. Both parties have the right to deny the publication of an article, up until the manuscript is sent out for printing. The authors will be allowed to review changes made to the articles before publication. Articles are confidential until they are published, but the editors may consult external people for purposes of selecting, commenting and proofreading articles.
All authors of the printed articles also give the editors the rights to create electronic editions of the book and publish them online for free. Authors also retain the rights to publish their articles elsewhere at will. Authors submitting images are responsible for ensuring that the copyright holders allow the publication.

All visitors of Solmukohta 2012 will receive a copy as a part of their convention. All authors will be provided with two copies whether they participate in the convention or not. The publisher will sell the rest. The book is intended to make little or no profit; the possible revenue will be used to support Finnish roleplaying through Pohjoismaisen roolipelaamisen seura.

Author Descriptions

All authors are expected to append a 500 character author description with the articles. These descriptions are provided in order to provide the reader with a context for the texts. The descriptions should not be light humoristic entries but short texts listing the authors’ professional, artistic and other credentials relevant for the text. In the end of the text you may include an email address or a relevant web address. An example:
Juhana Pettersson is a journalist, game designer and a tv producer living in Helsinki, Finland. He produces the videogame tv show Tilt, and is a contributing editor at Playground magazine. He studied media art at Studio national des arts contemporains le Fresnoy, wrote a book called Roolipelimanifesti (2005) about roleplaying games, published his first game Ikuisuuden laakso in 2009, and worked as the editor-in-chief of Roolipelaaja magazine between 2007 and 2009. His most recent publication is a collection of Danish roleplaying scenarios edited with Tobias Wrigstad and Kristoffer Apollo, published in Finnish in 2011.

www.juhanapettersson.com

Authors should include their phone numbers in the submissions. This will not be printed, but may be necessary for the editorial process.

Style Guide

The book is meant to be readable to people who have a working knowledge of what larp and roleplaying are. Articles should cover any necessary background information and concepts necessary to understand them. It's possible to calibrate this according to the category of the article: Mistakes and Catastrophes and The Joy of Roleplaying should be accessible to a layman, while design articles can be more highbrow.

The book is part of the on-going Solmukohta discourse that has been going on since the first Knutepunkt in 1997, collected in book form starting in 2001. This means that primary cultural sphere is Nordic and the secondary is international. Descriptions of e.g. other gaming cultures are welcome, as long as they are framed in a fashion understandable to an international audience. The authors should also be aware of the preceding discussion (in the Solmukohta books in particular). 

Discussing larp conventions and cultures should be done carefully in order to avoid ungrounded generalizations. Claims such as "North American larps use character immersion less than Swedish larps" or "Danish larps usually simulate combat with boffer swords" are examples of particularly dangerous generalizations – unless supported by evidence, experience or credible references.

General Guidelines

This document should be used as a template for writing the articles. Conventions used in this document apply to the book as well, for instance when it comes to references and footnotes. Uniform formatting of articles will make the editing work significantly easier.
The book will use two levels of headers: main header for the article, and subheading for individual sections of the article.

Your text should start with an introductory paragraph of 200-400 characters. The introduction should summarize the essential thrust of your article. After the introduction, your article should start without a subheading. 

Italicize names of games, books and movies. Do not italicize organizations or people. You can also use italicization for emphasis. You probably shouldn’t use bold text outside the reference lists.

If you use longer quotes, separate those in their own paragraphs like this:
"The ideal player must become a Liminaut – a free explorer of the threshold realm – and abandon all illusions of being an individual defined by the fetters of her mundane prison of self. The equation is as simple as it is potent: to truly play one must be truly free. (Ericsson 2004, original emphases.)"
Shorter quotes that appear as part of a normal text paragraph, "such as this one", are preceded and followed by double quotation marks (").
Formatting
The articles must be submitted as .rtf or .doc files. They must be in plain text, with no Word styles, no paragraph styles, no indentations, no formatting at all except for the following: bold, italic. Nothing else. Font size must be 12 points, line spacing 1.0.

The only exception to this are the footnotes, which should be created using the footnote system in applications such as Word.

Terminology

Take extra care when using the following terms: culture, fiction, freeform roleplaying, hardcore, immersion, narrative, reality, role (vs. character), simulation, story and theory (vs. model). 

Pay extra attention to the distinctions whether you discuss roleplaying (in general), larp, tabletop roleplaying or online roleplaying. In different countries, roleplaying means different things.
Please avoid terminology in non-English languages. If you need to use such terminology, explain both their meaning and relevant fields (if any) where those necessary words come from.
Spelling and Grammar

We prefer American English, but British English is appropriate as well. You should stick to one or the other in your paper. The book will be proofread.
Preferred forms: diegesis (plural: diegeses, adjective: diegetic), game master (not gamemaster), larp (no caps, used as a noun), roleplay (without a hyphen), tabletop roleplay (not pen’n’paper).
Please avoid the following: arranger (when meaning an organizer), chronicle (when talking about a campaign), laiv, lajv, LARP, LRP, live (when meaning larp), narrator, dungeon master, referee (use game master), rpg, RPG, role play and role-play.
Be careful when using: player, larper, participant, role (when meaning character), character.

Literature References

I use the same style for referencing as in Beyond Role and Play (Montola & Stenros 2004). The surname of the author is mentioned, followed by the year of publication. If the whole paragraph is  cited, the reference is mentioned at the end of the paragraph, after the period.
If you refer to translations, e.g. to Finnish translation of Huizinga’s (1938) Homo Ludens, please use the date of the original publication, but make sure to mention the edition you used in the bibliography. All citations in the text should be translated to English. 

