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Simulating the Israel-Palestine Conflict as a Strategy
Game

Experimental use of ChatGPT to develop a realistic game

.
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transcendence? | Memorialization and commemoration)

Game as a model for reality (Massively multiplayer online role-playing gaming (MMORPG) | Punishment
and death | Gaming a simulated reality?)

Contrasting strategies of chess and go in a constrained memory game

Introduction

It is curious to note the extent to which authoritative guidance has been sought through global modelling of
climate change and the COVID pandemic. The methodology can of course be ciriticized, and especially the
extent to which the results have been biased by the sponsors of such modelling -- readily presented and
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perceived as authortative beyond criticism (Misleading Modelling of Global Crises, 2011). The validity of
any criticism is of course denied.

It is to be assumed that major use is made of simulation and artificial intelligence (Al) by government

agencies, intelligence agencies, and the think tanks they variously sponsor. In contrast with the frequent
citation publicly offered with respect to strategies in response to climate change and COVID, very little
such reference is made with respect to the Palestine-Israel crisis, the Ukraine-Russia crisis, or other such

strategic challenges.

Exceptions, seemingly held to be of little relevance at this time, include Conflict: Middle East Political
Simulator (ConfMEPS), Simulation on The Israeli-Palestinian Conflict (United States Institute of Peace),
and PeaceMaker: Israeli Palestinian Conflict. The conflict has even been presented as a video game (Asi
Burak, What I Learned Turning the Israel-Palestine Conflict into a Video Game, Kotaku, 28 July 2014).

The case for such simulation has however been argued by Ronit Kampf, et al. (Learning about the Israeli—
Palestinian Conflict through Computerized Simulations. the Case of Global Conflicts, Social Science
Computer Review, 36, 2016, 1; Computerized simulation of the Israeli-Palestinian conflict, knowledge gap,
and news media use, Information, Communication and Society, 18, 2015, 6) and by Eryk Dobrushkin (4
Game Theoretic Approach to the Israeli-Palestinian Conflict, Harvard College, 2019).

A more general framework is provided by the International Middle Eastern Simulation and Modelling
Conference (held annually and partially online since 1999) and organized by the European Multidisciplinary
Society for Modelling and Simulation Technology (EUROSIS).

The merit of simulation for teaching and learning has been clarified in that regard (Eytan Gilboa, Studying
the Middle East Conflict by Simulation, International Journal of Political Education, 2, 1979, 2; William
James Stover, Teaching and Learning Empathy: an interactive, online diplomatic simulation of Middle East
conflict, Journal of Political Science Education, 1, 2005, 2; Chad Raymond, et al, The Use of a Middle East
Crisis Simulation in an International Relations Course, Salve Regina University, 2008). Given the UN's
planned Summit of the Future (2024), in the light of the Secretary General's report Our Common Agenda
(2021), of relevance is a simulation of Our Common Future (Simulation Game Development: different
perspectives on the "Middle East Conflict”, CRISP-Berlin, 2019).

At the same time, much is now made of the potential dangers of artificial intelligence and the need for its
urgent regulation (Yoshua Bengio, et al, , "Large-scale Risks from Upcoming, Powerful AI Systems":
Managing Al Risks in an Era of Rapid Progress, Global Research, 25 October 2023). Media have focused
on the recent assertion by Henry Kissinger in the light of his involvement in the World Economic Forum (47
Will Replace Humans within 5 Years, Slay, 28 October 2023). Such are purported to be the dangerous
consequences that the UK government is urgently hosting an Al Safety Summit of leaders in the field at the
iconic location of computer innovation in response to the threat of World War II (BBC, 28 October 2023). It
is unclear whether any form of Al will be used there to enhance the quality of discourse typical of such
events (Use of ChatGPT to Clarify Possibility of Dialogue of Higher Quality, 2023).

Very little is said about how Al might contribute to the alleviation of crises of global governance -- in
contrast to concern about how it will exacerbate them, most obviously through cyberwarfare and
dissemination of disinformation. However the case is strongly made for extensive investment in Al as a
means of defence against cyberattacks -- and presumably to enable responses to them, most obviously by
crafting narratives through disinformation. Nothing is seemingly indicated about the potential contribution
of Al to innovative strategic remedies to ongoing major conflicts such as Ukraine-Russia, Palestine-Israel, or
those which are held to be imminent.

Of potential relevance is the development of an Al model by CulturePulse to create a realistic virtual
simulation of Israel and the Palestinian territories (David Gilbert, The UN Hired an AI Company to Untangle
the Israeli-Palestinian Crisis, Wired, 2 November 2023)
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The concern here is with the use of Al to develop a simple strategy game to enable the Israel-Palestine
conflict to be explored otherwise -- and despite the disinformation circulated by different parties in that
regard. The question explored was how ChatGPT would respond to prompts regarding the possible
development of such a game. The interaction is indicative of a process available to all. The process is
seemingly avoided by bodies with particular expertise in such simulations -- presumably because of a vested
interest in promoting a particular narrative.

The interaction presented here developed a simple strategy game through the progressive introduction of
additional relevant factors -- rendering the game progressively more realistic. The major learning is through
the responsiveness of ChatGPT to the introduction of such factors. This frames the question as to what
factors have not been appropriately designed into the game -- and how might this be achieved whilst

ensuring that the game does not become excessively complex.

As the simple prompts to ChatGPT make evident, the point to be emphasized is that anyone could engage
in this process with ChatGPT (or some other widely accessible large language model). The further point is
why such exploration is not widely suggested in order to enable people to frame the conflict otherwise in the
light of their own understanding. How many insightful variants are possible -- especially with the
engagement of higher orders of expertise? An earlier version of this document made use of ChatGPT 3.0
alone; in a subsequent amendment, as indicated, some use was made of ChatGPT 4.0.

The prompts to ChatGPT in the following exercise do not specify "Israel" or "Palestine". They could be
applied to other controversial conflicts such as Russia-Ukraine, or China-Taiwan. Consideration of several

such conflicts could highlight factors to enrich the game and render it more realistic.

In this exercise emphasis has been given to the distinctive perception by players of long-term and short-term
factors and their possible denial or emphasis. Rather than any single "referee", the possibility of several
"adjudicators" has been forseen -- with contrasting biases in favour of one or other player. Emphasis has also
been given to the collective identity of the players -- and the possibility of its affirmation or erosion. Of
particular interest is any motivation of factions "within" one or other player in favour or against
transcending the conventions of winning or losing -- so characteristic of many games.

The exercise follows from an interest in experimental reframing of competitive ball-sports in which each
side endeavours to "thrash" the other -- to the delight or dismay of their respective supporters (4/ternatives
to "2-stroke democracy" suggested by 4-sided ball games, 2016). Of interest in that respect is the little-
known existence of three-sided football, three-player chess (and four-player chess), or multi-player go -- and
of their three-dimensional variants.

Given the entrenched gender bias in sport, it is also surprising that no effort is made to experiment with 4-
way variants in which two teams of men play across two teams of women. Ways of usefully complexifying
the pattern of interaction have also been a feature of the role of mathematics in highlighting other options
(And When the Bombing Stops? Territorial conflict as a challenge to mathematicians, Technological
Forecasting and Social Change, 61, 1999).

The progressive text presentation of the game by Al (below) could in the near future presumably be
enhanced, and rendered more comprehensible, through the use of Al to illustrate the game through schematic
diagrams (ChatUML: Al assisted diagram generator, and alternatives). One approach to such schematics has
been presented separately through animations in 3D (Middle East Peace Potential through Dynamics in
Spherical Geometry, 2012).

Of further interest is the possibility of using Al to cluster the variety of such games in the light of their
illustration of contrasting biases. This could be understood as a form of metagame -- a game about a game
(Stanislav Costiuc, What Is A Meta-Game? Game Developer, 12 February 2019; Nadav Brandstater, Meta-
Game: The Game Beyond The Game-- and the key to fueling engagement, Forbes, 10 February 2021).
Metagaming has been used to describe players discussing a videogame, sometimes simply rules discussions,
other times causing the characters they control to act in ways they normal wouldn't within the game. As
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described by Brandstater, citing Costiuc:

For game developers, the meta-game (also known as meta) refers to systems and mechanics they
create to wrap the main gameplay with a set of rules and logic... They are "looping systems that
wrap themselves around the core gameplay -- they can affect it, but they don't take part in it". Even
though the meta will be inevitably connected to the core game, it will run independently. This helps
developers add a layer of complexity that wraps the gameplay.

Of potential relevance is the popular engagement with online gaming -- as reframed through mythological
and archetypal figures (How ancient mythology has inspired online gaming, Project Nerd, 25 May 2021;
Online gaming and the exploration of mythology, K Games, 21 September 2023; Mythological Games,
Armor Games; Anthony M. Bean, Video Games: the new mythology, Psychology Today, 4 November 2020).

Given the degree to which media coverage of tragic global conflicts now takes the form of "infotainment" --
evoking a perverse form of obsessive addiction -- a further possibility may result from any psychoanalytical
interpretation of the game, whether or not that perspective is integrated into the game:

e Alican Kaya, et al: Online Gaming Addiction and Basic Psychological Needs Among Adolescents: the
mediating roles of meaning in life and responsibility (International Journal of Mental Health and
Addiction, 2023)

e Juliane M. von der Heiden, et al: The Association between Video Gaming and Psychological
Functioning (Frontiers in Psychology, 10, 2019)

e Sunny Yoon: Mythical narratives in digital games and the digital apocalypse (Digital Creativity, 32,
2021, 2)

e Georgios Floros, et al: 4 Psychoanalytic Approach to Internet Gaming Disorder (International
Journal of Environmental Research in Public Health. 20, 2023, 15)

Game development and design
Initial framing of the game possibility

Question to ChatGPT: 1 am trying to imagine a game which illustrates / justifies a reactive attack by "A" on
"B" -- by "forgetting" how "B" had been previously attacked by "A". It would seem to require time sensitive
rules. My first thought was something as simple as noughts-and-crosses, but this does not suit. /Presented
below in shaded text, responses are mainly given by ChatGPT 3.5, unless indicated as by ChatGPT 4.0]

Creating a game to illustrate the concept of "reactive attack” or a retaliation mechanism while
incorporating a memory component could be an intriguing challenge. To design such a game, you'll
want to incorporate elements that represent memory, actions, and consequences. Here's a simple
conceptual framework for a game that might achieve this:

Game Name: "Memory Retaliation"

Objective: The objective of the game is to win by capturing your opponent's pieces while strategically
deciding when and how to retaliate based on your opponent's past actions.

