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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?

AEAUGI I AA | AQL EEA OEEO(q

For your tweeting
convenience!
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What are we going to do?

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

84EA EAI AA POUAEI
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?

8A OIl AxEAO 1 Al COEU

discursion into o
structuralist P

anthropology,

for which | apologize, but not as
| OAE AO £ O OEA
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What are we going to do?

SA | EOOI A
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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v d N\

$AZEZET ET C A OOEI CI A

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

'-jéKsnr:AmeE sames GDC 2011: Raph Koster, Social Mechanics for Social Games ¢’ Playdom 20



*%snr:mg

v d N\

$AZEZET ET C A OOEI CI

A game that Iis not played in opposition to, or in parallel
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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.
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A game that Iis not played in opposition to, or in parallel
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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
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Boundaries

*-jé}fsnr:mw.mw sames GDC 2011: Raph Koster, Social Mechanics for Social Games

How about doping?
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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

1 0A1T OEAUEI C A Pl AUAOG O
opponent. g

Typically becomes muttiplayer when relative status Is
compared.

RR
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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.
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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?

mesames GDC 2011: Raph Koster, Social Mechanics for Social Games ¢’ Playdom 43



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

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

SpeedOD AOOI xO I 1T A OAAA OOAAES8S AOAT DPEAEODPO EI
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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

&>
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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

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

th

Health g

o}
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Rival goods mechanics

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

Health g Q
Survival &%
X

as rival goods.

o}
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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.

(' Playdom
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Mediate your status
tug of war

via arivalrous good.
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Social effects depend on humanization

Numerous social science experiments have found that a
variety of psychological effects only occur when we think

A4

OEA EI OAOIT AOOI O EO EOI AT h 1

£ The Milgram buzzer experiment
Z: EI AAOAT 30 xi OE @
o

(Mirror neurons are all the rage.) \

o}
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Social effects depend on humanization

Numerous social science experiments have found that a
variety of psychological effects only occur when we thlnk
OEA EI OAOIT AOOI O EO EO

£ The Milgram buzzer experime
Z: EIl AAOAT 60 x|
(Mirror neurons are all the rage.)
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A4EA | Ol OEPI AUAO AOT I
A psychological 39 party attack z it only works on human
opponents.

o}
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Deception and bluffing

Once secrets are treated as goodsyisinformation becomes a
form of tug -of-watrr.

K.;
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Deception and bluffing

Once secrets are treated as goodsyisinformation becomes a
form of tug -of-watrr.

o}
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39 party betting

39 parties play a bidding game against a rivalrous resource
pool, based on the outcome of a multiplayer game.

€ Playdom 72
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Teammates with secrets from each other who must choose
iIndependently to collaborate or both lose.

&>
Except by devs against:

players

o}
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Kriegspiel

Credited to Von Reiswitz
AFirst used around 1812 as a form of training for the Prussian army

el

iy

o}
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Kriegspiel

Credited to Von Reiswitz
AFirst used around 1812 as a form of training for the Prussian army

Vo

el

Vi Rl
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Kriegspiel

Popularized by science fiction writers

A H G Wells wrote Floor Gameg1911) andittle Wars (1913)
A Which led to Fletcher Pratt designing naval wargames in the 1940s

o}
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Kriegspiel

Some of whom went on to invent the think tank.

o}
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Kriegspiel

Some of whom went on to invent the think tank.

o}
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Gamesmaster pattern

A multiplayer game that relies
on a third party to direct the
gamez an evolution of the

non-l AAEAT EA OOA/EAOAY

(Us in this
room)
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Gamesmaster pattern

A multiplayer game that relies
on a third party to direct the
gamez an evolution of the
non-i AAEAT EA OOAAAOAP

Leads directly
Ol 8

o}
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Small groups

Nnvsn
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Werewolf

Aka Matfia, etc

A game where players have secret roles
AVillager

IR Rela
Lol TR
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Werewolf

Aka Mafia, etc
A game where players have secret roles

AVillager, werewolf h .h
38 hh —
L B Y
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Werewolf

Aka Matfia, etc

A game where players have secret roles
AVillager, werewolf, various other small optional ones
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Werewolf

