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Can games and fiction work together?
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How do games and fiction 
work together?
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How could games and fiction 
work together?
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What does it take
to get there?
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Games are 
complex 
systems

Play creates 
many 

emergent 
possibilities
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Stories are 
linear 

arrangements

One 
arrangement 
is carefully 

selected
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Stories are inherently linear.... Indeed, this 
is a strength; the author chose precisely 
those characters, those events, those 
decisions, and that outcome, because it 
made for the strongest story.... 
 Games are inherently non-linear. They 
depend on decision making.... To the 
degree that you make a game more like a 
story — more linear, fewer real options — 
you make it less like a game.

— Greg Costikian, 2000
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There is some evidence for this
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Great-looking 
graphics:

aka movies

Not enough 
movies for 
dynamic 

gameplay or 
story
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Dragon’s Lair — laserdisk-based game

Novelty hit, successors failed

Brought great-looking graphics to games

But the graphics were hand-drawn, just like a movie

So it was a pretty bad game system — because all you had was a binary choice of 
which movie clip to play next

And it wasn’t an interesting interactive story — because it would have required an 
impossible effort to create a massive explosion of film clips, each branch was either 
“success” or “failure” — not getting much from the interactive audience besides 
memorizing the pattern



We have better cinematic models
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Tells an 
“action movie” 

story

With gameplay 
challenges: 

running, 
jumping, 
climbing, 
shooting, 

using cover 

Play

Play

Play

Play

Play

Play

Story

Story

Story

Story

Story
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Games can do 
what movies can do
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Setting up character tensions
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Making tensions clearer
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Nate	  cluelessly	  asking	  Chloe	  to	  reassure	  him
that	  Elena	  and	  Jeff	  aren’t	  together
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Setting some tensions aside
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Games can do 
what movies can’t do
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Can’t run, jump, or climb; only pistol
Friday, August 19, 2011

In taking on trying to save Jeff, Nate and the player find themselves in a difficult situation: 

in danger, but unable to use many of the key capabilities developed in the game so far 
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Hard-won victory made meaningless
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I had a sense of accomplishment after pulling Jeff through that area, with my diminished 
abilities -- one that mirrored the Nathan Drake’s

Here’s what happened next...

This made me genuinely angry with Lazarevic
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<X
Does	  bad	  things

in	  a	  separate	  world
Does	  bad	  things

in	  a	  world	  impelled
by	  my	  gameplay

Friday, August 19, 2011

I’m not saying that Lazarevic is the world’s greatest villain

I’m saying that most fictional characters do things in a world to which we are 
“sutured” rather loosely...

... while gameplay interpellates us into the gameworld in a way we are only beginning 
to understand. I was angry when Lazarevic killed Jeff in a way that’s more personal 
than what other media can achieve. 



But traditionally cinematic games
are just one approach
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We can connect 
gameplay and fiction

more deeply
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d
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... and a deeper connection
between game and fiction

doesn’t require a huge team

Friday, August 19, 2011

d
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Odd,	  how	  the	  light	  just	  makes	  your	  apartment	  
gloomier.	  Pre-‐dawn	  darkness	  pools	  in	  the	  corners	  
and	  around	  the	  tops	  of	  walls.	  Your	  desk	  lamp	  glares	  
yellow,	  but	  the	  shadows	  only	  draw	  your	  eyes	  and	  
deepen.

Not	  much	  of	  an	  apartment,	  no.	  One	  desk,	  paper-‐piled,	  
with	  a	  dusty	  computer	  shoved	  to	  the	  side.	  Your	  
futon.	  Second-‐hand	  stereo	  sitting	  on	  a	  cardboard	  
crate.	  A	  kitchen	  nook	  one	  way	  and	  a	  bathroom	  nook	  
the	  other,	  with	  a	  closet	  to	  the	  side.	  A	  broad	  mirror	  
tries	  to	  make	  the	  place	  seem	  twice	  its	  size;	  it	  
halfway	  works.	  One	  window,	  whose	  shade	  is	  down,	  and	  
the	  front	  door	  firmly	  shut.

Shade — by Andrew Plotkin

Friday, August 19, 2011

This is the opening for Shade, a text-based game by Andrew Plotkin

It’s a kind of interactive short story
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>look	  in	  mirror
The	  far	  side	  of	  the	  mirror	  is	  just	  as	  shadowy	  as	  
this	  one.	  It's	  probably	  meant	  as	  commentary;	  not	  
more	  space,	  just	  more	  of	  the	  same.

