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What are we going to do?

Go very fast. S P E E D
Over 160 slides. L | M l T

| could not restrain myself.
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What are we going to do?

The core 40 mechanics
of multiplayer games.
AYes, all of them.

A No further design
required -- ever*
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What are we going to do?
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For your tweeting
convenience!
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What are we going to do?

We will touch briefly on game
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What are we going to do?
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What are we going to do?
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Stanley Milgrama
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What are we going to do?

8 Y vy nstience fictior
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What are we going to do?
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What are we going to do?
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discursion into o
structuralist P

anthropology,

for which | apologize, but not as
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What are we going to do?
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Derrida.
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Q\ good game should focus entirely on it's single  -player aspect
first and foremost. Then If it's a simple game like a shooter or racer,
use the remaining time and space to fit in a multi-player aspect to
EO8 )1 | OE A-@laying shoul® hevel tdkk angy from the
single-player aspect of the gamePure multi -player games really
should be few and far between. 06

-- the unfortunately named New Troll, Escapist Forums, 23 June 2009
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True single-player

1v. self/system
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$AZEZET ET C A OOEI CI A

A game that is not played in opposition to
someone else.
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A game that Iis not played in opposition to, or in parallel
with someone else.
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A game that Iis not played in opposition to, or in parallel
with, or collaboratively with, someone else.
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$AZEZET ET C A OOEI CI A

A game that Iis not played in opposition to, or in parallel
with, or collaboratively with, someone else.

(In other words, hardly anything.)
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Boundaries

[

The boundary of a game Is not the board, event, world, etc.
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Boundaries

_—_—_—_—_—_—_—__J

#1 1 OEAAOd EO OOAEIEI C ODPAOO I

'-jéKsnr:AmeE sames GDC 2011: Raph Koster, Social Mechanics for Social Games ¢’ Playdom 26



Boundaries
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Boundaries

F_______—_—_—_—_—_—_—_—_—_—_—-

The true boundary of a game is based on where actions that
can legally affectgameplaystop. Training yes, doping no.
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Helping

The simplest form of multiplayer, present even in single
player games, is simpleadvice and assistance

1T 1T00COl xOE 1T £ OOPAAOD
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Helping

The simplest form of multiplayer, present even in single
player games |s S|mpleadV|ce and assistance
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Parallel symmetric

1 v systemvs 1 v system



Parallel symmetric games
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Status

1 0AT OEAUEI C A PI AUAOGO
opponent.

Typically becomes multiplayer when relative status Is
compared.

RR
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Status
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opponent. g

Typically becomes muttiplayer when relative status Is
compared.
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Races

The first user to reach a given status level wins.
(The basic boardgame, and basic sport)

»
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Leaderboards

) &1 'S F3e

Compete in asynchronous parallel with all historical
attempts.

i
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Leaderboards

Compete in asynchronous parallel with all historical
attempts.

-%snr:m onvesames GDC 2011: Raph Koster, Social Mechanics for Social Games (&’ Playdom 40



Parallel asymmetric

1vs system,vs 1vs another system



A hypothetical arcade game

The player is playingnested gamed /&8
Steering the ship

Hitting the asteroids with lasers

Dodging asteroids and bullets and UFOs
Getting advice from her friend over the shoulder
Getting as high a score as she can

To brag to her friend that she beat him

And competing against everyone who has played this particular arcade
machine

hisnestingNOAT EOU xEI I AA EI Bl OOA

N O O s wbdRE
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Scaling parallel

Scaling parallel symmetric play to large numbers is hard to
do in a time-bounded way.

A For example, a few people can play an arcade game one after the
I OEAO AT A Al |l PAOAS

A8T O A1l EIT £ZET1T EOA AI 1 01 O AAT bl Al
EECE OAI OA OAAI A8
But how do you do a medium size number?
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Tournaments
Brackets are often a game
of their own distinct
from the scoring or i *
status comparison. i i
&
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Brackets are often a game
of their own distinct
from the scoring or
status comparison.
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Tournaments

Brackets are often a game
of their own distinct
from the scoring or
status comparison.

Of course, tournaments
AOA 1T AOAT OOAA

foof
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Opposition
1vs1l
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1vs1
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Rival and non-rival goods

A rival good is something that cannot be used S
by someone else at the same time

A non-rival good is stuff like
Information, or the public park.

&>
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Flower-picking

Non-zero-sum resource consumption: You compete to get
stuff, but there Is always more stuff.

~ r ~ s
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Dot-eating

Zero-sum resource Consumption.
i A1 O OOAOOEOI OUOG
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Dot-eating

Zero-sum resource Consumption.
i Al Ol

&>

-%snr:m onmvesames GDC 2011: Raph Koster, Social Mechanics for Social Games (&’ Playdom 53



Tug of war

| can take your stuff, you can take my stuff.

-

%DBAAOI U -OBIEAOOANBAODS8 0
The engine behind all combat games.
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Handicapping

g

Artificially equalizing status in order to
9 provide a tighter race.

N>
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Secrets

)T CAIT A OEAT OU OAOI OlykrowddgeA O A

as a rivalrous good.
Fog of war, hands of cards, etc.
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Multifront opposition
1vs1vs10 0O 8
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" OOOAEAOAG0O OAO
At GDC 2009 K. RobertGutscheraused different terms than mine:
£ Orthogames games with a statistical rating outcome
Z Parallel symmetric gamesraces(OK, same term here)

£ Brawls: gluing together 2 playerorthogames.
£ Politics start when you have a choice of whonto interact with.

o}
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Rival goods mechanics
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Rival goods mechanics
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Health g Q
Survival &%
X

as rival goods.

o}

'-jéKsnr:AmeE sames GDC 2011: Raph Koster, Social Mechanics for Social Games () Playdom 61



*%snr:mg

Rival goods mechanics

3AOAOAI &I OI O T £ OAOAx]T 06 AAH
xEOEEl OEA CAI Ah OOAE AO8

@ e e e
Health .. . \:iii
ﬂ Survival ~ ® ©
— > Stuff
as rival goods.
of
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Last man standing

o}
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Bidding

Mediate your status
tug of war

via arivalrous good.
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Mediate your status
tug of war

via arivalrous good.
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