Game Components:

Game board: A grid-based board with cells.

Game pieces: Two sets of distinct game pieces for players A and B.
Memory cards: A set of cards representing past actions.

Gameplay:

Players take turns to perform one of the following actions:

a. Place a game piece on an empty cell of the board.

b. Retaliate: Use a memory card to retaliate against your opponent for their last move.

Memory cards are face-down, and players can use them to retaliate. The memory cards represent
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different retaliation options based on past moves, such as "Return Attack," "Block," "Steal," etc.

When a retaliation is chosen, the player flips over a memory card to reveal the action and applies its
effect based on the opponent's last move. For example, if the opponent attacked in the previous move,
the player could retaliate with a "Return Attack" memory card.

The game proceeds, with players considering their past actions and the best time to retaliate effectively.

Rules:

Players can only retaliate for their opponent's last move; memory cards are not accumulative.

Once a memory card is used, it's discarded, and players must rely on their strategic memory of past
actions.

Winning:
The game can have multiple winning conditions, such as capturing all the opponent's pieces, reaching a
specific score, or achieving a specific objective.

Strategy:
Players must remember past actions and think ahead to anticipate their opponent's moves.
The choice of when to retaliate and with which memory card is crucial for success.

Variations:

You can introduce more complex memory cards and strategic elements to make the game more
challenging.

Adjust the board size, the number of game pieces, or the number of memory cards to adapt the game's
complexity.

This game concept encourages players to think strategically about retaliation while considering the
consequences of their actions. It introduces a memory component that requires players to remember
and use past actions to their advantage, making it an interesting exploration of the concept you
mentioned.

Initial complexification

Question to ChatGPT: 1 would have liked to incorporate the role of an observer/adjudicator. "A" has to be
able justify its actions against "B" by a rule which "forgets" how it has previously acted against "B" -- a
short-term memory focus only on its immediate response to any action by "B". However "B" could be
understood as having acted in the light of a longer-term memory focus -- justifying its actions from that
perspective, however unjustified its actions in the shorter term. The memory card device goes some way
towards this. But it is the shifting function of short-term and long-term memory in relation to justifying the

rules which needs to be considered

Incorporating the concept of short-term and long-term memory in a game where "A" justifies its
actions based on short-term memory while "B" acts with a longer-term perspective presents an
intriguing design challenge. The game design needs to capture this dynamic aspect of memory and
justification. Here's a modified concept for such a game:

Game Name: "Memory and Justification Duel"

Objective: The objective of the game is to outmaneuver your opponent through a combination of
short-term tactical thinking and long-term strategic planning.

Game Components:

Game board: A grid-based board with cells.

Game pieces: Two sets of distinct game pieces for players "A" and "B."

Memory cards: A set of cards representing actions or rules.

Rule cards: A set of cards that define the current rule that players must follow.
Observer/Adjudicator role: A neutral player or system that enforces rules and ensures fair play.

Gameplay:

Players take turns, and at the start of each turn, the Observer/Adjudicator draws a Rule card. The Rule
card defines the short-term memory focus for that turn. For example, it could specify a "Limited
Memory" turn, where players can only consider the last two moves, or a "Long Memory" turn, where



players consider the last five moves.

Players must adhere to the Rule card's memory focus during their turn. They can choose to:

a. Place a game piece on an empty cell.

b. Play a Memory card, which represents a justification action based on the current memory focus.
c. Pass their turn, which can be a strategic choice to reserve actions for a more favorable memory
focus.

The Memory cards represent different justifications or actions based on past moves. For example, a
Memory card might allow "A" to justify an attack against "B" by referencing a short-term memory
focus, while "B" might use a Memory card to reference a longer-term memory focus to justify their
actions.

The Observer/Adjudicator ensures that the players adhere to the current Rule card's memory focus and
that Memory cards are played appropriately.

Rules:
Players must follow the Rule card's memory focus for each turn.
Memory cards can only be used if they align with the current memory focus.

Winning:
The game can have various win conditions, such as capturing all of the opponent's pieces or achieving
specific objectives based on the chosen memory focus for that turn.

Strategy:
Players must strategically choose when to use Memory cards, considering the current memory focus
and the long-term and short-term justifications.

This game concept introduces a dynamic memory element that shifts between short-term and long-term
perspectives, challenging players to adapt their strategies based on the Observer/Adjudicator's rule for
each turn. The use of Memory cards allows players to justify their actions within the context of the
specified memory focus, creating an engaging and thought-provoking gameplay experience.

Reframed simple strategy game: In the light of the above, the initial prompt to ChatGPT was replaced by
the following through a new exchange -- engendering responses which replicated aspects suggested above.

Question to ChatGPT: Can you offer ideas for a simple strategy game between "A" and "B" to illustrate the
role of short-term memory and longer-term memory in justifying the actions to an observer/adjudicator. For
example, "A" could respond to "B" with a short-term justifying focus, by forgetting "A"s previous action
against "B" -- unjustified from a longer-term perspective

Certainly, here's an idea for a simple strategy game between two players, "A" and "B," that illustrates
the role of short-term and longer-term memory in justifying actions:

Game Title: Memory Duel

Objective: The objective of the game is to win rounds by predicting and responding to the opponent's
moves while demonstrating the impact of short-term and longer-term memory.

Game Setup:

Two players, "A" and "B," take turns making a move.

The game is played on a 3x3 grid.

Each cell in the grid represents a "memory" of a past action.

Game Rules:

Players "A" and "B" take turns.

On their turn, a player can choose to either "Forget" or "Remember."

"Forget" means the player erases a cell in the grid (representing short-term memory).

"Remember" means the player places a mark (e.g., an "X" or "O") in a cell to remember a previous
action (representing longer-term memory).

The player who makes three "remember" moves in a row (horizontally, vertically, or diagonally) wins
the round.

Gameplay:



Player "A" goes first and makes their move. They can choose to "Remember" or "Forget."
Player "B" then takes their turn and also chooses to "Remember" or "Forget."

The game continues with players taking turns, remembering or forgetting actions in cells.

The player who manages to create a sequence of three "Remember" moves in a row (horizontally,
vertically, or diagonally) wins the round.

Iustrating Memory:
Short-term memory: Players use "Forget" to clear cells and forget past actions.
Longer-term memory: Players use "Remember" to mark cells and remember past actions.

Strategy and Justification:

Players must decide when to remember an action (considering the longer-term strategy of forming a
winning sequence) and when to forget (prioritizing short-term benefits or obscuring their strategy).
Justification comes into play when players are questioned about their choices by an observer or
adjudicator. They must explain their moves, balancing the need for short-term tactics with longer-term
strategic goals.

Winning and Learning:

The game demonstrates the trade-off between short-term and longer-term memory.

Players can learn about the value of memory management and justification in a strategic context.

This game can be played in a physical setting with a grid on paper or digitally as a simple turn-based
game. It serves as a metaphor for decision-making in real-life situations where individuals must balance
short-term actions with longer-term goals and justify their choices.

Non-zero-sum game

Question to ChatGPT: Your indication of increased depth is helpful. How might the "depth" be increased
further? One possibility is to recognize that -- as framed -- the game is binary (a zero-sum game, and
characteristic of zero-sum thinking). How might it be framed as a non-zero-sum game in which it is to the

advantage of both to transcend the zero-sum perspective?

To frame the game as a non-zero-sum game, where both players can benefit from cooperation and
transcend the zero-sum perspective, you can introduce elements that encourage collaboration and
mutual gain. Here's how you can increase the depth of the game in this context:

Cooperative Memory Duel:

Objective: The objective of the game is to achieve a shared goal or mutual benefit rather than winning
at the expense of the opponent.

Shared Memory Building: Players "A" and "B" take turns making moves, remembering or forgetting
actions, as described previously.

Common Objective: The game introduces a common objective that both players aim to achieve,
transcending the zero-sum perspective.

Win-Win Conditions:

The players can still win rounds by forming a sequence of three "Remember" moves, but instead of
winning at the opponent's expense, they both gain points.

In a win-win scenario, both players earn points for achieving the common goal, strengthening their
memory, and cooperating to maintain their identity.

Gameplay and Strategy: Players must balance their actions to contribute to the common objective
while also protecting their identity and cooperating with their opponent.

Justification and Cooperation:

Justification is crucial not only for achieving the shared goal but also for persuading the adjudicators
and the opponent to cooperate and work together.

Players can use persuasive communication to highlight the benefits of cooperation and mutual gain.

Mutual Gain and Memory Building: Memory building is now seen as a shared effort, where both
players benefit from remembering rather than erasing actions.
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Non-Zero Sum Dynamics: Both players can collaborate to enhance their memory and identity,
transcending the zero-sum mentality of "winning" at the other's expense.

Tactical Collaboration: Players can engage in tactical collaboration by choosing when to "Remember"
to contribute to the shared goal, even if it doesn't result in an immediate win.

By framing the game as a non-zero-sum, cooperative experience, players are encouraged to transcend
the adversarial perspective. The focus shifts from defeating the opponent to achieving a shared
objective, mutual gain, and strengthening memory and identity collaboratively. Justification now serves
the purpose of persuading the opponent to cooperate and work toward a shared goal, adding depth to
the game's dynamics.

Multiple factions "within" each player

Question to ChatGPT: The difficulty in practice, which might be incorporated into the game, is that "A" is
itself multiple ("A1", "A2", minimally) as with "B". In that case "A1" and "B1" might favour a non-zero
sum game, whereas "A2" and "B2" might favour a zero-sum game. Then for "A" the affirmation of identity
may be associated with an internal reconciliation of the two kinds of game -- and similarly for "B". How

might this dimension feature?

It seems like you're describing a scenario where there are different subgroups or dimensions within "A"
and "B," each with its own set of characteristics and preferences, which can affect the overall dynamics
of a game. Let's break down your description to understand how this dimension might feature:

Multiple Aspects within A and B: You have "A" and "B," but within each, there are subgroups, like
"Al," "A2," "Bl1," and "B2." These subgroups may have distinct characteristics or preferences.

