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I love Ana is also game about anorexia. It’s not a story about beauty. Nor
about health. Or fitness. Or eating right. Or fat people. This is a story about a
deadly narrative.

I had a couple of meetings with people suffering or had suffered from eating
disorders. If you think about it, it’s really not that hard. Perhaps a co-worker opens
up to you, or you had a childhood friend, perhaps even yourself?

Fact is, it’s super hard to treat. Even those people who are out of it, they still look
back at the time when they were anorexic or bulimic, as a period of their lives when
they were strong, in control of their lives (and bodies), had lots of energy so that they
could study, hold two jobs and party all weekend.

This story—or success story—have none of those I spoken with left behind. The
eating disorder is always lurking. This is perhaps what is at the heart of the matter.
The narrative is so strong, so hard to let go, so convincing, that the conventional
treatment system is treating the symptom and not the actual disorder.
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The game is a love story about a group of people ’
and their irrational love to a fictional person d
called Ana. All the characters are deeply in love
with Ana, and they support each other in this
love. It’s a bit abstract, but think of it as a kind of

support group. ‘?V
Behind the
\'{ curtain,
T“A“SPA“ENG all players
are playing

characters tha
an eating diso
They are all t
help (and later fo
each other to stay
within the disorder
personified as Ana.

No one is playing Ana. N¢
even the facilitator. Ana is
abstraction, who only exist:
our play pretense world. Eve
there she’s a projection and
representation of something els

l
!
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The story of the game is pretty
straightforward. The game begins v
characters having fallen in love with
then love evolves, turns sour and enc
either a breakup or sort-of a marriage
The nail in the coffin is of course, that
getting married to Ana means thatyou

ou can see a brief
different stages of the
pens in them. /
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This is a jeepform game. Jeepform is best described as the
] arr1a between tabletop role-playing and live action role-
g)\t{th a kind nod towards dramatic impro. You act out
on if you were an actor, except there are no lines to
e players will have to figure out what to say or do
ely Yo 1 can read more at jeepen.org.
\
e is a bit different though. First of all, there is
no Ye: action, the game doesn’t take place anywhere.
\Ev y g is played out via spoken word. The players
%\ ) onologues about their love and other related
. Tl mkerplay between the players is mostly
ys1cal affirmation, cheers, and at a later
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Players introduce

themselves to the others by saying
somethink like: “Hi My name is xxx, and
I am in love with Ana”. The other players
acknowledge this and respond “Hi xxx”.
You are leading this, making sure it
happens.

Let the players collectively
describe Ana. Let them use single
sentences where they do not refer to
physical attributes. Continue until they
run out of steam (at least every player
gets a say). Cheer afterwards.

Stage 2: Love Evolves

(Gt “Hi My name is xxx,

respond: “Hi xxx”

A V(B ¥a1(o &P § The players read

aloud a love letter they wrote to Ana.

What would you

sacrifice for Ana? Select one thing that is
now out of your life.
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and I am in love with Ana”. Other players

3. Declarations of love BXEI iR EVGER

one by one, declare their love to Ana.
Ending each declaration of love, all .
players cheer the player. Givq,hﬁgs;@;
fives etc. Rotate until all players have
been through it. e a

4. Create the “code”

The players must take turns
setting up a list of “Do’s” and
“Don’ts”. Let the players have
one input each. Write this
down.

SEEAIINiG] All the players
take a selfie to Ana.

AN

Sesoee

AR L PN EY Describe how you

envision life with Ana.

Have a conversation
with yourself (played towards another
player). Describe how much you feel
the love reprocicated. The other must
acknowledge and support.

6 0 ) (R W ata B 8] All players read

another letter to Ana aloud.

12. Refine the Code goildaii gl

players to sharpen the code (They must).
Use Ana as a threat.

4 "V
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13. Reify Name and Code “Hi My name is xxx, and I am in love

with Ana.” They respond ‘Hi xxx.”. The player then swears to uphold

the previous scene.
A

16. “Interv1ew You interview all the players one by one. What is
_’/ from loving Ana? Why aren’t they good enough?