Wolves get to kill off villagers, Villagers get to lynch anyone
A4T 10 1T &£ OEAOCA | AAEAT EAO AOA PO/
$EI Al T Ah AOAxI Oh CAI Al AOOAOS

=
=
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Werewolf

Wolves get to kill off villagers, Villagers get to lynch anyone
A4T 10 1T &£ OEAOCA | AAEAT EAO AOA PO/
$EI Al T Ah AOAxI Oh CAI Al AOOAOS

=
=
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Roles

Specialization into different games within one group
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Roles

Specialization into different games within one group
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Hot potato/ganging up

Rotation of roles within a multiplayer game (often a brawl),
creating ad-hoc groups.

AEETE | &£
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Hot potato/ganging up

Rotation of roles within a multiplayer game (often a brawl),
creating ad-hoc groups.

AEETE | &£
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Tag

Layering of multiplayer mechanics gives way to whole new games
AAddsecretsy "1 ET A - AT 60 "1 OLEALS
A Add dot eating: Duck Duck Goose (compete for the chair)
A Add flower-picking: Freeze tag.
A Add grouping: Cops and Robbers.

Y d

OO0 OEAT OEAOAGO O/11TU /111U | @Al

about?

=
=
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Rituals

Ceremonies marking significant role transitions within a
soclal structure.

11RT,
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Rituals

Ceremonies marking significant role transitions within a
soclal structure.

(' Playdom
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Functionalism

Sociology and anthropology used to see al

El OAOAAOEIT AO AAEI

OEAO | AEA OEA OAIT A

41 AAU OEA FEEAI A EAO
multiplayer game designers!

=
=
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Ritualism and lifecycles
#1 1 DAOA 21 AAOO - AOOI T 60 OEAI OU 1T 4
1. First, users try toconform to the rules as they work to understand them.
2. Then they try to innovate and reach the goals in new ways.
33.4EAT OEAU EAAD Al EIl Qut8dpEdrig@io@th& A OE
objective. This is calledritualism, and he has a great Hopi rain dance
example.
4. Then they retreat and stop caring about the goalor the method.
. Finally, they rebeland start doing their own thing.

ol

=
=
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Common rituals

Z Transitions of state (birth, marriage, death, levelling up)

=
=
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Common rituals

Z Transitions of state (birth, marriage, death, levelling up)

Z Holidays (environmental transitions, commemoration of historic or
Individual transitions of state)

2 4o Y i

A

=t
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Common rituals

Z Transitions of state (birth, marriage, death, levelling up)

Z Holidays (environmental transitions, commemoration of historic or
Individual transitions of state)

 Religious(requests for intervention, comfort)

T XX G

=
=
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Common rituals

Z Transitions of state (birth, marriage, death, levelling up)

Z Holidays (environmental transitions, commemoration of historic or
Individual transitions of state)

 Religious(requests for intervention, comfort)

These are often marked by mechanics such as
£ Changes of uniform

£ Gatherings

Z" 00 AAighd Al 8

=
=
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Common rituals

Z Transitions of state (birth, marriage, death, levelling up)

Z Holidays (environmental transitions, commemoration of historic or
Individual transitions of state

mecC Al'gu;_ibly’t
they 3re
£ Gatherings
Z" 00 AAighd Al 8

=
=
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Gifts are ubiguitous

7A OCEOA AxAUBd OEA AOEAA

»—0

=
=
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Gifts are ubiguitous

7A OCEO®OA AxAU6 OEA AQEARA
We give gifts at major holidays

=
=
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Gifts are ubiguitous

7A OCEO®OA AxAU6 OEA AOEARA
We give gifts at major holidays
We gift the land with a bride at solstice

=
=
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Gifts are ubiguitous

7A OCEOA AxAU6 OEA AOEARA
We give gifts at major holidays

We gift the land with a bride at solstice

We give gifts to the dead to take with them

=
=
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Gifts are ubiguitous

7A OCEOA AxAUd OEA AOEAA
We give gifts at major holidays

We gift the land with a bride at solstice

We give gifts to the dead to take with them

We give gifts at weddings

3
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Gifts are ubiguitous

7A OCEOA AxAU6 OEA AOEARA
We give gifts at major holidays

We gift the land with a bride at solstice

We give gifts to the dead to take with them
We give gifts at weddings
We give qifts to babies

=
=
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Gifts are ubiguitous

7A OCEOA AxAUd OEA AOEAA
We give gifts at major holidays

We gift the land with a bride at solstice
We give gifts to the dead to take with them
We give gifts at weddings

We give qifts to babies

We throw t-shirts at hockey games

=
=
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Gifts

Transferring a rivalrous good to another actor in order to
Increase their status.