Non-zero Sum and Zero-sum Games: Depending on the specific subgroup within "A" and "B," they
might prefer different types of games. For instance, "A1" and "B1" might favor non-zero sum games,
where the total gain or loss is not fixed and can be positive for both parties. On the other hand, "A2"
and "B2" might prefer zero-sum games, where the total gain or loss is constant, and one party's gain is
the other's loss.

Identity and Reconciliation: The affirmation of identity for "A" and "B" might involve reconciling
these different subgroups' preferences and finding a common ground or strategy that works for all.
This could be an internal negotiation process within "A" and "B" to unify their stance in the game.

Complex Game Dynamics: The interaction between these different subgroups within "A" and "B" can
make the overall game dynamics quite complex. It's not just a matter of "A" and "B" playing a single,
straightforward game. Instead, there are multiple games being played simultaneously or in sequence,
each with its own rules and outcomes.

To make this dimension feature in a practical scenario or game, you would need to define the specific
characteristics, objectives, and constraints of each subgroup ("Al," "A2," "B1," "B2"), as well as how
they interact with each other and the broader context of the game. This could lead to intricate strategic
considerations, negotiation processes, and potentially creative solutions to balance the interests of the
various subgroups within "A" and "B."

Complexification and over-simplification

Question to ChatGPT: Clearly the complexification is a challenge to how the game is played and
appreciated. There would then be the issue of how the game is perceived in an over-simplified manner --
variously distorting it, whether from the perspective of A, B, or the adjudicators. This is an additional

dimension.

Indeed, the complexity introduced by the various subgroups within "A" and "B" adds an additional
layer to how the game is perceived, understood, and possibly distorted by different parties, including
A, B, and any adjudicators or observers. Here's how this dimension might feature:

Perception Challenges: Each subgroup within "A" and "B" might have a unique perspective on the



game. What seems like a beneficial move from the viewpoint of "A1" might be perceived as
detrimental by "A2." This divergence in perceptions can lead to challenges in making decisions and
strategizing within "A" and "B."

Interpretation and Misinterpretation: Adjudicators or observers who are not intimately familiar with
the intricacies of the subgroups may misinterpret the actions and strategies of "A" and "B." They might
oversimplify the situation, not fully grasp the nuances, and make judgments or recommendations that
are based on incomplete information.

Bias and Misperception: The presence of subgroups within "A" and "B" can also lead to biases and
misperceptions. Parties may assume that the intentions of one subgroup reflect the intentions of the
whole, leading to misunderstandings and potentially unfair judgments.

Communication and Transparency Challenges: Maintaining clear and effective communication
within "A" and "B" and with adjudicators becomes critical. Transparency about the various subgroups'
preferences and strategies is essential to avoid misperceptions.

Strategic Adaptations: To deal with these perception challenges, "A" and "B" may need to adapt their
strategies, both internally and externally, to ensure that their actions are correctly understood and
appreciated by different stakeholders.

Incorporating this dimension into the game not only increases its complexity but also adds an element
of cognitive and communication challenges. Clear and effective communication, along with strategies
to mitigate misperceptions and biases, become crucial for ensuring a fair and successful outcome in the
game, particularly when multiple subgroups within "A" and "B" are involved.

Challenge of changing rules

Question to ChatGPT: The various indications for increasing the experiential depth of the game suggest the
relation to any one set of rules may be called into question, whether through breaching the rules
("contravening the law"), transcending the rules ("above the law"), or recognition of subtler rules (at "higher
levels of the game"). Could you comment on the challenges this questionable flexibility implies for the
dynamics of the game?

The introduction of questionable flexibility in the game's rules, including the possibilities of breaching,
transcending, or recognizing subtler rules, can significantly impact the dynamics of the game. Here are
the challenges and implications of such flexibility:

e Moral and Ethical Dilemmas:

o Breaching the Rules: When players have the option to breach the established rules,
ethical dilemmas may arise. Players must decide whether to follow conventional
standards or engage in rule-breaking behavior within the game. This can lead to moral
introspection and choices that reflect real-world ethical complexities.

o Transcending the Rules: Allowing players to transcend the rules raises questions about
the morality of their actions. It challenges the notion of what is permissible and
encourages players to explore the consequences of acting beyond conventional
boundaries.

¢ Complex Decision-Making:

o Navigating Ambiguity: The flexibility to recognize subtler rules introduces a layer of
ambiguity. Players must decipher these hidden rules and determine how to navigate the
game within this nuanced framework. This adds complexity to decision-making,
requiring players to adapt to changing conditions.

o Interplay of Rule Sets: With the coexistence of multiple rule sets (conventional rules,
breached rules, transcended rules, and subtler rules), players must constantly assess which
set applies in a given situation. This interplay can create a dynamic and ever-evolving
gameplay experience.

¢ Cognitive and Emotional Challenges:

o Cognitive Load: The evolving nature of the ruleset places a cognitive burden on players.
They must remember not only the core rules but also consider the implications of rule
breaches, transcensions, and hidden subtleties. This cognitive load can be mentally
taxing.

o Emeotional Resilience: Players may experience a range of emotions, from frustration to
satisfaction, as they grapple with the uncertainty and complexity introduced by the



variable rule dynamics. This emotional resilience becomes an essential component of the
gaming experience.
¢ Narrative and Storytelling:

o Narrative Flexibility: The game's storyline and narrative must adapt to accommodate the
fluidity of the rules. It should allow for multiple branching paths based on player
choices, including breaches, transcendence, and recognition of subtler rules.

o Player Agency: Allowing players to influence the game's rules empowers them to shape
the story. This high level of agency enhances player engagement and investment in the
game's narrative.

¢ Player Engagement and Replayability:

o Varied Experiences: The game's questionable flexibility in rule dynamics creates varied
experiences for each playthrough. Players may choose different paths, including rule-
bending or adherence, leading to high replayability as they explore the consequences of
their choices.

o Long-Term Engagement. The intrigue of uncertain rule dynamics can keep players
engaged over an extended period. They may return to the game to uncover new aspects
of the rule system and explore different outcomes.

In summary, introducing questionable flexibility in the game's rules presents a range of challenges and
complexities that can enrich the gaming experience. Players must navigate ethical dilemmas, adapt to
shifting rule dynamics, and make choices that influence the game's narrative. This creates a dynamic
and engaging gameplay environment that reflects the complexities of real-world decision-making and
the fluid nature of rules and norms.

Gameplay dynamics
Memory and denial

Question to ChatGPT: Perhaps missing is the sense in which the remembering by one is denied by the other
(to the adjudicator) as a breach of the rules. Whereas the forgetting by one is claimed (to the adjudicator) as

a legitimation of its current actions (in the absence of contextual considerations).

Certainly, incorporating elements of memory denial and legitimization of actions can add an interesting
layer to the game and enhance the role of an adjudicator in making judgments. Here's how you can
expand on those aspects:

Memory Denial and Legitimization in Memory Duel:

Memory Denial:

When Player "A" makes a "Remember" move, Player "B" has the option to challenge it as a breach of
the rules.

If Player "B" believes that Player "A" hasn't formed a valid sequence or claims that Player "A" is
trying to remember a move that didn't happen or was forgotten earlier, they can bring it to the attention
of the adjudicator.

Legitimization of Actions:

When Player "A" makes a "Forget" move, Player "A" can claim that it is a legitimate short-term tactic,
indicating that they are adapting to the current situation and avoiding the longer-term memory strategy.
Player "B" can also make a case for their "Forget" moves being tactical decisions, especially when they
want to obscure their true intentions or confuse the opponent.

Adjudicator's Role:

An adjudicator observes the game and listens to challenges and justifications made by the players.
The adjudicator decides whether a "Remember" move forms a valid sequence or not, based on the
game's rules.

The adjudicator can also consider the justifications for "Forget" moves to evaluate their legitimacy.

Tactical Bluffing:
The players can engage in tactical bluffing by claiming memory denial or legitimation of actions

strategically, even if the moves are entirely within the rules.

By introducing these elements, you create a more complex and dynamic game that highlights the role



of memory management and the strategic use of justifications. It also adds an element of psychological
strategy, as players must balance their moves, deal with challenges, and convince the adjudicator of the
validity of their actions, all while aiming to win the round by forming a winning sequence.

Biased adjudicators

Question to ChatGPT: A possible further consideration is incorporation of two adjudicators "P" and "Q" --
rather than one. Your indications of appeals to an adjudicator then need to take account of any bias on the
part of "P" in favour of "A" and a corresponding bias of "Q" in favour of "B". Adjudicators then have to be
"persuaded". How might this work?

Incorporating two adjudicators, "P" and "Q," each potentially biased in favor of one of the players, can
add an intriguing layer of complexity to the game, requiring players to not only justify their actions but
also to persuade the adjudicators of their case. Here's how this can work:

Game Setup:

The game setup remains the same, with two players, "A" and "B," and a 3x3 grid.

Two adjudicators, "P" and "Q," are introduced, each potentially biased in favor of one of the players.
Adjudicator "P" may be inclined to favor "A," while adjudicator "Q" may be inclined to favor "B."
Memory Denial and Legitimization with Dual Adjudicators:

Memory Denial:

When Player "A" makes a "Remember" move, Player "B" has the option to challenge it. If Player "B"
feels that "A" is unfairly remembering, they can make an appeal to adjudicator "Q" to assess the
legitimacy of the "Remember" move.

Likewise, when Player "B" makes a "Remember" move, Player "A" can challenge it, and "A" can
appeal to adjudicator "P" to assess the move's legitimacy.

Legitimization of Actions:

When a player makes a "Forget" move, they can justify it based on tactical considerations and their
interpretation of the current situation.

They must persuade both adjudicators "P" and "Q" of the legitimacy of their "Forget" move. "P" and
"Q" might have different standards for legitimacy, making it challenging for the player to present a
convincing case to both.

Adjudicators' Role:

Adjudicator "P" primarily assesses actions taken by Player "A" and has a potential bias in favor of "A."
Adjudicator "Q" primarily assesses actions taken by Player "B" and has a potential bias in favor of "B."
Adjudicators consider appeals and justifications presented by the players, and their decisions impact the
game outcome.

