DESIGNING A DEGRADABLE VIDEO GAME

A SET OF PROMPTS TO THINK ABOUT HOW VIDEO GAMES HAVE BEEN DISPOSABLE, ARE NOT SEPARATE FROM
INFRASTRUCTURES INVOLVED IN THE DESTRUCTION OF ECOSYSTEMS, ARE PART OF OUR FUTURES AND THE
POTENTIALS IN FUTURES AND ECONOMIES OF LOSS. TO BE PLAYED, TO BE THOUGHT UPON, TO BE ENACTED
AND TO BE ALTERED.

Originally written by Everest Pipkin for use during the Container Magazine workshop ‘Designing A
Degradable Video Game’ at Bath Digital Festival 2023, and which also ran at Bristol Technology Festival
2023, facilitated by Oma Keeling.

INvISIBLE CITY

Participants sit in a circle. Inside this circle will be the city. Each participant contributes (out
loud, with gestures and descriptions). Start by laying out streets. Trace them on the floor
with your hands. Add houses, fields, churches, squares. Add restaurants and bars. Shops
and shopping malls and apartment blocks. Government buildings and schools. Add walking
paths. Add cycling paths. Add train routes. Add utopian buildings. Add dream architecture
for a world we don't know. Add statues. Add new types of transit. Add new kinds of food,
life, power. Build inside and over. Let it climb onto itself. Let it contain its own ruins. Hold
the city in your mind. Walk yourself along its mainstreet. Imagine life here. Then, together,
stand up and let it dissolve.

GIFT GAME
Find or make a friend. Talk to one another. Ask them-
On what subject can you talk forever?
When you are sitting, what do you do with their hands?
At night, what do you picture while you're going to sleep?
In your mind, during conversation, make a game for them. Arrange the mechanics, the
world, the themes, the setting.
Describe it. Place them in the world. Let them make an action.
Play this game together, out loud.
It is only played once.

DEeck oF CARDS

Think about game tools, which contain their possibilities within them. Dice, cards,
controllers, rendering pipelines.

Invent a new tool to play games with.

Let the games follow.

(Now, possibility space identified- you just need to find them.)



Moss
There are only so many polygons in the world, and every game must share them. Dole
them out accordingly, with due process and input from the collective group.

Moss2

Game textures are slowly downgraded, games become flatter and flatter until they are just
blocks of colors and seas of squares. As they fade, inscribe what they used to hold in your
memory. Tell the story of the videogame to one another. The fidelity is personal.

MAP IS THE TERRITORY

Find a map from a game world. Look this map. Walk around it with your fingers and your
eyes. Imagine what might be at various locations- how they might feel from the ground,
what might be hidden there, what secrets they contains. The shape of this hill or the color
of the streets in that town. Imagine who lives there and the stories they might tell you. Play
that game.

You ARE AN NPC

Write yourself a fetch quest. Interlink it with other participants’ fetch quests (require an
item that someone else gives; give an item that someone else requires). Be ready to
perform the duty of this fetch quest for the rest of your life.

VIRUS
Design a videogame that destroys what it touches. Set it on the world.

HEATH DEATH

Each participant finds a material. This may be something in or on the body; something you
carry, something on the ground or in the walls. Touch the material. Think about its texture,
weight, hardness, scale. Think about it decomposing, and count the years this may take.
(You may guess at this duration, or look it up.)

Participants arrange themselves from fastest degrading material to slowest. Name the
materials out loud, in order, ending with the last. At the last material, exhale.

TOUCHED BEFORE
Every object is handmade. Take an object you carry and consider its parts. Count the hands
that touched it before it came to you. Thank each one.

CHORUS
Find an electronic object, listen to its hum (this may be quiet). Harmonize. Let others
harmonize with you.

FRUIT GAME
Plant an invisible tree. Water it and watch it grow. When it is time to harvest, there is more
than you could possibly eat. Decide, as a community, what to do with this fruit.



LIGHTHOUSE
Games die the second no one is playing them, never to be regained. Organize a system of
players to keep the games you love most alive. Take shifts.

THE BEAUTY OF THE FLASHING LIGHTS
Press against your eyes until you see towers. Climb them.