17 She Loves Me/ Loves \Y (I\[114 Let the players place themselves
d ves the most.

18. Love letters III The character who came
o ~ last in the She Loves Me/Loves Me Not

- Scene has another conversation with

itself in front of a mirror (played towards
r - all the other players), describing how

19. Video Confessional . much you try to love Ana. The other
stemc players are all but understanding.
0 upho
Ana high

21. Recite the code P51 CREE
‘where all players recite the code in
nion.

Stage 4: Ti| Death Do ys Part

Each player reads t

whether they will truly choose\her OV
behind without her love.

letter aloud The players must tell Ana
} d follow her or if they will stay
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In many ways the game employs a
procedural mechanic in order to get
the players into the game. It is both a
character generation process as well
as part of the game itself. The point

of having all these (semi-identical)
repeating scenes is twofold. First of all
it serves the identification process—by
reaffirming your role (ie your name
and that you love Ana), you strengthen
identity. Sharing something you that
all do, creates a very strong communal
feeling—even if it at first seems forced.

Secondly, agreeing on common values
(that later turn on you), sharpening, and
reifying them also helps strengthen the
bond between the players, so that when
the time is right, being thrown out just
makes you want to go back even more.

The monologue types scenes are all ways
of letting the players in their own words
contextualize their characters identity
and values to themselves.

Positive Affirmations

Everyone likes to feel good, special,

or successful and it is central to the
game that this mechanic is properly
used. The players must in the first two
stages be very attentive to the other
players. Use touching, claps, shoutouts,
hugs, cheering and all other kinds

of supporting activity. It’s really not
that hard. As the stages progress the
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players should step up the affirmations
gradually, so they culminate at

In the last two stages things are a bit
different. Now instead of being nice and
friendly, they’re supposed to be harsh,
competitive, and focusing on what is not
good enough. Sadly, this is not that hard
either.

You will have to be the driving force in
this, as changing this behavior in the
players can take a while, as they’re most
likely stuck in the previous mode.

The Changing Facilitator Role

As facilitator or game master your role
changes during the game. You have two
distinct roles during the game. First of
all you are the one that makes sure that
the players do what they should—just tell
them what you want them to do. This
stays more or less constant during the
game.

Where things begin to become more
interesting is in stage two and three,
where you sort-of enter the game. As
facilitator or game master you are in a
position of power and by using (and later
abusing) this power, you can set the rules
of what is possible and acceptable. If
you'’re accepting, friendly and comforting
or nasty, unfair and partial, it has a
tremendous effect.
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Remember to take care of your players after the game has ended. What I am
describing here is the ‘worst case scenario, but you'll most likely end somewhere
before that. Also, if you already haven’t, now might be a good time to talk about what
the game was really about.

,iryone land properly. Since the
players shed their characters
ad stuff with their now

I suggest you take the time necessary to make
latter parts of the game can be pretty intense, I
and return to their normal selves, leaving behin
shedded character.

After an emotional experience with shifting identit important to know that
you cannot directly shift back into who you were beft game. This takes some
time, but it is important to send players off in the right tion.

The main goal is to get the players out of character and to let them leave with

the positive experiences intact and the negative stuff rendered harmless. This

is not because I do not want players to handle the bad stuff, it is just that often,
describing or focusing on negative stuff actually strengthens the negative
experience either for player affected or the other players.

1. Insist that they use “my character” instead of “I” to further distance the
player from their character. This is to avoid any confusion between who “I” was
and who the player was.

2. Let them describe their experience in positive terms. Instead of focusing
on what was hard or tough, let them focus on what they got out of the game what

was great, what inspired them og made them think about.

3. Talk about the technical things. What was difficult to play, what was easy,
what did they feel have the best effect. Keep things on a meta level.

As the facilitator of the game, it is your job to listen and be attentive. It is really
important that you let the players talk. You do not need to have an answer to

everything, but most often it is just the fact that someone listens that helps.

Oh, and all of the above goes for you as well.
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