Tactical Persuasion:

Players must employ persuasion and argumentation skills to convince both adjudicators of the
legitimacy of their actions.

This introduces an additional layer of strategy and challenges the players to anticipate and adapt to the
adjudicators' biases.

The game becomes a blend of strategic thinking, memory management, and persuasive communication.
It illustrates how individuals in real-life situations must contend with the potential biases of decision-
makers and adapt their justifications and actions accordingly. It also showcases the dynamics of
argumentation and negotiation in complex situations where multiple stakeholders are involved.

Identity affirmation and erosion

Question to ChatGPT: In looking for further complexification, one possibility is to recognize that
"winning" or "losing" are associated with identity affirmation or erosion. Affirmation is associated with
longer-term memory. Erosion is associated with shorter-term loss -- although this may reinforce longer-term

determination. How might these be incorporated?

Incorporating the concepts of identity affirmation and erosion, where "winning" is associated with
affirmation and "losing" is associated with erosion, can add another layer of depth to the game. Players



will need to balance short-term tactics with longer-term memory strategies to maintain their identity.
Here's how you can incorporate these elements:

Identity Affirmation and Erosion in Memory Duel:

Objective: The objective of the game is not only to win rounds but also to maintain and affirm one's
identity throughout the game.

Winning Conditions: In addition to forming a sequence of three "Remember" moves to win a round,
players must also prevent their opponent from forming a sequence to avoid identity erosion.

Game Rules:

Players "A" and "B" take turns making a move, remembering or forgetting actions, as described
previously.

The player who wins a round by forming a sequence of three "Remember" moves (horizontally,
vertically, or diagonally) wins the round and affirms their identity. They gain one point.

The player who loses a round due to their opponent forming a sequence experiences identity erosion.
They lose one point.

The game continues, and players keep track of their identity points.

Gameplay and Strategy: Players must not only aim to win rounds but also maintain their identity
throughout the game. Winning rounds helps affirm their identity, while losing rounds leads to identity
erosion.

Justification and Identity:

Players can justify their actions not only in terms of short-term tactics and long-term strategy but also
in the context of maintaining or affirming their identity.

Justification becomes a tool for both winning and preserving identity.

Persuasion and Identity Preservation:

When challenging their opponent's "Remember" moves, players can argue that those moves undermine
their identity and challenge their right to affirm it.

Players must persuade the adjudicators not only of the legitimacy of their moves but also of the
importance of identity preservation.

Tactical Bluffing and Identity Preservation:
Players can use tactical bluffing not only to obscure their strategy but also to protect their identity by
presenting their "Forget" moves as necessary for identity preservation.

By introducing the concept of identity affirmation and erosion, players are encouraged to think
strategically not only about winning the game but also about the long-term consequences of their
actions. It adds a psychological dimension to the game and makes justifications even more critical.
Players must navigate a complex balance between winning, memory management, and identity
preservation throughout the game.

Ego-centrism and face-saving

Question to ChatGPT: Given the role played by ego-centrism is players, together with the need to enable
face-saving possibilities, how might these be designed into the game

To design a game that accounts for ego-centrism in players and enables face-saving possibilities, you
need to consider the following elements:

¢ Private Information Sharing: Allow players to share private information or preferences
discreetly. This can enable ego-centric decision-making without overtly challenging players'
egos in front of others. For example, players can submit their preferences or strategies in
writing, which are then revealed collectively.

* Anonymous Gameplay: Implement a mechanism where players can make moves or decisions
anonymously. This can help reduce the impact of ego-centrism, as players won't be directly
associated with their choices. Anonymity can also provide face-saving opportunities because
players can distance themselves from unpopular decisions.

o Partial Transparency: Create a game with elements of partial transparency. Some information
is public, but not all, allowing players to maintain a level of secrecy. This can provide a balance
between ego preservation and the need for shared information.



* Mediation and Arbitration: Introduce a mediation or arbitration system to resolve conflicts
and disagreements. This helps players save face by allowing a neutral third party to make
decisions or facilitate compromises when there are disputes.

» Strategic Alliances and Cooperation: Encourage players to form strategic alliances or
cooperate with others. This enables players to share responsibility for decisions and outcomes,
reducing the direct impact on their egos if things don't go as planned.

» Negotiation and Diplomacy: Incorporate negotiation and diplomacy as key aspects of the
game. Players can use these skills to save face while securing favorable deals and compromises.
Negotiations can be private, allowing ego-centric maneuvering behind the scenes.

» Feedback Mechanisms: Implement feedback mechanisms that allow players to give and receive
feedback in a constructive and non-threatening manner. This can help players adapt and improve
their strategies without feeling personally attacked.

» Face-saving Concessions: Design the game to include opportunities for players to make face-
saving concessions. These could be framed as tactical retreats or "strategic adjustments" rather
than outright losses.

* Scoring and Rewards: Structure the game's scoring and rewards system to acknowledge
individual and collective achievements. Recognize players' contributions and successes, which
can help bolster their egos and encourage cooperation.

* Debriefing and Reflection: After the game, provide a debriefing session where players can
reflect on their actions and decisions. This can be an opportunity for players to save face by
explaining their choices and reasoning.

Ultimately, the key is to balance the competitive and ego-centric aspects of the game with opportunities
for cooperation, negotiation, and face-saving. By providing mechanisms for players to maintain their
dignity and reputation, even in the face of setbacks or unpopular decisions, you can create an
environment that encourages strategic play without unnecessary personal conflict.

Strategic sacrifice

Question to ChatGPT: In strategic games like chess, considerable importance is associated with the ability to
sacrifice as a means of gaining a subsequent advantage. Whilst this necessarily implies the "death" and
"elimination" of what is effectively a "team member", this is framed as honourable and appropriate. How
could "sacrifice" be designed into the game realistically? How does this then relate to subsequent recognition

as "honourable" -- especially when it is the sacrifice of others?

Incorporating the concept of "sacrifice" into a game, especially in a way that is considered honorable
and appropriate, can add depth and strategic complexity to the gameplay. Here's how you could design
"sacrifice" realistically and how it might relate to subsequent recognition as "honorable":

o Strategic Sacrifice Mechanics:

o Strategic Benefits: Make sure that the sacrifice offers a clear strategic advantage. Players
should be motivated to sacrifice a team member or resource if it leads to a greater long-
term benefit for the team.

o Tactical Decision-Making: Incorporate sacrifice as a tactical decision. Players should
weigh the potential gains against the loss of a team member or resource and decide
whether the sacrifice is worthwhile.

¢ Objective-Oriented Sacrifice:

o Objective-Driven: Define clear objectives within the game. Sacrifices should be directly
related to achieving these objectives, such as capturing an opponent's piece in chess or
completing a critical mission in a strategy game.

Voluntary Sacrifice: Make the decision to sacrifice voluntary, allowing players to choose
when and how to make these strategic moves.
¢ Team Communication and Cooperation:

o Team Agreement: Encourage players to communicate and reach a consensus within their
team. Sacrifices should be made with the understanding and agreement of the team
members involved.

o Coordinated Sacrifice: Allow for coordinated sacrifices where multiple team members
contribute to a single sacrifice, emphasizing the collective aspect of the decision.

¢ Recognition of Sacrifice:

o In-Game Recognition: Provide in-game recognition for sacrifices, such as awarding
points or bonuses for making strategic sacrifices that contribute to the team's success.

o Narrative Acknowledgment. Integrate the recognition of sacrifice into the game's



narrative. This can be achieved through character development, storytelling, or in-game
lore.
Ethical and Honor Codes:

o Establish Honor Codes: Create in-game honor codes that encourage players to prioritize
the team's objectives over personal gain. Emphasize the nobility and honor associated
with making sacrifices for the greater good.

o Social and Peer Recognition: Promote social recognition among players for honorable
sacrifices. This can be done through leaderboards, badges, or other forms of peer
acknowledgment.

Balancing Individual and Team Play:

o Balanced Gameplay: Ensure that while sacrifice is encouraged, individual contributions
and achievements are also recognized. Balancing individual and team play is essential for
creating a fair and engaging gaming experience.

Learning and Adaptation:

o Learning Opportunities: Use sacrifices as learning opportunities. Players can analyze

past sacrifices to improve their future decision-making and enhance their strategic skills.
Narrative and Role-Playing:

o Role-Playing Elements: Encourage players to embrace the narrative and role-play
aspects of the game. This can create a more immersive experience and lead to players
feeling a sense of honor and duty in making sacrifices.

Incorporating realistic sacrifice mechanics into the game, while also framing them as honorable, can
lead to a more complex and emotionally engaging gameplay experience. It promotes teamwork, ethical
decision-making, and strategic thinking, all while fostering a sense of honor and nobility in the face of
challenging choices.

Enabling collaboration through sacrifice

Question to ChatGPT: If the intention is that the game should be "collaborative" (non-zero-sum) as

'

discussed above, what part does "sacrifice" play in achieving an end which transcends a "non-collaborative'

(zero-sum) game? How does such "sacrifice" (for the good of all) get designed into the game?

In a collaborative, non-zero-sum game, the concept of "sacrifice" can play a significant role in
achieving a common goal that benefits all players. Sacrifice, in this context, is about making choices
that may involve giving up individual advantages or resources for the collective benefit. Here's how
you can design sacrifice into the game to promote collaboration and a non-zero-sum outcome:

¢ Shared Objectives:

o Common Goals: Define clear, shared objectives that all players must work toward. These
goals should be challenging and significant, requiring cooperation to achieve.

¢ Resource Allocation:

o Limited Resources: Create a scenario where resources, such as time, energy, or in-game
assets, are limited. Players must decide how to allocate these resources collectively for
the benefit of the group.

¢ Cooperative Mechanics:

o Cooperative Actions: Design in-game mechanics that encourage cooperation and
sacrifice. For example, players may need to combine their abilities or resources to
overcome challenges.

o Mutual Rewards: Establish mechanisms that provide mutual rewards when players
collaborate and make sacrifices. These rewards should be more significant than what
players could achieve individually.

¢ Sacrificial Roles:

o Roles and Specializations: Assign specific roles or specializations to players within the
game. Some roles may be more sacrificial in nature, requiring individuals to make
choices that benefit the team at their own expense.