Remember to include the web address if available. When referring to the net, please mention the date of referring.

In the bibliography, author names should be bolded, and the name of the volume of the publication (not the name of the article) should be italicized. Check the bibliography below for examples. 

Game References

Use the original, whole names of the games. Also, include the names of the head organizers, place, time and a translation of the name. Please note the varying capitalization in e.g. Finnish, Swedish and English: Rikos kannattaa, Mellan himmel och hav and Samuli Torssonen’s Star Wreck Roleplaying Game
 are capitalized differently. After mentioning the full name once, a shorter name can be used, e.g. Star Wreck. See the ludography below for examples. 

Articles that concentrate on a single game should listed the whole production team in detail. This can be done in a footnote. For example, here’s a reference to Prosopopeia Bardo 2: Momentum
. 

Footnotes

The book will use footnotes. Extensive use of footnotes is discouraged; if you use more than one footnote per 6000 characters, you should cut some of them. Don’t use footnotes for references.

Figures and Photographs

The book will be printed in color, and it will be illustrated. You can provide pictures to go with the article. More is better. One is okay, ten is good and a hundred means we'll have plenty to choose from. Please bear in mind that photos should always be in maximum available resolution.

You should also provide us with the names and contact information of the photographers. Authors are responsible for ensuring that the copyright holders and people showing in the photos allow the publication in this book.

We may redraw your figures if needed.

Contact Information

Juhana Pettersson: +358 45 123 99 81, email book2012@solmukohta.org.
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Ludography

Mellan himmel och hav (2003): Emma Wieslander, Katarina Björk & Ars Amandi, Stockholm. Eng. “Between Heaven and Sea”.

Prosopopeia Bardo 2: Momentum (2006): Staffan Jonsson, Emil Boss, Martin Ericsson, Daniel Sundström, Henrik Esbjörnsson & al., Stockholm.
Rikos kannattaa (2006): Konsta Nikkanen & al., Helsinki. Eng.  “Crime Pays”.

Samuli Torssonen’s Star Wreck Roleplaying Game (2006): Mike Pohjola. Energia Productions.

Bibliography

Bøckman, Petter & Hutchison, Ragnhild (eds.) (2005): Dissecting Larp. Collected papers for Knutepunkt 2005. Oslo, Knutepunkt. The book for Knutepunkt 2005. knutepunkt.laiv.org, ref. 5th of March 2007.

Donnis, Jesper, Gade, Morten & Thorup, Line (eds.) (2007): Lifelike. Copenhagen, Projektgruppen KP07. The book for Knudepunkt 2007. www.liveforum.dk/kp07book, ref. 5th of March 2007.

Ericsson, Martin (2004): Play to Love: Reading Victor Turner’s “Liminal to "Liminoid, in Play, Flow, and Ritual; An Essay in Comparative Symbology”. In Montola & Stenros (2004): Beyond Role and Play, 15-27. 

Frizon, Thorbiörn & Wrigstad, Tobias (eds.) (2006): Role, Play, Art. Collected Experiences of Role-Playing. Stockholm, Föreningen Knutpunkt. The book for Knutpunkt 2006. jeepen.org/kpbook, ref. 5th of March 2007.

Gade, Morten, Thorup, Line & Sander, Mikkel (eds.) (2003): As Larp Grows Up. Theory and Methods in Larp. Copenhagen, Projektgruppen KP03. The book for Knudepunkt 2003. www.liveforum.dk/kp03_book, ref. 5th of March 2007.

Huizinga, Johan (1938): Homo Ludens. Versuch einer Bestimmung des Spielelements der Kultur. Finnish translation (1967): Leikkivä ihminen. Yritys kulttuurin leikkiaineksen määrittelemiseksi. WSOY, Porvoo.

Montola, Markus & Stenros, Jaakko (eds.) (2004): Beyond Role and Play. Tools, Toys and Theory for Harnessing the Imagination. Vantaa, Ropecon. The book for Solmukohta 2004. www.ropecon.fi/brap, ref. 5th of March 2007.

� Pohjoismaisen roolipelaamisen seura is a Finnish non-profit mostly engaged in publishing roleplaying materials.


� Please note that Star Wreck RPG is quoted here as a game. If you quote it as a literature reference, then you should refer to it like you would refer to an academic book, game review or a design guide for example. 


� Prosopopeia Bardo 2: Momentum was created by Staffan Jonsson (producer), Emil Boss, Martin Ericsson and Daniel Sundström (design), and Henrik Esbjörnsson (locations) with the help of a team including Karl Bergström, Torbiörn Fritzon, Niclas Lundborg, Pernilla Rosenberg, Sofia Stenler and Tobias Wrigstad (scenario design), Anders Muammar (props), Karim Muammar (rules), Linus Gabrielsson, Henrik Summanen and Jonas Söderberg (sounds), Anders Daven (graphics), and Moa Hartman (costumes). The technology team also included Karl-Petter Åkesson, Henrik Bäärnheilm, Sofia Cirverius, Anders Ernevi, Pär Hansson, Niclas Henriksson, Tony Nordström, Erik Ronström, Olof Ståhl, Anders Wallberg, Peter Wilhemsson and Maria Åresund.
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