Come	  to	  think	  of	  it,	  as	  with	  a	  hangover,	  dehydration	  
is	  probably	  the	  problem.	  Your	  mouth	  is	  dry	  wool.

>turn	  on	  kitchen	  sink
You	  step	  into	  the	  kitchen	  nook.

Nothing	  comes	  from	  the	  tap	  but	  an	  eerie	  distant	  
howling.	  The	  kitchen	  sink	  hasn't	  worked	  since	  you	  
moved	  in.

Friday, August 19, 2011

In this sort of game you take actions by typing text

Things start out pretty normally
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>read	  list
The	  task	  list	  for	  your	  impending	  journey	  is	  a	  mess	  
of	  crossed-‐out	  items	  and	  scribbled	  corrections.	  Huh.	  
"Vacuum"	  is	  checked;	  you	  remember	  doing	  it.	  But	  look	  
at	  this	  floor.

>get	  vacuum
Taken.	  (Awkwardly.)

The	  sound	  of	  a	  helicopter	  comes	  faintly	  through	  the	  
closed	  window.

>vacuum
You	  squeeze	  the	  handle,	  and	  the	  vacuum	  cleaner	  
begins	  humming	  industriously.	  You	  run	  it	  back	  and	  
forth	  on	  the	  floor.	  But	  it	  only	  seems	  to	  spread	  the	  
sand	  around.	  In	  fact,	  it	  looks	  like	  there's	  more	  
sand	  than	  before	  you	  started.

Friday, August 19, 2011

You take everyday actions

But something seems odd
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You're	  definitely	  getting	  hungry.

"And	  that's,	  um...	  far	  out.	  Back	  to	  the	  groove,	  
folks,"	  and	  a	  Filipo-‐Shaker	  lullaby	  begins.

>open	  cupboard
You	  stand	  up,	  and	  step	  into	  the	  kitchen	  nook.

You	  open	  the	  cupboard,	  revealing	  a	  box	  of	  crackers.

>get	  crackers
Taken.

>eat	  crackers
You	  pull	  on	  the	  box	  top.	  It's	  stuck,	  somehow.	  You	  
yank	  -‐-‐

The	  top	  tears	  away,	  and	  white	  sand	  sprays	  out	  of	  
the	  box.

Friday, August 19, 2011

Things get increasingly strange as you play
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Shade

• The game system provides a space, objects, 
and a mystery

• The player and the character both explore 
the space, use the objects, and uncover the 
mystery

• Unlike a traditional fiction, the audience not 
only experiences intellectual curiosity about 
the fictional world, but must experiment with 
the world actively — curiosity in action

• The player understands the world at the 
same time the character’s fiction climaxes

Friday, August 19, 2011
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Or you could control the world
at a different level

Friday, August 19, 2011



Expressive Intelligence Studio                                                                                                                                                                                                                                  http://eis.ucsc.edu

Storytelling with The Sims

Friday, August 19, 2011

The Sims is a simulation game — the fiction is told through the emergent behaviors 
of the characters

To put it another way, The Sims makes you the god of a fictional world

You decide how interpretive or interventionist a god to be

Most of the stories players tell are created via interventions, or even just editing 
together unrelated sequences
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Alice and Kev by Robin Burkinshaw

Friday, August 19, 2011

Alice and Kev is a rather different kind of Sims story

The player created two characters — a crazy father and a lonely daughter

He gave them the kind of home that made them effectively homeless

Then he mostly waited to see what would happen
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Alice and Kev

Friday, August 19, 2011

It’s disturbing.

Alice doesn’t sleep well on the park benches at her “home” 
and she doesn’t get along well with her father
so she sleeps on other people’s benches
and in other people’s homes

They disapprove — because she doesn’t have a shower so doesn’t smell good, and 
because Sims know it’s impolite to sleep in someone else’s bed without permission
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Alice and Kev

Friday, August 19, 2011

Over time Alice gets older and gets a job

But she barely makes enough to keep herself fed

It’s a sad moment just to read about the player letting her express her personality by 
mailing away a chunk of her first paycheck to charity
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Alice and Kev

• A moving story about poverty,

• with the choices of the player implicating the 
audience in a way The Bicycle Thief couldn’t,

• told through a simulation game. 

• It works because both game and story are 
about resources.

• The Sims is an amazing — if somewhat 
abstract — metastory.

