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What are we going to do?
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ÇÒÁÍÍÁÒȣ
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ȣ4ÈÅ ÆÁÍÅÄ ÐÓÙÃÈÏÌÏÇÉÓÔ 
Stanley Milgramȣ
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!ÎÄȣ
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What are we going to do?

ȣÁ ÓÏÍÅ×ÈÁÔ ÌÅÎÇÔÈÙ

discursion into

structuralist

anthropology,

for which I apologize, but not as 
ÍÕÃÈ ÁÓ ÆÏÒ ÔÈÅ ÔÉÍÅ ÓÐÅÎÔ ÏÎȣ
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What are we going to do?

ȣÁ ÌÉÔÔÌÅ

Derrida.
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"ÕÔ ÆÉÒÓÔȣ

ȰA 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 
ÉÔȣ )Î ÏÔÈÅÒ ×ÏÒÄÓȟ ÍÕÌÔÉ-playing should never take away from the 
single-player aspect of the game. Pure multi -player games really 

should be few and far between. ȱ

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

1 v. self/system
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$ÅÆÉÎÉÎÇ Á ȰÓÉÎÇÌÅ ÐÌÁÙÅÒ ÇÁÍÅȱ

A game that is not played in opposition to, or in parallel 
with, or collaboratively with, someone else.
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$ÅÆÉÎÉÎÇ Á ȰÓÉÎÇÌÅ ÐÌÁÙÅÒ ÇÁÍÅȱ

A game that is 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

#ÏÎÓÉÄÅÒȡ ÉÓ ÔÒÁÉÎÉÎÇ ȰÐÁÒÔ ÏÆ ÔÈÅ ÇÁÍÅȱȩ
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Boundaries

How about doping? 
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Helping

The simplest form of multiplayer, present even in single-
player games, is simple advice and assistance.
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!Î ÏÕÔÇÒÏ×ÔÈ ÏÆ ȰÓÐÅÃÔÁÔÉÎÇȢȱ



Parallel symmetric

1 v system vs 1 v system
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Parallel symmetric games
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Status

1ÕÁÎÔÉÆÙÉÎÇ Á ÐÌÁÙÅÒȭÓ ÁÃÈÉÅÖÅÍÅÎÔ ÁÇÁÉÎÓÔ ÔÈÅ ÓÙÓÔÅÍÉÃ 
opponent.

Typically becomes multiplayer when relative status is 
compared.
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Compete in asynchronous parallel with all historical 
attempts.
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Parallel asymmetric

1 vssystem, vs1 vsanother system
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A hypothetical arcade game

The player is playing nested gamesÏÆȣ
1. Steering the ship

2. Hitting the asteroids with lasers

3. Dodging asteroids and bullets and UFOs

4. Getting advice from her friend over the shoulder

5. Getting as high a score as she can

6. To brag to her friend that she beat him

7. And competing against everyone who has played this particular arcade 
machine

This nestingÑÕÁÌÉÔÙ ×ÉÌÌ ÂÅ ÉÍÐÏÒÔÁÎÔȣ



43GDC 2011: Raph Koster, Social Mechanics for Social Games

Scaling parallel

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

ÅFor example, a few people can play an arcade game one after the 
ÏÔÈÅÒ ÁÎÄ ÃÏÍÐÁÒÅȣ 

ÅȣÏÒ ÁÎ ÉÎÆÉÎÉÔÅ ÁÍÏÕÎÔ ÃÁÎ ÐÌÁÙ ÁÇÁÉÎÓÔ ÅÖÅÒÙÏÎÅ ÅÖÅÒ ÖÉÁ ÔÈÅ 
ÈÉÇÈ ÓÃÏÒÅ ÔÁÂÌÅȣ

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 
status comparison.

Of course, tournaments 
ÁÒÅ ÏÆÔÅÎ ÕÓÅÄ ÆÏÒȣ
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1 vs1
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Rival and non-rival goods

A rival good is something that cannot be used 
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.

Speed-ÕÐ ÁÒÒÏ×Ó ÏÎ Á ÒÁÃÅ ÔÒÁÃËȣ ÅÖÅÎ ÐÉÃËÕÐÓ ÉÎ ÍÁÎÙ ÇÁÍÅÓȢ
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Dot-eating
Zero-sum resource consumption.
ɉÁÌÓÏ ȰÔÅÒÒÉÔÏÒÙȱȟ ÉÎ Á ÇÒÁÐÈ ÔÈÅÏÒÙ ÓÅÎÓÅɊȢ

0ÌÁÙÅÒÓ ÃÏÍÐÅÔÅ ÔÏ ÇÅÔ ÓÔÕÆÆȟ ÁÎÄ ×ÈÁÔÅÖÅÒ ) ÇÅÔȟ ÙÏÕ ÃÁÎȭÔ ÈÁÖÅȢ 
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Tug of war

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

%ØÁÃÔÌÙ ÌÉËÅ ȰÚÅÒÏ-ÓÕÍ ÓÔÁÔÕÓȢȱ

The engine behind all combat games.
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Handicapping

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

)Î ÇÁÍÅ ÔÈÅÏÒÙ ÔÅÒÍÓȟ ȰÉÍÐÅÒÆÅÃÔ ÉÎÆÏÒÍÁÔÉÏÎȱ ɀknowledge 
as a rivalrous good.

Fog of war, hands of cards, etc.



Multifront opposition

1 vs1 vs 1 ÖÓ ȣ Î
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'ÕÔÓÃÈÅÒÁȭÓ ÔÅÒÍÓ 

At GDC 2009 K. Robert Gutscheraused different terms than mine:

ɆOrthogames: games with a statistical rating outcome

ɆParallel symmetric games: races(OK, same term here)

ɆBrawls: gluing together 2 player orthogames.

ɆPolitics start when you have a choice of whom to interact with.
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Rival goods mechanics

3ÅÖÅÒÁÌ ÆÏÒÍÓ ÏÆ ȰÂÒÁ×ÌÓȱ ÄÅÐÅÎÄ ÏÎ ÔÒÅÁÔÉÎÇ ÒÅÓÏÕÒÃÅÓ 
×ÉÔÈÉÎ ÔÈÅ ÇÁÍÅȟ ÓÕÃÈ ÁÓȣ

Health
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Rival goods mechanics

3ÅÖÅÒÁÌ ÆÏÒÍÓ ÏÆ ȰÂÒÁ×ÌÓȱ ÄÅÐÅÎÄ ÏÎ ÔÒÅÁÔÉÎÇ ÒÅÓÏÕÒÃÅÓ 
×ÉÔÈÉÎ ÔÈÅ ÇÁÍÅȟ ÓÕÃÈ ÁÓȣ

Health

Survival

Stuff

as rival goods. 



63GDC 2011: Raph Koster, Social Mechanics for Social Games

4ÁËÅ ÍÁÎÙ ÔÕÇÓ ÏÆ ×ÁÒȣ
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Last man standing
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Bidding

Mediate your status 
tug of war 

via a rivalrous good.
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