Una carrera

Raph Koster, disefiador de juegos



Temo que uno ve a una
carrera y piensa que es
asi... el estudio, el empleo,
el éxito; galardonado e
invitado a dar charlas.
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Pero
asi no
es la
vida, y
asi no
SOy por
dentro.




Cuando recibi ese premio,
mi mama me pidio, “Por
favor, menciona que eres
latino. Porque la gente no
lo sabe, y hay que alentar a

los que suerian.”
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Aqui vivi yo de nifio. Aqui, en Lima.
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Los
videojuegos,
no comunes.
Las vi antes
de venir. Las
veia en
EEUU, en
los veranos
que pasé
con mi
padre.
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Ya yo leia
furiosamente —
un libro al dia,
de ciencia
ficcion, de
fantasia, de
misterio...

Y claro,
comenceé a
crear mundos,
a dibujar
mapitas...

p B P e

RRSSSS

f:i‘:‘:"{:;ﬂ"’;.'ﬂ’e ;a npgres
L Qoeld
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GASED ON THE ARCADE GAME:
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Me quedé con ganas de jugar esos juegos que no
llegaban al Pert. Y asi comencé el curso de estudio.




Mover un juego digital al mundo de mesa me ensefi6
lo fundamental: que los juegos se manifiestan en
muchas formas.



‘ Empecé
' copiando, como

cualquier otro
| aprendizaje en
— las artes.




Me reté, ensendndome lo i
béasico del arte.

YD
.




Y por fin, me
atrevi a crear
reglas
nuevas, un
juego mio
propio.




Miro para atras, y me digo, oye, es casi como
que sabia qué queria hacer, ahi a los doce
anos.
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Pero entonces me chocé el
descubrimiento que no.
Habia matematica,

estadistica, detras de todo,

y yo no lo comprendia.
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Legal Pirates

Designed by Raphael Koster. Playtesting and useful suagestions: vie —

Dell'Alba, Tony Smith, Alex Koster, Mike

BACKGROUND :

True pirates were not the only ones s
Buccaneers, corsairs, privateers- all were
forsook the mainland in search of adventur
these men sometimes found more than they t
for: they found themselves trying to carve
Caribbean islands. Economics rather than n
fill their minds, as they tried to achieve
expected of a pirate: legitimacy. Henry Mo
he was named Governor of Jamaica!

Privateers were pirates commissioned
were given license to loot, pillage, attac
long as the victims were ships or towns of
Francis Drake was a famous example of a pr
legitimate- as long as they were successfu

This game is an attempt to show just
individual could take in his life as a pri
2 country to ally himself to, and sgarting
outfitted with a sail, attempts to build h
into a genuine colony, while fighting agai
nations that are trying to do the same. In
about the difficulties privateers had to f
attempt, and thus just how hArd it was to

SETTING UP:

gach player must choose a country. As,

countries should not overlap. Each country
the board, Players should choose an island
as their home base, The Wind Compass in th
board should be set to one of the four dir
indicate the direction of the winds at the
Wind Strength slider should be set at 5.

Each player must begin the game with
AT NO TIME DURING THE GAME SHOULD A PLAYER
FIVE CARDS IN HIS OR HER HAND. A descriptii
is found further along.

Players each recieve one longboat witl
game at the island. The players should cho«
and play proceeds clockwise from that pers«

Players receive 3008 pieces of eight,
represent 100, and the large blue ones 188¢

TURNS:
During a turn a player MUST DO one of
*raid another island
*drop off cards on another #slanc
*play a card- you cannot claim as
card!l

Players may also engage in sea maneuve
this is optional,

ANNOTATED BIBLIOGRAPHY:

Carse, Robert. Age of Piracy. New York:> Grosset and Dunlap, 1965,
269 pp.

information on the day to day life of pirates, and certain
biographical details on the lives of some famous ones.

Stockton, Frank R, Buccaneers and Pirates of our Coasts. New York:
Macmillan and Co,, 1967, 248 pp.
This well-known book provided information on the exploits of
many well-known pirates,

Lloyd, Christopher. Ships and Seamen. New York: World Publishers,
1961, 223pp.

Information on ships of various types, navigation, and types of
pirate.