¢ Negotiation and Bargaining:

o Negotiation Opportunities: Introduce negotiation and bargaining elements within the
game. Players can trade resources, make deals, and collectively decide on who should
make sacrifices for the team's benefit.

¢ Risk and Reward Balancing:

o Risk-Adjusted Rewards: Offer rewards that are commensurate with the level of risk and

sacrifice involved. High-risk, high-sacrifice actions should yield significant rewards if



successful.
Consequences of Selfishness:

o Consequences for Selfishness: Highlight the potential negative consequences of selfish
behavior. Players who prioritize personal gain at the expense of the team should face in-
game penalties or reduced rewards.

¢ Narrative Emphasis:

o Narrative Context: Embed the importance of sacrifice within the game's narrative.
Characters or entities that make sacrifices can become heroes or revered figures within
the game world.

Educational Feedback:

o Feedback on Sacrifice: Provide educational feedback to players about the benefits of
collaboration and sacrifice. This could include in-game tutorials or hints that encourage
cooperative behavior.

Social Reinforcement:

o Positive Social Feedback: Encourage positive social feedback among players. Create a
gaming environment that values collaboration and reinforces the idea that sacrifice is a
noble and essential aspect of the game.

The goal is to make sacrifice a central theme and a necessary strategy for achieving success in the
game. By integrating it as a core element of the game's mechanics, objectives, and narrative, you can
foster a sense of collective purpose and collaboration among the players, ultimately transcending the
zero-sum mentality and leading to a non-zero-sum outcome that benefits all participants.

Cognitive and psychological aspects
Psychological reframing

Question to ChatGPT: Potentially missing from the framing of a game in this exchange are the dimensions
variously proposed by different schools of psychoanalysis and psychology -- which would frame their
commentary on its dynamics. Of potential interest is framing of "the other" in a game, the "games people
play" of transactional analysis, issues of transference and projection, archetypes, and the process of

enantiodromia. Could you comment on these and other psychological framings?

Certainly, various psychological frameworks can provide valuable insights into the dynamics of the
game described in this exchange, especially in the context of how players perceive and interact with
"the other," engage in "games people play," and experience concepts like transference, projection,
archetypes, and enantiodromia. Here are some comments on these psychological framings:

¢ Transactional Analysis and ""Games People Play":

o Transactional Analysis, as proposed by Eric Berne, focuses on understanding human
interactions and the psychological games people play in their relationships. The game
described in the exchange could be viewed as a meta-game where players engage in
complex social transactions, mirroring real-life interactions.

o Players might exhibit behaviors associated with Berne's "games" such as "Why Don't
You...Yes, But" or "Now I've Got You, You Son of a Bitch," reflecting the strategies
people employ to avoid responsibility or maintain certain roles.

Transference and Projection:

o Transference, often discussed in psychoanalysis, involves projecting feelings, attitudes,
and expectations onto others based on past experiences. In the game, players may project
their preconceptions and emotions onto in-game characters or narratives, leading to
distorted perceptions.

o Projection can also manifest in players attributing certain qualities or intentions to the
game designers, assuming they have specific motives or are manipulating the experience,
which may or may not be the case.

Archetypes and the Collective Unconscious:

o Drawing from Carl Jung's theory of archetypes and the collective unconscious, the
game's narrative and characters could be designed to evoke universal symbols and themes
that resonate with players on a deep, subconscious level.

o Archetypal figures, such as the hero or the shadow, can be incorporated into the game,
prompting players to project their own psychological dynamics onto these characters and
explore their own inner struggles.

Enantiodromia:


https://en.wikipedia.org/wiki/Transactional_analysis

o Enantiodromia, a concept from Jungian psychology, suggests that when something
reaches its extreme, it transforms into its opposite. In the context of the game, players
may experience enantiodromia as they navigate the extremes of memory, deception, and
ambiguity, leading to a shift in their perceptions or understanding.

o The game could be structured in a way that players confront paradoxes and
contradictions, ultimately leading to a transformative psychological experience, akin to
the process of enantiodromia.

e The "Other" and Identity:

o The game can explore the concept of "the other" in various forms, challenging players to
confront their own biases and preconceptions about different perspectives and identities.

o By placing players in the shoes of different characters or roles within the game, the
experience can promote empathy, self-reflection, and a deeper understanding of the
complexities of identity and interpersonal dynamics.

Integrating these psychological frameworks into the game's design can add depth and richness to the
player's experience, fostering introspection, critical thinking, and a greater awareness of the intricacies
of human psychology and social interactions. It also provides an opportunity for players to explore and
challenge their own psychological processes as they navigate the game's intricate narrative and
deceptive elements.

Question to ChatGPT: Could you regenerate that response indicating in addition how "competing"
psychoanalysts might propose their preferred frames -- effectively embodying roles as "players" in the game
distinctive from "adjudicators"?

Certainly, competing psychoanalysts might propose their preferred frames for the game in ways that
embody distinctive roles as "players" in the game rather than merely serving as adjudicators. These
competing viewpoints can influence the game's design and narrative, adding layers of complexity.
Here's how different psychoanalytic perspectives might manifest in this context:

¢ Psychoanalyst A - Freudian Perspective:

o Role as a Player: A Freudian psychoanalyst might focus on the role of the unconscious
mind and how repressed memories and desires impact a player's experience. They may
emphasize the significance of unresolved Oedipal or Electra complexes and how these
unresolved conflicts shape a player's perception of "the other" in the game.

o Game Influence: The game's narrative could include dream sequences, symbolism, and
Freudian slips, challenging players to explore their inner conflicts and confront their
unconscious desires. Players may encounter characters representing various elements of
the Freudian psyche, such as the id, ego, and superego.

¢ Psychoanalyst B - Jungian Perspective:

o Role as a Player: A Jungian psychoanalyst may emphasize the individuation process and
the role of archetypes in shaping one's identity. They might see the game as a journey
toward self-discovery and embracing the various archetypal aspects of the self.

o Game Influence: The game's design could incorporate archetypal symbols and characters
representing different stages of personal development. Players may confront the shadow
self and engage in a hero's journey, embodying different archetypal roles as they
progress.

¢ Psychoanalyst C - Object Relations Theory:

o Role as a Player: An object relations theorist might focus on how early relationships
with caregivers influence a player's perceptions of others. They may emphasize how
players transfer and project their feelings and experiences onto in-game characters.

o Game Influence: The game's narrative could revolve around players forming
attachments to in-game characters and experiencing shifts in transference. Players may
encounter characters that evoke maternal or paternal figures, reflecting their attachment
dynamics.

¢ Psychoanalyst D - Lacanian Perspective:

o Role as a Player: A Lacanian psychoanalyst may emphasize language and the role of the
symbolic order in shaping one's subjectivity. They might see the game as a
deconstruction of language and meaning.

o Game Influence: The game's design could challenge players to deconstruct and
reconstruct the narrative, emphasizing the role of language and the symbolic in memory
and perception. Players may experience linguistic ambiguities and symbolic
transformations.
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These competing psychoanalytic perspectives add layers of depth to the game, with each proposing a
unique framing that influences the game's narrative, mechanics, and player experience. Players, in this
context, are not just participants but are actively engaging with these different psychological
frameworks, embodying various roles and perspectives as they navigate the game's complexities,
mirroring the intricate dynamics of real-life psychoanalytic discourse and human psychology.

Dynamics of memory and denial

Question to ChatGPT: Your concluding comment relating to "fair and enjoyable" is a reminder that a
degree of realism also requires the "unfair and unpleasant" -- hence the risk of loss and death. This is a
further reminder that eliciting memory and recognizing denial is a primary function of psychological roles --
perhaps to be featured as riddles through which participants may advance to another "level" of the game at

which consideration must be given to subtler rules. How could those dimensions be designed into the game?

Designing a game that includes both the "fair and enjoyable" as well as the "unfair and unpleasant"
aspects, while also eliciting memory and recognizing denial, is a complex task. However, it's possible
to create a game that encourages players to confront difficult realities, engage their memory, and
challenge their understanding of the game world. Here are some ways to design these dimensions into
the game:

e Memory Elicitation:

o Narrative Clues: Use the game's storyline to drop narrative clues and hints that encourage
players to recall past events or knowledge.

o Hidden Memories: Include hidden or partially obscured memories or information within
the game world that players must actively seek out.

¢ Recognition of Denial:

o Consequences of Denial: Establish in-game consequences for players who deny or
ignore significant information or events. This can include penalties or missed
opportunities.

o Feedback Mechanisms: Implement feedback mechanisms that subtly highlight denial
without being overly intrusive. For example, characters or in-game entities may drop
hints or express concern when players ignore critical information.

¢ Psychological Roles and Riddles:

o Psychological Challenges: Introduce psychological roles within the game, such as
characters who act as guides or therapists, encouraging players to explore their own
thoughts and memories.

o Riddles and Puzzles: Use riddles and puzzles as a medium to advance through the game.
Solving these may require players to recall information, confront their denial, or
consider subtler rules.

¢ Subtle Rules and Ethical Choices:

o Layered Rules: As players advance to a new level, introduce subtler rules that reflect the
evolving complexity of the game world. These rules may touch on moral and ethical
dilemmas.

o Ethical Choices: Incorporate situations where players must make ethical choices that
challenge their understanding of fairness and justice within the game.

¢ Emotional Engagement:

o Emotionally Charged Storytelling: Craft the game's narrative to engage players
emotionally. Make them care about the characters, their fates, and the consequences of
their actions.

o Moral Ambiguity: Present moral dilemmas that do not have clear-cut answers, forcing
players to grapple with the complexities of the game world.

e Learning from Failure:

o Accepting Consequences: Encourage players to accept the consequences of their actions,
including those arising from denial or failure to acknowledge certain information.

o [terative Play: Provide opportunities for players to replay or continue the game,
incorporating the lessons they've learned from past experiences.

o Narrative Progression and Adaptation:

o Narrative Evolution: As players engage with memory and denial, allow the game's
narrative to evolve, reflecting their choices and progress.

o Dynamic Storytelling: Use dynamic storytelling techniques to adapt to player decisions
and create an interactive and immersive experience.