Friday, August 19, 2011

Alice and Kev uses The Sims to set up a situation of suffering
connected to one of our great social injustices (homelessness and mental illness)

and then, because the player has power, at every moment it implicitly asks, “Are you 
going to let this keep happening?”
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Or a simulated world
might not be a goal

Friday, August 19, 2011
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Screen

• A collaboration with Josh Carroll, Robert 
Coover, Shawn Greenlee, Andrew McClain, 
and Ben “Sascha” Shine

• Played in the Cave at Brown University

• Texts of memory as a virtual experience

• The language of memory as game material, 
in relation to the body, made almost tangible

• Words peel loose, hit back with the hand...

Friday, August 19, 2011
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Or the boundary between worlds
could be questioned 
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Expressive Intelligence Studio                                                                                                                                                                                                                                  http://eis.ucsc.edu

“The Beast”

Circles:	  “Evan	  Chan	  was	  murdered”	  
Squares:	  “Jeanine	  was	  the	  key”

Friday, August 19, 2011

Strange posters were one of three ways in to a very unusual story in 2001

http://www.aintitcool.com/node/8684
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“The Beast”

Friday, August 19, 2011

One result of web searching based on poster phrases

Not just a murder mystery, but also one set in the future
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“The Beast”

This	  is	  not
a	  game

Friday, August 19, 2011

The game had been in play for a while,
with no official acknowledgement there was any game,
until this phrase appeared in one of the trailers
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“The Beast”

• Elan Lee (puzzles), 
Sean Stewart 
(writing), and Jordan 
Weisman (concept)

• First ARG; denied its 
own existence; spread 
through internet text, 
movies (and phone, 
fax, USPS, bathroom 
walls, live events) 

• Required massive 
player collaboration 
(Cloudmakers had 
7,500 members)

Nearly 150 characters, 
nearly 4,000 documents, 
four languages, nightmare 

database, Enigma code, etc.

Friday, August 19, 2011
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“The Beast”

• Launched the “alternate reality game” genre

• Fictions uncovered/performed as a group

• Taking roles in fictions that blur boundaries

• Game system provides a framework and goal 
for social interaction in fictional/real world

• Pushing back on plans of game/story authors 
(even if not visible to players)

Friday, August 19, 2011
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Or you could gesturally inhabit
multiple characters

Friday, August 19, 2011
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Motion controls

Friday, August 19, 2011

[Wii, Kinect, Move] [Dance Central, Sports Champions, Wii Fit]

There are three major “motion control” game input devices on the market

They’re often associated with exercise and fitness, but they can also be used for 
fiction
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Heavy Rain

Friday, August 19, 2011

[Characters you control in Heavy Rain]
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Gestures control everyday actions

Friday, August 19, 2011

[Scene at home]
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Making the mundane interactive

Friday, August 19, 2011
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Making the mundane interactive

Friday, August 19, 2011
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Heavy Rain

• Enacting fictional roles, taking multiple POVs

• Making small choices — perturbations in 
overall stable story and characters

• Motion control for fiction — high-level 
puppeteering, rather than full-body enacting

• Raises question of the alternative — 
taking emotionally powerful stances, 
making emotionally laden movements

Friday, August 19, 2011
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Or you could actually make 
significant choices for characters
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Role-Playing Games (RPGs)
Event

Event

Event

Event Event

Event Event

Event Event

Quest	  structures	  enable	  
choice	  —	  states	  and	  
possible	  future	  states

Dialogue	  trees	  enable	  choice	  —	  opGons	  of	  
what	  to	  say,	  followed	  by	  NPC	  responses,	  

choices	  are	  gameplay	  decisions

Maybe	  this	  is	  starGng	  to	  
sound	  familiar?

Friday, August 19, 2011
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Event

Event

Event

Event Event

Event

Event

Event

Event

Event

Event

Event

Event Event Event

Event Event

Event Event

Event

Role-Playing Games (RPGs)
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The fiction system of a typical role-playing game includes quests, an explorable world, and a 
developing player character (or party of characters).

The story structure is CYOA. But the node and link structures aren’t all explicitly and directly 
interconnected. 

Instead, the pieces are accessed through the explorable world. 

This can make the player feel empowered—starting many story strands, deciding which to 
pursue, in which order, etc. 

There’s also often a lot of combat (and maybe other kinds of gameplay) while moving through 
the world.