=
=

-%snr:m ONLINE GAMES GDC 2011: Raph Koster, Social Mechanics for Social Games (&’ Playdom 108



Gifts

Transferring a rivalrous good to another actor in order to
Increase their status.

no < glft req)

f the actyg] gift!

7 3
ST

-%snr:m& ONLINE GAMES GDC 2011: Raph Koster, Social Mechanics for Social Games (. Playdom 109



Gift theory
- AOAAT -HEs&iGalebon O
A EEAOO AOA T AOAO O&FOAA6 O AEOE!/
A Reciprocal exchange is typical.
£ Failure to return a gift in Polynesia costs youmana.

A There are three steps: give, receive, reciprocate. Each can fail and
each can have consequences.

Gifts areinalienable8 OEAU Al xAUO OAOAEI]

=
=
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Kashmirl anecdote

O! +AOEI EOE OAIT A OAI1 O 1 E
tried to fulfill their obligations for alms -giving

simply by giving alms back and forth to one

another. On their deaths they were transformed

Into two poisoned wells from which no one could
drink, reflecting the barrenness of this weak
simulacrum of giving.°

-7TEEEDPAAEAR OOIi I AOEUET ¢ AT AT AAAITEA E.
Gift: Imagination and the Erotic Life of Propertywho got it from who knows
where

I'shoulg have ¢y

geekery, and 1 Pure academj,
7Y

1 ou :
ST tof time
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Reciprocity
In an iterative

simulation, the social «

expectation of a
future return of a gift.

-

=
=
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Reciprocity

In an iterative
simulation, the social
expectation of a
future return of a gift.
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Tiers of economy

Non-market economiesno concept of price

Generalized reciprocityjust give, whee, no expectations!

A Reciprocity resides in satisfaction, social closeness. In western society this tends to be
gifting between family members, etc

Balanced reciprocity:expectation of a return gift at an undefined future date.
A still pretty informal. This is where social game gifting tends to reside.
Negative reciprocity:barter systems, which enable transactions between
strangers.
A A way to establish friendly relations when meeting strangers.

=
=
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Mentoring & twinking

Onboarding and socializing group members via the gifting of rivalrous or
non-rivalrous goods.

A Giving a car at graduation
A Or Mickey Mouse ears
when you join Disney.

An asymmetric
exchange: | get
social obligation,
you getvalue.
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Mentoring & twinking

Onboarding and socializing group members via the gifting of rivalrous or
non-rivalrous goods.

A Giving a car at graduation
=~ —mmmm e m e —mmm——————— = — = — - A Or Mickey Mouse ears
when you join Disney.

An asymmetric
exchange: | get
social obligation,
you getvalue.
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Mentoring & twinking

Onboarding and socializing group members via the gifting of rivalrous or
non-rivalrous goods.

A Giving a car at graduation
————————————— A Or Mickey Mouse ears
when you join Disney.

An asymmetric
exchange: | get
social obligation,
you getvalue.
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|dentity

Means of displaying status and role via rivalrous goods.

A Extremely important with groups, from skins vs shirts to class
gear, etc.

o1t ¥
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Ostracism

Group removal via denial of common resources.

7 3
ST
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Networks

Scalefree socilal structures

-
e O v 48

=

=
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Clustering

Until now we have talked about groups, which kind of look

=i
=i
=i

=
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Clustering

Until now we have talked about groups, which kind of look

=i
=
=l

In social networking theory, these are calledclusters.

=
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Clustering

Until now we have talked about groups, which kind of look
like this:

In social networking theory, these are calledclusters.
A And they often have weak tiesto other clusters.

=
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Networks

Technical term: scalefree networks

A very particular sort of structural pattern z and universal in
human society.

