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Overview

e About the game
 Premise, sales, genre

e Gameplay: goals, affordances, systems, and feedback
e Object-oriented affordances
e Social interaction
e Personality quizzes

e Ethical play without moral agency
 What does it look like?
e Isit useful?
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About the game

e PlayStation 3 downloadable exclusive
 Small audience, quiet reception

e Point-and-click adventure game
* Bait-and-switch item collecting
e Talk to NPCs, solve interpersonal puzzles



Point-and-click adventure games
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Point-and-click adventure games







Bait-and-switch item collecting

e Allie wants an apple. Help her!

* Bob has an apple tree, but needs a ladder.

* George has a ladder, but won’t let Bob use it.
* Fred likes climbing ladders, but...

e Result — players must interact with all NPCs and collect all items
* Good genre fit for a game teaching social agency
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Gameplay

e Goals: planets (missions) and asteroids (quizzes)

e Systems: affordances and feedback
e Gestural greetings
e Character profiles
e Object-oriented interaction
* Dialogue choices
e Personality quizzes
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Gestural greetings and character profiles
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Summonables: item-oriented interaction
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Dialogue choices

HuH? WHAT? BALLOONS?
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Do vou THINK MY UNCLE
EGMONT CAN SEE ME?

! DON'T KNOW. ['M JUST A ROBOT.
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Feedback

* Emoting with pictographs
e Like/dislike meter

* Pop-up evaluations

* End-of-mission questions



Feedback: reporting on the mission







Gameplay: personality quizzes
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Practice principle (Gee, 2007)

 Many different quizzes, but they all inform one personality profile

e ALSO: retry quizzes, change answers
* Explore multiple combinations of answers



WHOSE SIDE ARE YOU
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Fostering ethical play

* Prosocial premise and context
* Planets and denizens are overtly fallible
e QT3 positions players for identity work

 NPCs express needs, react to player

e Reflective practice as prosocial agent



Ethical play without moral agency.

e Dialog choices, gestural greetings, and playful item summoning affect
your personality profile, but do not impact the world.

e Zagal (2012): moral dilemmas in a sandbox
BUT

e Sicart (2009): everything is ethical

e So, what is ethical play without moral agency?



Procedural rhetoric

* |t’s not a sandbox, it’s a diorama.

e Koster (2004): games are abstract systems
e So, we can’t say the story of QT3 makes the game ethical.

e Bogost (2007): abstract systems tell a story

 However, it is impossible to finish this game without reading dialogue, interpreting
responses, and assessing the needs and desires of NPCs.

Therefore, the procedural rhetoric is congruent with the narrative.

The game is not merely aesthetically ethical. It is also ethical in terms of its mechanics
and systems.



What is it good for?

* Younger players: instruction before exploration.
e Older players: good apples frolicking in good barrels (Zimbardo, 2007)

* Developers: unambiguous message!

e Researchers: priming and Proteus effect (Rosenberg, Baughman, &
Bailenson, 2013).



References

. Eggal:ggsé A., Gresalfi, M., & Ingram-Goble, A. (2010). Transformational play: Using games to position person, content, and context. Educational Researcher, 39(7),

* Bioware. (2007). Mass Effect [Xbox 360]. Redmond, WA: Microsoft Game Studios.

. Eogost, I. (2007). The rhetoric of video games. In K. Salen (Ed.), The ecology of games: Connecting youth, games, and learning (pp. 117-39). Cambridge, MA: MIT
ress.

* Gee, J. (2007). What video games have to teach us about learning and literacy (2nd ed.). New York, NY: Palgrave Macmillan.
e HumaNature Studios. (2013). Doki-doki universe. Albany, CA: HumaNature Studios.
* Koster, R. (2004). A theory of fun for game design (1st ed.). Scottsdale, AZ: Paraglyph Press.

. Eeg\lles, B., & Nass, C. (1996). The media equation: How people treat computers, television, and new media like real people and places. Cambridge. MA: CSLI
ublications.

* Rosenberg, K. (2014). Aim for the guts, go for the head: A Well-Played paper on The Walking Dead. In GLS 10 conference proceedings. Madison, WI: ETC Press.

* Rosenberg, R. S., Baughman, S. L., & Bailenson, J. N. (2013). Virtual superheroes: using superpowers in virtual reality to encourage prosocial behavior. PloS One,
8(1), €55003. doi:10.1371/journal.pone.0055003

* Schon, D. A. (1987). Educating the reflective practitioner: Toward a new design for teaching and learning in the professions. San Francisco, CA: Jossey-Bass.

e Sicart, M. (2009). The ethics of computer games (1st ed.). Cambridge, MA: MIT Press.

* Telltale Games. (2012). The walking dead: Season one. San Rafael, CA: Telltale Games.

e Zagal, J. (2012). Encouraging ethical reflection with videogames. In J. Zagal (Ed.), The videogame ethics reader (Rev. ed., pp. 67-82). San Diego, CA: Cognella.
e Zimbardo, P. G. (2007). The Lucifer effect: Understanding how good people turn evil. New York, NY: Random House.



	He was the most… human:�Ethical play in �Doki Doki Universe
	Overview
	Slide Number 3
	Slide Number 4
	Slide Number 5
	Slide Number 6
	Slide Number 7
	Slide Number 8
	Slide Number 9
	Slide Number 10
	Slide Number 11
	Slide Number 12
	About the game
	Point-and-click adventure games
	Point-and-click adventure games
	Slide Number 16
	Bait-and-switch item collecting
	Slide Number 18
	Gameplay
	Goals
	Slide Number 21
	Slide Number 22
	Gestural greetings and character profiles
	Slide Number 24
	Summonables: item-oriented interaction
	Dialogue choices
	Slide Number 27
	Slide Number 28
	Slide Number 29
	Feedback
	Feedback: reporting on the mission
	Gameplay: personality quizzes 
	Slide Number 33
	Slide Number 34
	Practice principle (Gee, 2007)
	Slide Number 36
	Slide Number 37
	Slide Number 38
	Fostering ethical play
	Ethical play without moral agency.
	Procedural rhetoric
	What is it good for?
	References