Lloyd, Christopher. Sea Fights Under Sail. New York: McGraw-Hill,
1978, 239pp.

This book was invaluable for information on naval warfAre,
tactics, and warships,

Gibson, Charles. The Clash of Fleets. New York: Abelard-Schuman,
1962, 359pp.

Naval tactics, trade, piracy technigues such as broadside
fighting, ship's details such as number of sails and masts and
guns... This book was full of useful yet minor details.

Pues, a la biblioteca. Fijense, no
pensaba que lo estudiaba... Para
mi, era parte del juego de crear a
los juegos. No era estudio, no fue
tarea.




Yo49 RETURN

10S5Q REM MOVE PLAYER FOUR (GREEN)

19569 F=DADDLE (3) :L=D/CVF

19570 X=46+(RD-20) #COS (P) 1 Y =206+ { ~RD) #*SIN(P)

12580 A=USR(PMMOVE, 4,5, 11, X, Y)

19059@ RETURN !

IRFEO-REFURN [l pp 00 € (D75,

11290 REM GAMETYPE SUBROUT INE USE ZPTTON' *C CHOOSE GAME
VARIATION 5

119010 POKE DL+12,4:FOR [=1@ TO 12:PQSITION O,1:7 :!-

,

11020 NEXT 1:POKE 752, 1

1103@ POSITION 11,8:7 “GAME ML oy OFTIONSFrOOSITION 11,987 "o " : 0P

TCHO=@:BN=1: TYPE=1

11049 POSITION 9,19:7 " GPTION TC CHOOSE AND SELEET TO MODIFY “;

11959 POSITION @,11:2 CAME TYRE NUMBER OF BALLS "3

11062 POSITION 6,12:1IF TYPE=1 THEN 7 “CATCH"::60TQ 11272

, , 11065 2 “PLAIN"; ¥
Un dla descubrl 11078 POSITION 24, 12:7 BN:" "3
11080 CONKEY=PEEK (S3279) : IF CONKEY=3 THEN OPTCHO=1-0PTCHO
11981 GOSUB 1000@:GOSUB 1925@:G0SUB 19500:GOSUE 10550
11090 IF OPTCHO=@ THEN POSITION 4,13:7 ", se = g :POSITION 19, 13:7 *

que ya las et

11100 POSITION 19,13:? "EIESE TN S " ; :POSITION 4, 13272 " *s

it11Q IF NOT OPTCHO AND CONKEY=5 THEN TYPE=1-TYPE
Computadoras 11120 IF OPTCHO AND CONKEY=5 THEN BN=BN+1:I1F BN=S THEN BN=1
11125 IF CONKEY=6 THEN FOR i=8 TO 13:POSITION @,I:7 "
"IINEXT I:6G07T0 11140

M I 11120 GOTO 11060

11140 PAUSE 5@:RETURN

me permitirian
19999 €ND

f- 29000 REM ##+ DULAYER/MISSILE SETUP #4s

20010 REM DEF INE OMMODE & GRMODE BEFORE CALLING THIS ROUTINE

por 1In crear 20020 PEM PMMODE=1 FOR SINGLE-RES D/M

20039 REM PMMODE=2 FOR DOUBLE-RES B/W

: 20040 REM GRMODE=GRAPHICS MODE

]uegOS 28052 DIM PAGCLRS (48) , PMMOVES (282) :PAGCLR=ADR (PAGCLAS) : PMMOVE =ADR (PMMOVES)
2005 MT=@:RESTORE 2@17@:FO0R X=1 TO 48:READ A:PRGCLAS (X} =CHRS (A)

o . 200ES  MT=MT+A:NEXT X:IF MT=7484 THEN MT=@:G0TO 20070

d]_g]_ta_ es. 20966 PRINT “"ERROR IN DATE... LINES 2017@-20249":STOP
20070 FOR X=1 TO 202:READ A:OMMOVES (X) =CHRS (A) :MT=MT+A:NEXT X