Expressive Intelligence Studio                                                                                                                                                                                                                                  http://eis.ucsc.edu

Role-Playing Games (RPGs)

Friday, August 19, 2011

There’s also usually a system of character development

including an initial character type, 
gender,
how experience points are used to gain different new abilities for that character
and a spectrum of moral choices that impact what future moral options are available
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Mass Effect RPG

Friday, August 19, 2011

Here’s a very stark choice from the science fiction RPG Mass Effect -- a strong 
example of the paragon and renegade moralities: doing what’s right, versus doing 
whatever seems most likely to further your goals (which are important goals, like 
humanity’s survival)

An insect species that fought in a deadly war against your allies turns out to have one 
surviving queen

The queen is speaking through a dead soldier the player’s party just fought

One party member argues for wiping them out, the other for sparing the queen’s life

They respond to your choices -- and the choice comes back in Mass Effect 2 (and is 
rumored to have further impact in Mass Effect 3)
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We can do exciting things
with games and fiction

Friday, August 19, 2011
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Doing things with game fictions

• Accomplishment, emotional interpellation

• Unraveling mysteries with active engagement

• Interrogating our responsibilities

• Making play material of fiction’s language

• Play enacting fictional themes metaphorically

• Creating new social connections via fictions

• Physically enacting fictional roles

• Experiencing choice in a possibility landscape

Friday, August 19, 2011
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It’s a great time to be
working on games and fictions

Friday, August 19, 2011
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Inform 7

Rule-‐based,	  English-‐like	  language.	  Powerful,	  free	  IDE.	  
Built	  in	  or	  library	  support	  for	  rooms,	  objects,	  conversaGons,	  etc.

Friday, August 19, 2011



Expressive Intelligence Studio                                                                                                                                                                                                                                  http://eis.ucsc.edu

Sims modding tools

Official	  and	  unofficial	  tools	  
for	  changing	  character	  and	  
object	  behaviors,	  descripGve	  
texts,	  paUerns,	  neighborhood	  
characterisGcs,	  animaGons...

Friday, August 19, 2011
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Kinect hacking

Many	  possible	  body/gesture	  interfaces!

Friday, August 19, 2011
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Dragon Age toolset

The	  tools	  used	  for	  creaGng	  
Dragon	  Age:	  Origins,	  

released	  to	  game	  owners	  
for	  free	  —	  dialogue,	  story,	  
environment,	  sound,	  etc

Friday, August 19, 2011
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These approaches provide 
connective tissue between 
arts/design and CS issues

Friday, August 19, 2011

They provide a certain amount of default behavior out of the box

They provide a set of authoring idioms for working with those built in behaviors

The provide a context for programming — to extend their capabilities in new 
directions
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But we can also
go farther
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Limits of today’s game fictions

• Our game structures are largely about 
physical actions and resource management

• This is a powerful palette, useful both 
directly and metaphorically

• But we want something more — game 
systems that engage how we think about the 
world, relate to each other, and craft fictions

• As projects from Mass Effect to “The Beast” 
show, we now do this “ad hoc” — with no 
robust game system

Friday, August 19, 2011



Ad-Hoc Economics

If you invest in gold only, turn to page 10. 
If you invest in oil only, turn to page 21. 
If you invest in Vespene gas only, turn to page 32. 
If you invest in Warg farming only, turn to page 43. 
If you invest in gold and oil only, turn to page 54.
If you invest in gold and Vespene gas only, turn to...
If you invest in gold and Warg farming only, turn to...
If you invest in gold, oil, and Vespene gas, turn to...
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This	  neither	  gives	  enough	  choices	  to	  the	  player	  nor	  supports	  the	  developers	  —	  likely	  to	  feel	  limiGng	  and	  be	  buggy
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So we get
things like this

Friday, August 19, 2011
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Star Wars: Knights of the Old Republic

Friday, August 19, 2011
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Star Wars: Knights of the Old Republic
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The next step requires 
arts/design innovation

combined with CS innovation

Friday, August 19, 2011



Expressive Intelligence Studio                                                                                                                                                                                                                                  http://eis.ucsc.edu

One high water mark

Friday, August 19, 2011



Expressive Intelligence Studio                                                                                                                                                                                                                                  http://eis.ucsc.edu

Façade

Michael	  Mateas	  (UC	  Santa	  Cruz)	  and	  Andrew	  Stern	  (ngmoco)
Only	  possible	  by	  building	  rules,	  rather	  than	  graphs

Friday, August 19, 2011
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A current project
at UC Santa Cruz

Friday, August 19, 2011
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Prom Week

How	  do	  we	  get	  the	  
dynamic	  social	  space	  
and	  legibility	  of	  The	  Sims

 to	  combine	  with	  the	  
specific	  characters,	  
histories,	  and	  language	  
of	  role-‐playing	  games?