=
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Networks

Technical term: scalefree networks

o e 7

Oddlyy,social network-games:s
make: very poar-use of sacial
netwark theery-y

A very particular sort of structural pattern z and universal in
human society.

)
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Preferential attachment

Rich get richer syndrome

A A new person coming into a network tends to pick the most
popular node to connect to.
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Preferential attachment

Rich get richer syndrome

A A new person coming into a network tends to pick the most
popular node to connect to.
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Power laws

There are consequences to this distribution.
A Median lower than the mean
A Unknowability of the network
A Unequal information dissemination
A Network longevity and hub vulnerability

=
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BoseEinstein condensate

A phase transitonx EAOA A | AOx| OE6 O bHI
extremely kinked that a single hub dominates:

AWindows operating system
A4 ECAO 71 -lods edord:=edtlir in his career
A The winning kingdom in Shadowbane

=
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Channel capacity & sympathy groups

Lots of evidence to suggest that your X o
OET T xAAl Ao PAOO I £ O | AOx |

~N A Vo Ve N\ A4

A21T AET $0O01 AAOh OiT1TEAUO

This leads to special mechanics when
dealing with nodes at different graph
distances.

=
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Trust
Trustup closez AT A E aranSitive! I 1
Reputation at midrange

Faith at a distance @ka social contract)

effectively faith |,

| weaker |
fwast\ [ N\
® e & e

L4
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Trust up closez AT A
Reputation at midrange

effectively faith

| weaker |
I trust N \
®e o —©o o

L4
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Homogeneity

Tightly linked nodes tend to be homogeneoug liking the

same things
A This also introduces interesting liabilities in gameplay
I O OET OA xEOE EEAO ET T xh T1T1Ac¢

social weight than authority

Combined with trust and other network characteristics, we

CAOS8
=
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Guilds/tribes

Association of seltsimilar nodes into a multi -cluster sub-
network with its own social identity

‘%SDEZM&
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Guilds/tribes

Association of seltsimilar nodes into a multi -cluster sub-
network with its own social identity




Guilds vs Neighbor Structures

T. B.Nalik specifies these as the identifiers ofribes:
A social distance from other tribes
A frequency of contact
A community of interests
A scale
A compactness and seHsufficiency
A politically organized
A customary laws
A multifarious economic pursuits

)
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Impact of scale

Different social structures at different scales:

Dozens > Hundreds > Thousands
Bands Tribes Chiefdoms
No fixed home A single home - Mtany hszs
) ) ) " I I " "Min- " asles and classes
"Egalitarian” leadership 5 Ega.lllta;rlan or "big-man” Cronyism & monarchs
rganized resource extraction
No real bureaucrac
y Still unstratified Bureaucracy & laws
No laws Taxes, indentured labor, and
Unstratified culture slavery

Public architecture
Luxuries for elites

=
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Segregation and genocide

Mathematical simulations show that given apetri dish, tribal
structures always

A Selfsegregate
A Annihilate each other

S s R e
BHEEE ray o =1 4y TTERISHITRS
WSO g L E el
RIS +ied3 § 5 sigeatatitess
LT, tef felat i ehteleld f1i0e
RS o R
L L edriietiateis s anifaintie
I oL o 5L
S opet e DRESHHEERILG
: i SITEHIRIEIT IRy
g - HEHRIE
e T
. 138 bt il eed
ape ERRAERRLRANEE BB

)

=L SOCIAL & ONLINE GAMES GDC 2011: Raph Koster, Social Mechanics for Social Games & Playdom 139



Exclusivity

The use of identity and other
earlier mechanics to
manipulate the value of
rivalrous and non-rivalrous
goods.

11 O ET T x1 AO
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Exclusivity

The use of identity and other
earlier mechanics to
manipulate the value of
rivalrous and non-rivalrous
goods.

11 O ET T x1 AO
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Massive groups

Designing games at the societal level

[Z] &



OK, | have-tarstop-andssay this.s.

Social games have the-largest game:=canvass
in all of HISTORY.".

And yet:social games-are-designed..
primarily atthe single =-player-level, with -~
minormultiplayermechanies. c<.

Ot Here EAAOA s Lndchz20OB herrEcDi6 O

and the future
and the GLORY of social games.
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