20975 IF MT()23367 THEN ORINT “ERROR IN DATA... LINES Z0260-2059@":STOP

20080 IF PMMODE=1 THEN PAGES~S:DMA=62:60T0 @110

20090 IF PMMODE=Z THEN PAGES=4:DMA=46:G0TO 20118

29130 RETURN

20119 POME 54279, PEEK (106) -PRAGES :POKE 196, PEEK (106) —PRAGES : POKE 2@7, PMMODE

201290 GRAPHICS GRMODE

20130 PMBASE=PEEK (106) #256:P0KE 559, DMA:O0KE 33277, 3: X=USR (PAGCLR, PMBASE, PAGES)

20149 POKE 704, 68:00KE 795, 78:POKE 796, 88:POME 787, 98:REM ©/M COLORS

20152 RETURN

29160 REM PAGCLR ML DATA

20170 DATA 194,201,2,240, 16, 133

20180 DATA 206, 162, @, 228, 206, 206

2019Q@ DATA 1,96, 104, 104,232, 169

20200 DATA 2,249, 244, 124, 133, 204

20219 DATA 104, 133, 203, 194, 104, 133

20220 DATA 20%, 169, @, 168, 172, 145

20238 DATA 203,200,298, 251, 230, 204

20249 DATA 232, 2:8, 205, 208, 244, 96

20250 SEM PMMOVE ML DATR




Pedi, y pedi, y por fin recibi.
Antecesor de ésta, que todavia
tengo.
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Prototype Computing
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Y me eché a intentar crear.

Otro medio nuevo.




;Lo metemos? %
;Quieren ver?
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PrESENTS:

Va cargando... Mira cuan oficiales nos creiamos, mis
amigos y yo, toda una empresa...



Q P I_o N oy Baphae:

Aqui, por fin, la primera vez que hice algo realmente
divertido.



Imitando, primero.




No sabia cémo mover las naves de lado a lado.

e




Después, no sabia cémo hacer mover a la bala
independiente de la nave.




Y entonces, una revelacién: ;por qué no importar al juego de
recreo de nifios, de capturar a la bandera del otro? Deberia
haberlo patendado.




Al fin, después de cinco juegos ligados en uno,
me consideré un creador de videojuegos.

Hasta vendimos una copia de un juego mio.




Y entonces, paré.
Me fui a estudiar a la universidad.
Pensé que seria cuentista, maestro, artista.
Estudié poesia, musica, dibujo, pero “en serio.”

Completé maestria en poesia.



Un certificado no hace un poeta.



Alli en la universidad, infeliz, regresé a
los juegos. Surgia el Internet.




Podia usar los logros como escritor en juegos en linea

de texto -- que eran de comunidad. Al manejarlas,
tuve que estudiar politica, sociologia.
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| | Implemented by | Sandra and Lorenzo
S - | = __ _(imp@legendmud.org)
o \I/T T e
/ . . Y N
/  Based on DikuMUD, written by Katja Nyboe, Tom Madsen, Hans-Henrik %\
lf Staerfeldt, Michael Siefert, and Sebastian Hammer HI
[1] Connect to a character [6] Read about LegendMUD's Premise
[2] Establish a new character [7] Unarchive a character
[4] Request the Newbie Guide [0] Exit

[5] List immortals online who can help

Enter your choice or the name of your character:




Y el resultado fue que la industria me hallé.



Y asi, por suerte, quedé liderando a este juego.
Alos 25.
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Lacosaes, "\
aun asi, con
proyectos
enormes,
mira:
dibujando
mapitas.



para

quedarme
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Cada vez mas
ambicioso,
claro.

Hay que
retarse.

Hay que
ganarle al
Boss.

s’

WARS

GALAX\I?

EMPIRE DIVIDED




Hay que inventar tecnologias
nuevas para hacer lo imposible.

- i"t"{'v"r'u F $LACY YRS SO

l | - ‘ l r!'[‘ T '\n . Vo
m-—.-m-;-.-.;-.-a -

l’i / !'&’ T E
',"'r‘/( . ;f.f'(

- -




Se tiene que aprender las disciplinas de
todoes con quienes trabaja, si los quieres
dirigir. '




 Para convertir esas matematlcas que
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ahora si se entlegden, en magla.
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Para
permitir a
los otros = =
vivir vidas
improbables

en lugares
imposibles.