 Prom	  Week	  connects	  
“social	  physics”	  and	  
relaGonship	  puzzles	  with	  
unfolding	  stories

Friday, August 19, 2011
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Prom Week: exposing social state

with	  Michael	  Mateas,	  Josh	  McCoy,	  Mike	  Treanor,	  Ben	  Samuel,	  Aaron	  Reed,	  et	  al
...	  backgrounds	  in	  sociology,	  game	  design,	  acGng,	  ficGon	  wriGng,	  and	  CS

Friday, August 19, 2011
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Debbie and Edward’s angry breakup

Friday, August 19, 2011

This is an example relationship game
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Why	  would	  Edward	  want	  to	  break	  up	  with	  Debbie?

He	  has	  the	  character	  trait	  of	  jealous

His	  sense	  of	  romance	  is	  low	  with	  her

 She	  did	  something	  that	  could	  be	  cheaGng

And	  possibly	  many	  more	  reasons…

Friday, August 19, 2011
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Social facts database

Friday, August 19, 2011

This is a concrete reference to something in the SFDB -- either something that 
happened during gameplay or backstory added by an author. 

It’s a precondition for the game being played that there be something like this. The 
specifics are referred to by the particular version of the game being played.
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Initiator’s Volition via Influence Rules

For:

Responder	  cheated	  on	  IniGator

Responder	  cheated	  on	  IniGator	  with	  a	  friend

IniGator	  is	  has	  low	  confidence

Against:

IniGator	  is	  a	  cheater

IniGator	  is	  not	  confident

Responder	  is	  aggressive

IniGator	  thinks	  Responder	  is	  really	  cool

Friday, August 19, 2011



Expressive Intelligence Studio                                                                                                                                                                                                                                  http://eis.ucsc.edu

Initiator’s Volition via Influence Rules
For:

Cheat(Responder)	  and	  DaGng(Responder,Other)	  +20

Cheat(Responder)	  and	  DaGng(Responder,Other)	  and	  
Friend(IniGator,	  Other)	  +20

~Trait(IniGator,	  Confidence)	  +20	  

Against:

Status(Cheat,	  IniGator)	  -‐20

~Trait(IniGator,	  Confidence)	  -‐20	  

Trait(Responder,	  Aggressive)	  -‐10

Cool(IniGator,	  Responder)	  >	  70	  	  -‐15

Friday, August 19, 2011
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Responder’s reaction

For:

Responder	  is	  inarGculate

IniGator	  did	  something	  bad	  to	  
responder	  in	  the	  past

Responder	  is	  a	  pacifist

Against:

Responder	  is	  domineering

Responder	  has	  strong	  romanGc	  
feelings	  for	  IniGator

Friday, August 19, 2011
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Responder’s reaction

For:

Trait(Responder,	  inarGculate)	  +20

Trait(Responder,	  Pacifist)	  +10

SFDB(NegaGve,	  IniGator,	  Responder)+20

Against:

Trait(Responder,	  Domineering)	  -‐10

Romance(Responder,	  IniGator)	  >	  60	  -‐20

Friday, August 19, 2011
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Choosing an outcome

Reject:

Flavorless:	  

	   romance/buddy	  down

Edward	  has	  low	  confidence:

Accept:

Flavorless:

Debbie	  is	  a	  pacifist:

Probably	  a	  dozen	  more...

Friday, August 19, 2011
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This only works
with a lot of writing!

Friday, August 19, 2011
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Writing text

Friday, August 19, 2011
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PRS:	  Performance	  RealizaGon	  String,	  
descripGon	  of	  what	  happened

%i%	  and	  %r%	  are	  “iniGator”	  and	  
“responder”

%sweeQe%	  fills	  in	  something	  like	  “babe,	  	  
love-‐monkey,	  snookie-‐wookums,	  sugar”	  —	  
different	  characters	  prefer	  different	  ones

%random(...)%	  chooses	  randomly	  from	  one	  
of	  the	  comma-‐separated	  phrases	  in	  the	  
parenthesis

Effects:	  The	  things	  that	  happen	  to	  iniGator	  
and/or	  responder	  as	  a	  result	  of	  the	  game

