
LOOKING BACK, LOOKING FORWARD 
 

 

 

 

 

Realisticness, Social Realism, War in Games 

Braid  

 

 

 

   Eidolon & Terraria 

Taking Games Seriously, Redux 



PEDERCINI: COMPUTERS-CAPITALISM-GAMES 
 

 

 

 

 

 

 

 

 
Dominant Technology 

computer (rationalization of information) 

 

Dominant Social Structure 

corporate capitalism  (“rationalization” of labor) 



THE PROBLEM(S) OF VIDEOGAMES 
 

FORCES INFLUENCING ART OF VIDEOGAMES 
1. “Actionism”: assumption games are about doing 

2. Dominant game design culture/“best practices” 

3. “Gamer”-centric reception culture/discourse 

4. Tendencies of the computer medium  

(calculation, quantification, economization, etc.) 

5. Economic context: consumerism / corporate capitalism 

 

PEDERCINI: AN ART OF GAMES AS RESISTANCE 
The forces above conspire to limit videogames to being 

merely the “aesthetic form of rationalization.” “Good game 

design” becomes an extension or aestheticized form of the 

given political economy (and all its inequities!) 



HACKING THE ACCOUNTING MACHINE 
 

HEGEMONY OF “EFFICIENCY” AND “CONTROL” 
1. “Cybernetic Bias”: “from the eyes of a computing 

machine everything is mathematically defined and 

susceptible to rational calculation” 

2. “Nonfunctional core mechanics” = unnecessary cost 

and “confuse players” 

3. Dominant ergodic modes: solving, clearing, managing, 

upgrading, collecting, estimating 

4. Demands for hyper efficiceny of movement in 

clockwork environments 

 

Critical game design is about slowly “hacking an 

accounting machine into an expressive machine” 



KOPAS: RE-IMAGINING THE DESIGNER 
  

THE PRODUCT MODEL OF PLAY 
1. “Unexamined ties” : Reason, Computation, Capitalism 

2. “The Industry”: play takes place in GAMES 
3. Indie/Mainstream Games: more alike than different 

4. “Videogames are killing play”  
5. “Polish is poison” 

 

THE PLAYFUL DESIGN(ER) / DIGITAL TOYS 
couture games 

mural games 

craft games 

gift games 

 

Creating against “consumable/ing experiences” 



THE FIRST “PUZZLE” 
 
 

 

 

 

 

 

 

 

 

 

We are invited, BY DESIGN, to imagine the significance 

of the pieces, both in the diegetic world and the 

game as a poetic collection of interactive puzzles… 



NO “SOLUTIONS,” ONLY CHOICES 
 

JOHN ARCHIBALD WHEELER’S “IT-FROM-BIT” 
 
“It from bit. Otherwise put, every 'it'—every particle, every field of force, even the 

space-time continuum itself—derives its function, its meaning, its very existence 

entirely—even if in some contexts indirectly—from the apparatus-elicited answers 

to yes-or-no questions, binary choices, bits. 'It from bit' symbolizes the idea that 

every item of the physical world has at bottom—a very deep bottom, in most 

instances—an immaterial source and explanation; that which we call reality arises 

in the last analysis from the posing of yes–no questions and the registering of 

equipment-evoked responses; in short, that all things physical are information-

theoretic in origin and that this is a participatory universe.” 

 

An old existential theme, enhanced: we are doomed to choose, 

but we can also choose to learn from our choices (ours, others, 

history, stories), to reflect on and make sense of our experience 

(acknowledge regret, error)… 



BRAID IS A TRUE “QUEST” GAME 
 

PUZZLE PROBLEMS (ERGODIC OR PICTORIAL PUZZLES) 
To describe the game as a “puzzle-platformer” is distracting: 

explicit puzzle-solving is what we do (to traverse gamespace), but 

it seems too simplistic since we are also invited to interpret what 

the “problem” is, or what the “image” is that we are trying to 

piece together and understand. There are given puzzles, but they 

are also a means for thinking about other human puzzles. 

 

“QUEST” (A SEARCH, INQUIRY, INVESTIGATION, PURSUIT) 
Although we refer to “quests” in games as though what they ask 

us to do fits that description, in reality what they provide are tasks 

masked as quests via story. Quests are pregnant with resources for 

meaning beyond the immediate situation upon which we re/act. 



THE HUMANITY OF MISTAKES 
 

GNOSEOLOGICAL ORDER 
The slow unfolding and evolution of understanding in time 

as a model for knowledge (of WORLD and SELF) 

 

Not only does the game value providing the means and 

experience of sudden insight (into mechanics, diegetic 

order, story) by design, it stages a central problem of 

human judgment:  

 

1. understanding revelation is slow, hard won, fragile, 

personal, and ultimately partial;  

2. whereas action is fast (the assumed primary mode of 

games), absolute, irreversible (in our world) and 

ultimately social: it affects others, and the world. 



TIM & BAINBRIDGE (OPPENHEIMER) 
 

KENNETH BAINBRIDGE: REGRET 
1. Lead of Manhattan Project  

2. Conducted the “Trinity Test” 

3. “Now we’re all sons-of-bitches” 

4. Post-test: dedicated to ending  

nuclear testing 

5. Argued for transparency and  

open, civilian control 

 
IMPLICATIONS: this research and related choices should not 

be conducted in isolation and without regard to human 

impact. Mistakes, to be fully acknowledged, must be 

reflected on, learned from.  We must CHANGE OURSELVES. 



A FIGURE OF REFLECTION 
 

 

 

 

 

 

 

 

 

 

 

 

 

Learning from experience / A new foundation 



NEXT WEEK 
 
 

1. Eidolon & Terraria: Experience of Virtual Worlds 

2. Game Shares 7 & 8 

3. Taking Games Seriously, Redux 


