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Credit: http:// www.youtube.com/watch?v=8N -H1lz3OJ4  
almstopable  Uploaded on  Mar 3, 2010  

http://www.youtube.com/watch?v=8N-H1lz3OJ4
http://www.youtube.com/watch?v=8N-H1lz3OJ4
http://www.youtube.com/watch?v=8N-H1lz3OJ4
http://www.youtube.com/watch?v=8N-H1lz3OJ4
http://www.youtube.com/user/almstopable?feature=watch


 

1. Intro: What does it mean to win?  
2. Unwinnability : Accidental vs Deliberate  
3. Does Winnabililty  Matter?  
4. What about Productive Failure?  
5. Examples  

1. Sept. 12 
2. Sweatshop  
3. Spent  
4. Real Lives 
5. Darfur / Global Conflicts  

6. Designing the Unwinnable  
7. What next?  
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The EndGame  



What makes a game a game?  

ü Interactive  

ü Rules 

ü Goal  

ü Quantifiable measure of progress  

(or success)  

ü Definite Ending  
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Winning?  

It is often 

assumed 

that every 

game must 

have a win 

state.  
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What if the win state is that you 
DON'T?  



Winning?  

Can losing be winning?  
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What vs How  

Serious Games have a message.  
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Unwinnable  

By Mistake:  By Design: Design Choice  

1. Oversight: Essential 

items become un -

obtainable  

2. Out -Dated: 

Advances in 

hardware alter game  

3. Poor Design: too 

hard  

4. Incomplete/ 

Incompatible Rules  

1. No End  

 

 

2. End is moving target  

 

 

3. Deliberate Design: 

Too Hard  

4. No Happy Ending.  
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Unwinnable by Mistake:  

Oversight  

Pikmin:  

Libra and the Abyss  
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http://pikmin.wikia.com/wiki/Libra  

http://pikmin.wikia.com/wiki/Libra


Unwinnable by Mistake:  

Outdated  

Grim Fandango  
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Unwinnable by Mistake:  

Poor Design  

Fission Impossible 
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Unwinnable by Mistake:  

Incompatible / Incomplete Rules  

Bioshock  2 
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Unwinnable by Mistake  

to be avoided, 

serious or not  

June 3, 2014  © Dana Ruggiero & Katrin Becker  15 



Unwinnable by Design?  

1. No End. 

 

2. End is moving target.  

 

3. Too Hard  

 

4. No Happy Ending.  
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Unwinnable by Design  

Online Games have no end by 
design.  
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Most online games have no 
end becauseé. 

How else do you keep people 
playing?  



Unwinnable by Design:  

No End  
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Image Credit: http://blog.lib.umn.edu/huber195/psy1001spring12/2012/04/tetris - its -more - than - just -a-game.html  

Some puzzle games have no 
end by generating a potentially 

infinite number of levels.  



Unwinnable by Design:  

Too Hard  
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Unwinnable by Design:  

No Happy Ending  
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http:// playingthecanon.files.wordpress.com/2012/06/shadowending.jpg   

http://playingthecanon.files.wordpress.com/2012/06/shadowending.jpg
http://playingthecanon.files.wordpress.com/2012/06/shadowending.jpg


Unwinnable by Design:  

No Happy Ending  

1. Is this something we can do in Serious 

Games?  

2. SHOULD we? 
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http://playingthecanon.files.wordpress.com/2012/06/shadowending.jpg
http://playingthecanon.files.wordpress.com/2012/06/shadowending.jpg


Does it Matter?  

How many people actually get to the end?  
 

Does knowledge of winnability  affect 
gameplay?  

June 3, 2014  © Dana Ruggiero & Katrin Becker  22 



Deep vs Surface Learning  

Deep Approaches  Surface Approach  

Å Understand material for oneself  

Å Interacting critically  

Å Relating ideas to previous 

knowledge/experience  

Å Using organizing principles to 

integrate ideas.  

Å Relating evidence to conclusions  

 

Å Examining the logic of the 

argument  

 

Å Reproduce parts of the content  

Å Accepting passively  

Å Meeting assessment requirements  

 

Å Little reflection  

 

Å Memorizing facts and procedures 

routinely  

Å é 
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Defining features of approaches to learning (Adapted from Marton  et al., 1984, and Entwistle  & Ransden , 1983)  



Happy vs Tragic Endings  
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It's a Wonderful Life  

Boy in the striped Pyjamas  