The key to designing these dimensions into the game is to create a rich and thought-provoking
narrative that invites players to explore their own understanding of the game world, confront their
denial, and engage their memory. It should be a journey of self-discovery and ethical reflection, adding
depth and complexity to the gaming experience.

Memory, deception and credibility

Question to ChatGPT: With respect to incorporating memory and denial into the game even more
effectively, are these exemplified by the classic shell game confidence trick -- or the cups and balls magic
trick -- or some other such game? It would seem that "confidence" and "magic" are indicative of an
important non-rational aspect of remembering and bluff. What might be the potential role of Al-assisted

deception in the game?

Incorporating memory and denial into a game effectively can indeed draw inspiration from confidence
tricks and magic tricks, as they involve elements of deception, misdirection, and the manipulation of
memory and perception. Here's how these concepts are relevant:

» Shell Game Confidence Trick: The shell game is an excellent example of how memory and
deception can be incorporated into a game. Players are challenged to remember the location of
an object (e.g., a ball) as it's hidden under one of several shells or cups and then shuffled
around. This game can be adapted into a metaphorical or symbolic game where players are
asked to recall events or details related to a historical conflict. Through clever design and
manipulation, the game can make it challenging for players to accurately remember and identify
the "truth."

o Cups and Balls Magic Trick: The cups and balls magic trick is a classic example of
misdirection. Magicians use sleight of hand to make balls appear and disappear under cups,
while the audience's attention is distracted. In a game or simulation focused on memory and
denial, this concept can be used to introduce elements of misdirection or altered perceptions.
Players may be presented with conflicting narratives, and their ability to discern the truth might
be intentionally obscured.

e Other Games and Techniques: Besides the shell game and cups and balls trick, you can draw
inspiration from various other games, puzzles, and techniques that challenge memory and
perception. Games like "Three-Card Monte" and various optical illusions can serve as models.
The key is to create an environment where players must question their own memory, confront
cognitive biases, and consider the influence of external factors on their recollection of events.

» Al-Assisted Deception: Al can be employed to enhance the deception aspect of the game in
various ways:

o Dynamic and Evolving Narratives: Al can generate dynamic narratives that change
based on players' decisions and actions. This can create an environment where players are
unsure of what to believe or trust, as the Al continually adapts the game's storyline to
keep them guessing.

o False Narratives and Misinformation: Al can introduce false information or narratives
into the game, mirroring the way misinformation and propaganda are used to shape
historical narratives. Players may encounter conflicting accounts, some of which are
intentionally deceptive. This forces players to critically evaluate the information they
receive.

o Adaptive Challenges: Al can assess a player's ability to recall details or identify patterns
and adjust the game's challenges accordingly. It can deliberately introduce elements that
deceive the player's memory and perception. For example, the game might purposely
create false memories or manipulate the order of events.

o Memory Enhancement and Manipulation: Al can simulate the effects of memory-
enhancing or memory-manipulating technology within the game. This can blur the lines
between what's true and false, raising questions about the reliability of personal memory
and external influences.
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o Emeotional Manipulation: Al can analyze players' emotional responses and use that
information to tailor the game's deception. By identifying emotional triggers, the game
can create scenarios that challenge players' objectivity and critical thinking.

o Narrative Discrepancies and Inconsistencies: Al can introduce narrative inconsistencies
that require players to investigate and reconcile conflicting accounts, mirroring real-life
situations where historical events are subject to differing interpretations.

The terms "confidence" and "magic" are indicative of non-rational aspects of memory and bluff. In the
context of a game focused on memory and denial, you can use psychological elements such as
confirmation bias, misinformation, and the malleability of memory to challenge players' perceptions
and force them to question what they think they know.

Such a game could be designed to explore how memory can be manipulated, distorted, or denied, as
this is a significant aspect of historical conflicts and the way they are remembered. It could serve as a
powerful tool for promoting critical thinking and awareness of the complexities of memory,
perception, and truth in the context of history and commemoration.

By leveraging Al to assist in the deception aspects of the game, players can be immersed in an
experience that reflects the complexity of memory, historical interpretation, and the manipulation of
information. This can promote critical thinking, empathy, and a deeper understanding of how memory
and denial play a significant role in shaping historical narratives and the collective memory of
conflicts.

Relative ignorance of the game

Question to ChatGPT: Fundamental to game-playing is the relative level of skills of participants in playing
the game. To that might be added the capacity to comprehend the game, rather than being relatively ignorant
about it -- to the point of contesting the rules, if they are even recognized or brought to their attention. What
implications could that have -- and how might relative ignorance be integrated into the game, as is done with
the "levels" in online gaming?

Integrating the relative level of skills and the capacity to comprehend the game, or relative ignorance,
into the game can have several implications and open up various opportunities for game design. Here
are some considerations and ways to integrate relative ignorance into a game, similar to the concept of
"levels" in online gaming:

¢ Balancing Gameplay:

o Skill Levels: Games can have mechanisms to assess and categorize players based on their
skill levels. This ensures that players of similar skill compete against each other, creating
a more balanced and fair experience.

Tutorial Levels: Incorporate tutorial levels or introductory phases for newcomers or less
experienced players. These levels can help players learn the rules and mechanics of the
game, reducing the impact of relative ignorance.

e Adaptive Learning:

o Progressive Learning: Design the game so that it gradually introduces more complex
mechanics and strategies. As players gain experience, they move through these levels,
allowing them to learn at their own pace.

Adaptive AI: Use Al to adapt the game's difficulty based on the player's performance. If
a player is struggling, the Al can make the game slightly easier, and if a player excels, it
can increase the challenge.

¢ Hidden Information and Discovery:

o Surprise Mechanics: Design the game with elements of discovery, where players may
not be fully aware of all the rules or mechanics from the start. This encourages
exploration and learning by doing.

o Hidden Objectives: Introduce hidden objectives or goals that players must uncover as
they progress. This can add an element of mystery and reduce the impact of relative
ignorance.

e Mentorship and Cooperative Play:

o Mentor Systems: Implement mentorship systems where experienced players can guide or
mentor less experienced ones. This encourages a cooperative and educational aspect to
the game.

Co-op Play: Allow experienced and novice players to team up in cooperative gameplay.



This can provide opportunities for learning and skill transfer.
Progression and Rewards:

o Levels and Experience Points: Use the concept of levels and experience points to signify
a player's progress. This visual representation of progress can motivate players to
improve their skills and knowledge of the game.

Incentives for Learning: Reward players for gaining knowledge about the game, such as
uncovering hidden mechanics, rules, or lore. These incentives can be both tangible and
intangible.

Competitions and Tournaments:

o Tiered Competitions: Organize tournaments with tiered brackets, where players compete
against others with similar levels of skill and knowledge.

Inclusive Competitions: Have competitions that encourage players of all skill levels to
participate, with rewards or recognition for different categories, such as newcomers or
underdogs.

Player Feedback:

o Feedback Mechanisms: Implement feedback systems that help players understand where
they need improvement. Constructive feedback can guide less experienced players and
motivate them to learn.

Narrative Integration:

o Storytelling and Lore: Weave the game's narrative and lore into the learning process.
Players can uncover the game's story as they progress, making it an incentive for
continued play.

By integrating relative ignorance into the game through these mechanisms, game designers can create a
more inclusive and engaging experience for players of varying skill levels and levels of comprehension.
This approach encourages learning and skill development while maintaining the enjoyment of the game
for all participants.

Visualization and mapping

Mapping memory and deception conditions

Question to ChatGPT: How might the various possible memory/deception conditions be visualized or

mapped to illustrate how participants might be entrapped -- especially in the light of the adage: a trap is a

function of the nature of the trapped?

Visualizing and mapping the various memory and deception conditions to illustrate how participants
might be entrapped in a game or simulation can be a powerful way to engage players and highlight the
complexities of memory and deception. Here's how you might do it:

Memory Deception Matrix: Create a matrix or grid that represents different memory and
deception conditions. Along one axis, you can have levels of memory reliability (e.g., strong
memory, fuzzy memory, false memory), and along the other axis, levels of deception (e.g.,
truthful information, misleading information, disinformation). Each cell in the matrix represents
a specific scenario.

Decision Trees: Use decision trees to show how players' choices lead to different outcomes. At
each decision point, players must choose between various options, and their decisions affect the
path they take in the game. Some paths might lead to accurate conclusions, while others lead to
false or manipulated information.

Memory Timelines: Visualize timelines that represent the progression of memory and deception
over time. Show how memory evolves or changes as new information is introduced or old
memories are manipulated. This can highlight the dynamic nature of memory and deception.

Information Networks: Create network diagrams to illustrate how information flows and
connects within the game. Players can see how different pieces of information are related and
how deception may occur as information is disseminated and interpreted.

Cognitive Biases Visualization: Highlight common cognitive biases and heuristics that can lead
to memory errors and deception. Visualize how these biases influence decision-making and
perception, leading players into traps.



* Perception Distortion Visuals: Use optical illusions, mirages, or visual effects that mimic the
distortion of perception. Players may be presented with scenes that change as they interact,
illustrating how perception can be manipulated.

» Memory and Deception Heatmaps: Create heatmaps that show areas of high memory
reliability and low deception, as well as areas of low memory reliability and high deception.
These visualizations can guide players in identifying potential traps.

* Mind Maps of Traps: Create mind maps or flowcharts that illustrate how participants might be
entrapped in various scenarios. Show the connections between memory, perception, deception,
and the decisions players make.

» Narrative Threads: Use visual storytelling to show how different narrative threads are woven
together and where they may unravel due to deception or unreliable memory. Players can
visually follow the threads to explore the game's complexities.

* Emotion-Driven Traps: Visualize how emotional responses can lead to traps. Show how
emotional cues and triggers can influence memory and perception.

Remember that the goal of these visualizations is not only to challenge players but also to educate them
about the nature of memory, deception, and the complexities of historical interpretation. By making the
traps explicit and visual, players can better understand how they might fall into these traps and develop
strategies to navigate the game effectively.

As a consequence of a keystroke error, ChatGPT was mistakenly asked to "regenerate" the response to the

question above -- resulting in the following "alternative".