Writing for systems

Generic	  Txt	  Msg	  Breakup	  Reject
PRS:	  %i%	  tried	  to	  txt	  msg	  break	  up	  with	  %r%
(no	  precondiGons)

i:	  Oh...	  uh...	  hi,	  %r%.	  I	  sent	  you	  a	  text,	  did	  
you	  get	  it	  yet?
r:	  Oh,	  %sweeQe%,	  %random(that's	  so	  sweet	  
that	  you	  get	  so	  excited	  about	  me	  reading	  
your	  texts.	  I	  like	  to	  save	  them	  up	  and	  read	  
them	  all	  at	  once,I	  lost	  my	  charger	  and	  my	  
phone's	  been	  dead	  all	  week	  so	  I	  wrote	  you	  
some	  leUers	  instead,I	  don't	  like	  to	  read	  your	  
texts	  right	  away...	  I	  just	  let	  my	  phone	  vibrate	  
all	  day	  to	  remind	  me	  of	  you)%.
i:	  .....That's,	  uh.....	  that's	  %posiGveadj%.	  Um,	  
I	  should	  go.

Effects:	  i	  gains	  status	  anxious

Friday, August 19, 2011

You have to write in a new way, intertwining text and game logic --

it requires understanding both
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Low	  Romance	  Txt	  Msg	  Breakup	  Accept
PRS:	  %i%	  txt	  msg	  brokeup	  with	  %r%	  even	  
though	  it	  was	  kind	  of	  over	  already
(precondiGons:	  r	  has	  low	  romance	  for	  i)

i:	  %greeGng%.	  Hey,	  so,	  I	  sent	  you	  a	  text,	  uh,	  
have	  you	  like,	  goUen	  it	  or	  whatever?
r:	  Yeah.	  I	  texted	  you	  back	  already,	  did	  you	  
get	  that?
i:	  Uh,	  no...	  what	  does	  it	  say?
r:	  'Whatever.'
i:	  Oh.	  So....?
r:	  Yeah,	  I	  was	  totally	  over	  you	  anyway.

Effects:	  i/r	  stop	  daGng.

Past	  Lameness	  Txt	  Msg	  Breakup	  Accept
PRS:	  %i%	  txt	  msg	  broke	  up	  with	  %r%	  which	  
was	  preUy	  lame
(precondiGons:	  i	  has	  previously	  done	  
something	  lame)

i:	  %greeGng%.	  Hey,	  so,	  I	  sent	  you	  a	  text,	  uh,	  
have	  you	  like,	  goUen	  it	  or	  whatever?
r:	  Yeah.	  Text	  message	  breakup,	  %i%,	  real	  
classy.	  I	  guess	  I	  shouldn't	  expect	  anything	  
less	  from	  you.	  This	  is	  just	  like	  the	  Gme	  when	  
%toc1%.
i:	  It's	  not	  like	  that	  all.	  And	  that	  was	  like	  a	  
million	  years	  ago	  anyway.
r:	  Whatever.	  We're	  so	  over.

Effects:	  i/r	  stop	  daGng;	  SFDB	  label	  added	  (i	  
did	  something	  lame	  to	  r)

Relationship game instantiations

Friday, August 19, 2011

Part of the reason we have many instantiations of the same relationship game is that 
we want to craft special ones for particular game states

This helps the language feel specific and grounded in the story

It also helps the player understand how deeply their play impacts the world
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Writing behavior

Friday, August 19, 2011



Expressive Intelligence Studio                                                                                                                                                                                                                                  http://eis.ucsc.edu

Prom Week authoring tool

Rather	  than	  raw	  code,	  we	  combine	  and	  coordinate	  wriGng,	  
game	  logic,	  and	  animaGon	  in	  a	  tool	  built	  with	  Flash	  —	  

undergrads	  helped	  build	  it	  and	  use	  it	  regularly

Friday, August 19, 2011
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There are many places to start
and many directions to pursue

Friday, August 19, 2011



To get a good story out of a game, you 
have to constrain gameplay in a way that 
ensures that a story is told through play.... 
yet any game is a system of constraints. 
Players have free action only within those 
constraints; there are always limitations on 
behavior, and indeed, gameplay often 
emerges precisely because of those 
limitations.

— Greg Costikian, 2007
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I look forward to
a future of fiction belonging 

to those who can write stories
and write systems

Thanks!
nwf@ucsc.edu

Friday, August 19, 2011


