Reconciling Games

Raph Koster



What | s3id | would talk about

Cross-disciplinary approaches!
Reconciling conflicts!
Play. Game.

Game. Video game.
Ludology. Narratology.

L uteractivity. Luterpretability.

Ceutering players. Ceutering what is played.



Bah.

It was all so very dry.



4
A

([ ]
—e

o
b

)
i

RN

-

A game | did not des



Which started out liRe this (202)




A vision exercise

What is the qame about, on a systemic (evel?
Aud how does the player accomplish their goal?
What is the qame about, thematically?

Aud how does the player meet that goal?






Four Rinds of problems

HapTics C oMpLEXITY

Sociac CHANCE



wAPTICS | COMPLEXITTY

Sports, vertigo, Perception of
reflexes PSPACE-Complete
to NP-Hard

SOCIAL CHANCE

Hierarchy, mentorship, Mistaken belief in a
tribalism pattern



Not the same as Rinds of fun

Easy Fun HaeD Fun

Sociac Fun VisceraL Fun



Let's start with complexity



Let's start with complexity

° ° Rubbles




Let's start with complexity
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Let's start with complexity

WATER CHANGE






But | want live plants!

° ° Rubbles
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Racteria Racteria

Rubbles
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Internal (eedback loops

APPEARS WHEN THERE (S

inadequate
FerTILIZATIon or CO2

REDUCES

AcTs A5 "6As PEDAL"



wAPTICS | COMPLEXITTY

Sports, vertigo, Perception of
reflexes PSPACE-Complete
to NP-Hard

SOCIAL CHANCE

Hierarchy, mentorship, Mistaken belief in a
tribalism pattern



Intuition techniques

NP problems
Multiplayer
Orthogounality (disparate gqomes in one)

Simulations

Sigus as tokens (RPGs, Dixit)






Authored narrative

Turus out these bots haye little lifecycles.
They start tiny, they get big.

They get sick.

They get (ouely.

They die!

Sometimes they leave babies behind.



Emergent or player-driven
L wome the fish!

T sometimes Kill them through my actions.
I sometimes saye their liyes'

L moke them happy by changing tank counditions.



Au.ultur ation techn'\ques

Rhetorical repetition

Replay for achieyements

Frames, (abels

L mpose worldview thru viewpoint character

Otherin g
High causality



Empathy techniques

Loose symbolic relationships
Layered symboloqy
Ambiquity of refereuts

Aunacoenosis: asking audience for opinion, presenting multiple
OpInIOnS

Surrealism, acausality



Possibilities

Low agency
High play

Low agency
Low play

High agency
High Play

High agency
Low play

»Verbs




Oral culture

Cortazar ' ‘t Concrete
ortaaadr, = etf ’
Robbe- Pr‘nt ‘u ure Pot?\d. Ey\iot.

Grillet, even Stein

A\/ﬂ Rand

Digital culture



Empathy Intuition

Possibilities

Acculturation Entrainment

»Verbs

A LESS LudlC
CoORNER



Loose symbolic re|ationships

Layered S mboloQ NP r.oblems

Ambiguity ofyreferezllts .Muftfplayer |

Anacoenosis: asking audience Orthogonality (d'-"P)é'fé'te games in
ini £ t one

for opinion, presenting multiple & one

opinions
Surrealism, acausality

Signs as tokens (RPGs, Dixit)

Rhetorical repetition Stagecraft: cutscenes, triggers,

Replay for achievements control
i Erames I-;Ibel.:;n ; String of jeaf ls
Impose worldview thru Scaffol ng
viewpoint character Speed and reflex training
Othering Selective él%g.ncy (no choices)
High causdlity ropes
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B - Likely comnpatible with few problems

Agian Fish (a3
Calfish [Condaras)
Calfizh [Synodonis)
Calfishd Soavenger
Central &merioan [asst]

Barb

Eelta

- ysyjebuy|

fish - Dwarf

ish

Butteryflyfish
Cardinalfish
Fairy Wrasses

Clownfish
Hawkfish

Angelfish - Large
Angell
H

[ - Mot compatible (aggression likely) [l - With caution (possible compatibility issue)
Basslets

Legend:
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Cory Cats |

Danios/Minnows
Koi

Compatibility
Angelfish |4
Bettas (female) |
African Cichlids
So. Amer. Cichlids
Goldfish &
Gouramis
Guppies

Freshwater
Chart

Fish

Jawfish

Lionfish

Pseudochrimis
Clams and Mollusks

Pufferfish

Triggerfish
Wrasses

Rabbitfish
Shrim

Plecostomus
Rainbow Fish
Rasbora
Sharks
Swordtails

Motile Invertebrates

Stony Corals
Soft Corals

Shrimp/Crabs

Freshwater Plants
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Multiplayer design
L get to run a small aguatic MMO!

The pish haye social wetworks, Kredator/ 2437,
relationships, symbiotic relationships...
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A team sport

My wife can't remember to feeo' the fish.