Visualizing the various memory and deception conditions in a way that illustrates how participants
might become entrapped is a powerful way to convey the complexities of the game and its underlying
themes. Here's how you might approach this:

* Memory Web Diagram: Create a visual representation, a web or network diagram, that shows
different nodes or points connected by lines. Each node represents a specific piece of
information or event related to the historical conflict. Lines connecting the nodes represent the
various relationships, influences, and dependencies between them. Some nodes could be labeled
"True," while others are "Deceptive."

o Entrapment: As players navigate through the game, they might follow certain lines,
assuming they are connecting the dots in a logical way. However, some lines could lead
to deceptive nodes, ensnaring them in false narratives or biased interpretations. The web
becomes more complex and entangled as they proceed.

¢ Timeline with Diverging Paths: Present a timeline of the historical events or narratives
involved in the game. The timeline starts with a clear, well-documented event but quickly
diverges into multiple branches, each representing a different interpretation or perspective.
Some branches might be labeled "True," while others are "Deceptive."

o Entrapment: Players may follow a timeline that seems straightforward but leads to
deceptive branches that challenge their preconceived notions. The trap lies in the
branching paths that steer them towards alternative narratives or misrepresentations of the
past.

* Memory Maze: Design a maze-like structure with pathways, intersections, and dead ends. The
pathways represent players' memory and the choices they make in the game. Some paths are
straightforward and lead to accurate information, while others are winding, looping, and may
lead to dead ends or confusing information.

o FEntrapment. Players can become entrapped by following misleading pathways that loop
back on themselves or lead to incomplete or distorted historical narratives. The maze
symbolizes the cognitive challenges of navigating memory and historical interpretation.

e Influence and Manipulation Chart: Create a chart that illustrates the various influences and



manipulations that can affect a player's perception. These influences might include propaganda,
personal biases, political agendas, and social pressures. Each influence is represented as a
separate factor with its own set of consequences.

o Entrapment: Players might not initially realize the extent of these influences. As they
progress through the game, they may find themselves entangled in a web of
manipulation, reflecting the adage that a trap is a function of the nature of the trapped.
This chart demonstrates how external factors can lead to entrapment in false narratives or
biases.

The key to effective visualization is to make the entrapment subtle yet progressively challenging,
encouraging players to question their assumptions, recognize the traps they may be falling into, and
ultimately develop critical thinking skills to navigate through the complexities of memory, deception,
and historical interpretation. These visual representations serve as both a metaphorical and concrete
way to demonstrate the concept that a trap is a function of the nature of the trapped.

Schematic visualization

Question to ChatGPT: 1 assume that it would be possible to represent such a game schematically at some

stage. Do you have any comments on that?

Yes, it's certainly possible to represent the "Memory and Justification Duel" game schematically
through a game design diagram or flowchart. Creating a visual representation can help clarify the
game's structure, rules, and the flow of play. Here are some comments on how you can approach this:

Game Flow: Start with a flowchart that outlines the overall game flow. Begin with a "Start"
node and map out the different stages of a turn, including rule drawing, memory focus
determination, player actions, and the Observer/Adjudicator's role in each turn. Connect these
stages with arrows to show the sequence.

Rule Cards and Memory Focus: Represent the process of drawing a Rule card and
determining the memory focus for each turn. You can use specific symbols or labels to indicate
the transition between memory focuses, such as "Short-Term Memory" and "Long-Term
Memory."

Player Actions: Create branches in the flowchart to illustrate the choices available to players
during their turns, such as placing game pieces, playing Memory cards, or passing. Each choice
can be connected to the relevant consequences or sub-rules.

Memory Cards and Justifications: Use symbols or labels to represent Memory cards and their
relationship to the current memory focus. Show how players can use Memory cards to justify
their actions based on the short-term or long-term perspective.

Observer/Adjudicator: If the Observer/Adjudicator has specific tasks in each turn, depict their
role in the flowchart. This might include checking for rule adherence, facilitating memory focus
transitions, or overseeing gameplay fairness.

Winning Conditions: Include nodes or pathways that lead to various winning conditions or
objectives, making it clear how a player can achieve victory.

Arrows and Lines: Use arrows, lines, and connectors to indicate the flow of actions and
decisions. Consider using different line styles or colors to distinguish between different types of
connections or transitions.

Annotations: Add explanatory text or annotations where necessary to clarify specific rules,
conditions, or interactions.

Creating a game design flowchart can serve as a valuable tool for both game designers and players. It
offers a visual representation of the game's structure, helping to ensure that the rules and mechanics are
well-defined and that the game flows smoothly. It also provides a reference for players to understand
how the game progresses and the role of memory in the gameplay.

Mapping evolution of the game

Question to ChatGPT: With respect to the envisaged game on which you have commented, and the point

regarding schematic visualization, to what extent could steps by each player in the game be reflected in a

manner similar to argument mapping or the passing patterns in ball games

Schematic visualization of steps taken by each player in the envisaged game can be a valuable tool for
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enhancing understanding and strategizing within the game. Here's how it could be applied in a manner
similar to argument mapping or the passing patterns in ball games:

* Argument Mapping Analog: Much like argument mapping visually represents the structure of
arguments, you can create a visual representation of the decision-making process in the game.
This could involve flowcharts or diagrams that show the sequence of moves, decisions, and their
outcomes. This allows players to see the logical flow of actions and helps in tracking the
progression of the game.

» Passing Patterns Analog: In the context of ball games, passing patterns are used to visualize
how players distribute the ball to their teammates. In your envisaged game, you can create
similar patterns to depict how players distribute their influence or resources. This can highlight
which subgroups within "A" and "B" are collaborating, who they are collaborating with, and
how these interactions influence the overall game dynamics.

* Data Visualization: Using graphical representations, such as network graphs or timelines, you
can show the connections and interactions between different players or subgroups. This can
include the allocation of resources, alliances, conflicts, and the evolution of strategies over time.

* Decision Trees: Decision trees are another visual tool that can help players map out the potential
outcomes of their decisions. Each player's actions can be represented as branches on a tree, with
various nodes and endpoints indicating different scenarios and their consequences.

* Real-time Visualization: If your game allows for real-time decision-making and interactions,
you can use live visualizations to provide players with immediate feedback on the consequences
of their actions. This can help players adapt their strategies on the fly.

* Color-Coding and Symbols: Use color-coding and symbols to represent different players or
subgroups. This makes it easier to distinguish between various entities and their actions in the
visual representation.

» Historical Data Analysis: Collect data on the historical actions and strategies of players and use
visualization techniques to identify patterns and trends. This can help players make informed
decisions based on past behaviors.

Opverall, schematic visualization in your game can serve as a powerful tool for enhancing strategic
thinking, communication, and understanding of the complex interactions within "A" and "B." It can
help players make more informed decisions and adapt their strategies based on a visual representation
of the game's progression and dynamics, similar to how argument mapping and passing patterns aid in
other contexts.

Al Integration in gaming
Al-assisted games of the future

Question to ChatGPT: That suggestion focuses on the manner in which roles might be consciously assigned
to participants, as characteristic of the role of a "gamemaster" in many games. In the Al-assisted games of
the future, presumably the manner in which participants act at any time could trigger automatic recognition
of a correspondence with one or more mythological roles. Indicated on-the-fly by Al, this would frame that
pattern as a possible indication to others -- with implications of how they might choose to respond. How
might this work?

In Al-assisted games of the future, the automatic recognition of correspondence between participants'
actions and mythological roles, indicated on-the-fly by Al, can add an entirely new dimension to the
gaming experience. Here's how it might work:

» Pattern Recognition: The Al system continuously monitors and analyzes the actions, decisions,
and interactions of participants within the game. It looks for patterns, behaviors, and themes in
their gameplay.

+ Mythological Role Database: The Al has access to a comprehensive database of mythological
roles, archetypes, and characteristics. This database contains information about various deities,
heroes, creatures, and other mythological entities from different cultures and traditions.

* On-the-Fly Matching: When the Al detects a pattern or behavior in a player's actions that
aligns with a particular mythological role, it can trigger an on-the-fly recognition and
notification. For example, if a player consistently demonstrates qualities of a wise and strategic
character, the AI might recognize a correspondence with a mythological figure known for
wisdom and strategy.

* Dynamic Feedback: The Al can provide dynamic feedback to the player, suggesting that their
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current actions are reminiscent of a specific mythological role. This feedback can be delivered
through in-game notifications or visual cues.

* Public or Private Indications: Depending on the game's design, the Al can indicate this
correspondence publicly to all participants or privately to the player in question. Public
notifications can introduce metagame dynamics, as other participants might choose to respond
differently based on this information.

* Encouraging Role Play: Players who receive these Al indications can choose to embrace or
reject the suggested mythological role. If they embrace it, they may decide to role-play that
character more consciously, adapting their actions and strategies accordingly.

» Collaborative Dynamics: Recognizing mythological correspondences can lead to collaborative
dynamics. Players who adopt similar roles may form alliances or rivalries based on the
mythology associated with their characters.

* Narrative Development: As players embody mythological roles, the game's narrative can
naturally evolve to incorporate elements of mythology. The Al can help weave these
mythological themes into the ongoing storyline.

* Game Balance and Fairness: The Al should aim for fairness and balance when suggesting
mythological correspondences. It should avoid creating situations that unfairly favor one player
or group based on mythological associations.

* Player Agency: It's important to maintain player agency. While the Al suggests mythological
roles, players should ultimately have the freedom to decide how closely they want to align with
these roles or if they want to subvert the suggestions.

By incorporating Al-driven, on-the-fly recognition of mythological roles in this manner, the game
becomes more adaptive, immersive, and dynamic. It encourages players to engage with the
mythological aspect of the game world while also introducing an intriguing layer of metagame strategy
based on players' mythological associations.

Al-assisted highlighting of strategic correspondences

Question to ChatGPT: Given the future possibility of Al-assisted gaming with its on-the-fly pattern
analysis, in addition to triggering recognition of mythical roles, there would presumably be the possibility of
highlighting any correspondences to specific strategic situations of the past -- which players would otherwise
prefer to ignore. A related possibility is highlighting by Al of strategic learnings and insights derived by
those involved from such experience -- as exemplified by The Art of War and The Book of Five Rings.