-




AIR DAMAGE

11

LIVES

: - Para ella, la vida sin diabetes
es imposible. A ella, le regalo
un juego.

Game frame speed:15fps




Tengo padres.
A ellos les
preocupa que
no me acuerdo
de las culturas
de las cuales

vengo.

:00am
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A ellos, les
regalo un
juego.



Porque ahora me doy cuenta: los juegos mismos han
sido mis profesores, todo este tiempo.

COrS.

mechanic
>«
>
>

ahilities, &
skill s

preparation,




Quizas a mi
me toca ser
profesor.

En los
juegos, se
toman
turnos.
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UNCERTAINTY IN GAMES
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Intenté permitir al mundo crear sus propios
proyectos sin el estudio.




3 Metaplace - World Profile: Visiting water_test - Mozilla Firefox
File Edit View Bookmarks  Tools

& -c

& Disable ~ /2 Cookies ~ -] CS5 ~ [£] Forms ~ |¥ Images ~ @) Information ~

History Help
(gl ( http://beta.metaplace.com/water_test/lighttools

Miscellaneous ~

lj file: ///C: [xampplite.. rewritefindex.html#

[
B Snspping on

Actor20358

o/ Outline ~ |

Ly 2
| A’: -
[

* Resize ~ é  Tools ~ }:J View Source ~ -7 Options ~ «
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Metaplace - World Profile: Visitin... 3

/" camera

dback exit fullscreen

»

LOG OUT
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dAe no hay mamnera
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Es su arte.
Si, digo ARTE.
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Ahora ya hay ciencia. Se entiende mas.

/ Island Life \
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- I—Isaa clases dentro de los mundos
virtuales. Se puede perseguir carrera.
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juegos.
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Al prototipo.
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Settlement

a game of terrtoryy——

...que uno aprende del ' *
fracaso, del intento,



se mete al matorral para entenderlo.
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Jugar con nosotros mismos y retarnos.
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a Raph Koster game

| a game of four color problems

Esta es la carrera. Somos nuestro oponente.
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No dejamos de aprender, de crecer, jamas.



Y si nosotros los disefiadores nos sentimos
que no encajamos en la sociedad, pues,

D af
| r . \ 292. the wavelength of memory

the

chronicles

"\‘\/’atch out," frac said. "Don't fall in the river."

The boy took a quick step back, trembling. There was now a rushing
' particle system spray at his feet, with a treacherous current.
S
You see, what the boy could not perceive, from his vantage pointS"‘\;\
there in that instantiated conceptual space, was the way in which memories)
have a wavelength, much like light and sound waves do. Mindfulness’(ﬂff/\‘ "\m\
has a sort of harmony, and forgetting one thins} is mucf)‘ Iikg\‘a/r;othzr,'_/”"

W
though some may be at a higher pitch._ g(;,’\' Q! \%

\
3

@ swipe down to replay @
swipe left and right to move forward and back

contents e pr _"._ S — ._"“__”_ e e

1. the dream &l

= 9._in the alleged grove ll
3. in which crows are scary_|

_j 4. resorting to daydreams |
chronicles 5. the pet crow il
6 Sericus Matters beginll

7. in which we meet frac ™|

8. in a pickle @

9. the one where you google 'symplectic' Bl
10. are you real? [l

11. a literary reference |

19. systemic and narrative logic Il

13. falling into Fairyland

14. on self-similarity Bl

15. the word tree once meant truth _|

16. the wind in your lungsl

17. on improper fractions il

18. near square cowsll

19. at the edge of the river™]

920. where fish go bitey bite 1

21. a swirl of future memories il
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Es porque los juegos forman a las sociedades,
desde la juventud, y a veces se necesita a alguien
que se pare fuera y nos dé las lecciones.
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Este es su patromonio cultural.



Con ésto han crecido.



Si se puede hacer, y no es cosa de vergiienza.



Juegos formaran cada afio parte mas grande
de la cultura.



Y afectaran a la cultura en general.



El aprendizaje de disefio les preparara para
este mundo tecnolégico.



Es una carrera.



Que vayan corriendo.



http://www.raphkoster.com

http://www.theoryoffun.com



http://www.raphkoster.com/
http://www.theoryoffun.com/
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