She also (acks the skill to feed the right amounts or
manage the fertilizers.



Drawing on other {ields

Psycholo gy
Sociolo gy
Authropolo gy
Marriage counselin g?

I e




Expressive systems

Threshold of complexity required
What K yan called “ountolo gica/ inferacfivify"

INTwITIon TECHNIQUE S

NP problems

Multiplayer

Ortho gonality (disparate games in one)
Simulations

Signs as tokens (RPGs, Dixit)
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This is 3 pretty good game!

But no one desiqued it



The world is fu“ of systems

Everything is a whirling

clockwork

of nearinfiuite
complexity.



The world is fu“ of systems

Everything is a whirling

clockwork

of uear°iufiuite
complexity.

T HE INFINITE, INFINITE SIMAL
MYSTERIES OF QUANT UM PHYSICS.




The world is fu“ of systems

Everything is a whirling

clockwork

of uear°iufiuite
complexity.

T HE WONDER OF A TREE THAT e
STRETCHES FOR MILES. ... .



The world is fu“ of systems

Everything is a whirling

clockwork

0 uear°infiuite
complexity.




P\ayin q

We stick
our real
honds in
fr eteuo‘
gears.

We stick
fretend
houds into
real gears.



Artifacts

Lubic ARTiIFACT S Lupic sysTeEMS

Sustems designed for | Sustems susceptible to

Y ‘gﬂmj aned § Y icer

Go T he stock market

Magic: The Gathering Musical instruments

Associotion football Warfare

Wereucéf Politics

Space nvaders The human inner ear

Leaque of Legends Physics




Non-ludic systems
There are a (ot of them.

Narrative is probably th t obvious. (Thouah th
F ( e';trfy uzef Iat’fa;gfm%;s %o Meer“;gsth%,:ﬁus oug éré aré

But pictorial, sculptural, architectural stuff is too.
Video game wo longer implies (udic;

which might mean the term actually constrains the field.



Artitacts

Ludic ARTIFACT S Lubic sysTeMs
Sustems desianed for Systems susceptible to
4 desia { . ecer

‘:-1
m——— =y -

Go
Ma gic: T he Gatherin g
Associotion football

Wereuo]l:f
Space Luyaders

League of Legends




Back to the vision exercise

What is the qame about, on a systemic (evel?
Aud how does the player accomplish their goal?
What is the qame about, thematically?

Aud how does the player meet that goal?



Back to the vision exercise

What is the qame about, on a systemic (evel?

» Balancing a delicate ecosystem of relationships.
Aud how does the player accomplish their goal?
What is the qame about, thematically?

Aud how does the player meet that goal?



Back to the vision exercise

What is the qame about, on a systemic (evel?

» Balancing a delicate ecosystem of relationships.

Aud how does the player accomplish their goal?

» Managing the environment in which the society exists.
What is the qame about, thematically?

Aud how does the player meet that goal?



Back to the vision exercise

What is the qame about, on a systemic (evel?

» Balancing a delicate ecosystem of relationships.

Aud how does the player accomplish their goal?

» Managing the environment in which the society exists.
What is the qame about, thematically?

» Having a beautiful aquarium.

Aud how does the player meet that goal?



Back to the vision exercise

What is the qame about, on a systemic (evel?

» Balancing a delicate ecosystem of relationships.

Aud how does the player accomplish their goal?

» Managing the environment in which the society exists.
What is the qame about, thematically?

» Having a beautiful aquarium.

Aud how does the player meet that goal?

» Feeding, water changes, creativity.



What does the player learn?
Patience.

Resiguation.

Meditation’s value.

Chemistry.



As 3 designer,..

TERRIBLE UX! Tt really needs a HUD!
Rate of feedback is very slow, causality is hard to establish.
Writing and plot could be a (ot better.

([;!go;erserves haptics (the "fish netting’ minigome is kinda
ad).



I§ | kry to replicate

HouisTic? Or DECONSTRUCTIONIST vIEW’



L resort to temporary esseutialisms,

to formalisms drawn from every field the artifact
touches.



Rh\/ﬂ\m
Tempo

Pitch
2197 e
Timbre

( v R | ey
Tone
< P ) Arrangement
Melody
( Reverb

Volume
m u O u Equalization

Per ormaneé
¢ Dynamics



ACCULTURATION

IMPERFECT
INFORMATION

AUTHORED
STORY

PERFECT
INFORMATION

COMPLEXITY
PROBLEM

DELIRERATE
PRACTICE

SOCAL
PRORLEM

VISCERAL

POSSIRILITY
SPACE

RLAK
ROY
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What | s3id | would talk about

Cross-disciplinary approaches!
Reconciling conflicts!
Play. Game.

Game. Video game.
Ludology. Narratology.

L uteractivity. Luterpretability.

Ceutering players. Ceutering what is played.



A closing note

Am L ruinin g finy fish lives?



We must design with intention