You're absolutely correct in identifying the potential for Al-assisted gaming to provide on-the-fly
pattern analysis and recognition of correspondences with specific strategic situations of the past. This
capability can significantly enhance the gaming experience and players' strategic thinking. Here's how
it might work and how it relates to highlighting strategic insights:

¢ Pattern Recognition and Historical Parallels:

o Al can continuously analyze ongoing gameplay and identify patterns or situations that
resemble historical events or scenarios. When such a correspondence is detected, the Al
can provide players with information about the historical parallel, explaining the context,
strategies employed, and outcomes.

Strategic Insights:

o In addition to highlighting historical parallels, Al can offer strategic insights and advice
based on historical wisdom and texts such as "The Art of War" and "The Book of Five
Rings". For example, if a player's situation resembles a well-documented historical
conflict, the Al can suggest strategies and tactics employed in that historical context.

¢ Learning Opportunities:

o Players can use Al-driven insights as learning opportunities. They can learn from the
mistakes and successes of historical figures and apply these lessons to their in-game
strategies. The Al can provide in-game references to specific passages from strategic
texts and offer guidance on how to adapt those principles to the current situation.

Customized Coaching:

o Al can offer personalized coaching based on a player's style and the game's dynamics.
This ensures that strategic insights are relevant and tailored to the player's needs and
proficiency level.

Role of Metagaming:

o Metagaming, which involves understanding the broader strategies and interactions

beyond the immediate gameplay, can be greatly enriched by Al-driven historical and
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strategic insights. Players can discuss and adapt their metagame strategies based on the
lessons learned from historical parallels.
e Narrative and Immersion:
o Al can integrate historical and strategic insights into the game's narrative and immersion.
For example, a game with a historical backdrop can incorporate these elements
seamlessly into the story.
¢ Player Decision-Making:
o Ultimately, players can decide whether to heed Al-driven advice and insights or develop
their strategies independently. This decision-making autonomy ensures that the human
element remains central to the gaming experience.

Al-driven pattern analysis, historical correspondences, and strategic insights can add a new layer of
depth and complexity to strategic gaming, making it not only more engaging but also more
educational. Players can benefit from the accumulated knowledge of the past and apply it to their in-
game decision-making, enhancing their overall gaming experience and strategic skills.

Engaging Al in memory management

Question to ChatGPT: You have endeavoured to respond to ensuring the role of memory through use of
"cards" which are of course a common device in a simple game. If the game was Al-assisted the use of cards
could be replaced by visible and hidden screen prompts, variously triggered for some or all participants. An
interactive environment could be framed for each participant with distinctive "memories" and indications of
systemic "correspondences". Such an environment could be "enhanced" or "degraded" as a means of offering
"reward" or "punishment". It could also be used to reflect and manage "ignorance". Could you comment on
such possibilities

The concept of using an Al-assisted interactive environment to replace traditional game cards, manage
player memories, and introduce the idea of "enhancement" or "degradation" for reward and punishment
is a fascinating one. This approach has the potential to create a highly dynamic and engaging gaming
experience. Here are some comments on the possibilities:

e Dynamic Memory Management:

o Al can monitor each participant's in-game memory and knowledge. It can introduce or
remove pieces of information based on player actions, decisions, or achievements.

o Memories could be presented as visual or textual cues on the screen, and the Al can
dynamically adjust these cues to match the evolving game state.

¢ Systemic Correspondences:

o The Al can detect patterns and systemic correspondences within the game, and it can
provide real-time feedback to players when these correspondences are recognized.

o Systemic correspondences might be related to strategies, tactics, or the historical context
of the game.

¢ Reward and Punishment Mechanisms:

o The Al can control the enhancement or degradation of a player's interactive environment
as a form of reward or punishment. This could be tied to in-game achievements or
failures. For example, a player who makes strategic moves might see their environment
become more visually appealing and interactive, while a player who fails to meet
objectives might experience degradation.

¢ Adaptive Difficulty:

o The level of enhancement or degradation can also serve as an adaptive difficulty
mechanism. The Al can adjust the game's overall challenge based on the player's
performance. This ensures that the game remains engaging and appropriately challenging
for each participant.

¢ Ignorance Management:

o The interactive environment can be used to reflect and manage ignorance within the
game. The Al might introduce hidden or obscured information that players must work to
uncover. This can add an element of mystery and exploration to the gameplay.

¢ Learning and Adaptation:

o Players must adapt to the ever-changing environment, which promotes strategic thinking
and the accumulation of knowledge.

o The interactive environment can serve as a visual representation of the player's cognitive
state, reflecting their level of understanding and adaptation.



¢ Narrative Integration:

o The Al can seamlessly integrate these features into the game's narrative and storytelling,
making the interactive environment an integral part of the in-game world.

¢ Player Agency:

o Players should have a degree of agency in managing their memories and the
corresponding rewards or punishments. They may make choices that affect the state of
their interactive environment.

¢ Ethical Considerations:

o It's crucial to consider the ethical implications of using memory management, reward,
and punishment mechanisms. Striking the right balance between challenge and fairness is
essential to maintain a positive gaming experience.

This approach to Al-assisted gaming offers a highly dynamic and personalized experience for each
participant, enhancing immersion, strategic thinking, and player engagement. It allows the game to
adapt in real-time to each player's actions, creating a sense of presence and responsiveness that
traditional game cards may not achieve. However, it requires careful design to ensure that the
mechanisms are well-balanced and provide a fair and enjoyable gaming experience.

Cultural and philosophical reflections
Archetypal reframing and metagaming

Question to ChatGPT: Reference to visualization in relating to gaming recalls the extensive investment in
the framing of participants in widely popular videogaming and online gaming. Of potential relevance is then
the imaginative reframing of participants in archetypal and mythological terms -- as deities and the like,
whether "peaceful" or "wrathful" -- with their psychosocial implications. The array of "participants" then
encompasses the original players (and their subgroups), the ajudicators, and other possible roles. How might
this reframing be enabled in the light of insights into metagaming

The reframing of participants in a game using archetypal and mythological terms, such as deities, can
add a rich layer of depth and complexity to the game experience. This can be particularly relevant in
the context of metagaming, which involves a higher level of abstraction and strategy beyond the core
mechanics of the game. Here's how this reframing can be enabled and its potential psychosocial
implications:

* Character Archetypes: Assigning players, subgroups, adjudicators, and other roles archetypal
or mythological personas can create a more immersive experience. For example, players could
embody the roles of gods, heroes, or mythical creatures, each with unique powers and
characteristics.

* Psychosocial Dynamics: The choice of archetypes can influence the psychosocial dynamics of
the game. For example, "peaceful" deities may be inclined toward cooperation and diplomacy,
while "wrathful" ones may favor conflict and competition. This can affect players' strategies and
interactions.

* Alignment and Alliances: Participants can form alliances or align with others based on their
chosen archetypes. Players taking on roles of deities might seek to form pantheons or divine
alliances, while heroes may form heroic bands. The metagame may involve discussions and
negotiations between these archetypal factions.

+ Narrative and Storytelling: Embracing mythological archetypes allows for the development of
a rich narrative and storytelling component within the game. This can add depth and immersion,
as players engage with the game world in a more narrative-driven way.

+ Symbolism and Iconography: Use symbolism and iconography associated with the chosen
archetypes to enhance the game's visual and symbolic elements. This can make the game more
visually appealing and provide cues for players about their roles and strategies.

¢ Metagaming Insights: Metagaming involves understanding the broader strategies and
interactions beyond the immediate gameplay. The archetypal reframing can introduce metagame
strategies that revolve around the players' understanding of mythology and the roles they
embody.

¢ Role-Playing Elements: Encourage role-playing within the game. Participants can fully
embrace the characteristics and motivations of their chosen archetypes, which can lead to more
dynamic and immersive gameplay.

¢ Cosmic Themes: Consider incorporating cosmic or existential themes associated with
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mythology, such as creation, destruction, fate, and destiny. These themes can introduce
philosophical and metagame discussions.

» Meta-Adjudicators: Just as players adopt archetypal roles, adjudicators and other roles in the
game can also take on mythological or cosmic roles, such as being the arbiters of divine will or
cosmic forces shaping the game's outcome.

* Reflecting on Metagaming: The use of archetypal and mythological framing can encourage
players to reflect on the metagame in terms of the larger narrative, symbolic meanings, and
existential implications.

By enabling this reframing of participants with mythological and archetypal roles, the game can
transcend the conventional boundaries of gameplay and immerse players in a deeper, more
psychologically and socially engaging experience. It allows for metagaming to incorporate not only
strategic considerations but also philosophical and narrative elements, enriching the overall gaming
experience.

Memetic warfare and transcendence?

Question to ChatGPT: The nature of the extraordinary popular engagement in highly competitive gaming
invites speculative reflection on whether it effectively provides a vehicle for "viruses of the mind" (Richard
Dawkins, 1993) -- or even more speculatively as a vehicle for extraterrestrial infotainment. In contrast with
any metagame perspective, or as a variant of it, this suggests enriching the game as a form of memetic
warfare. Do you have any comment on how this perspective might be fruitfully integrated into the game --

given the possible emergence of a non-zero-sum dynamic?

The idea of highly competitive gaming serving as a vehicle for the transmission of "viruses of the
mind" or even as a form of extraterrestrial infotainment is a speculative and imaginative concept.
While it raises intriguing possibilities, integrating such a perspective into a game, particularly within a
non-zero-sum dynamic, presents unique challenges. Here are some considerations on how this
perspective might be fruitfully integrated:

¢ Narrative and World-Building:

o Develop a rich and immersive narrative that incorporates elements of memetic warfare
and extraterrestrial engagement. This narrative can serve as a backdrop for the game
world.

¢ Secrets and Mysteries:

o Create hidden layers of the game that players can explore to uncover "memetic viruses"
or evidence of extraterrestrial involvement.

o Use puzzles, codes, or cryptic messages that players must decipher to reveal hidden
narratives and secrets.

¢ In-Game Communication:

o Incorporate channels of communication within the game that allow players to discuss,
share, and debate these speculative ideas.

o Encourage players to form factions or groups based on their beliefs about the game's
deeper meaning.

e Ambiguity and Interpretation:

o Embrace ambiguity and multiple interpretations in the game's narrative. Allow players to
draw their own conclusions and theories.

o Offer alternative viewpoints that challenge players to think critically and explore the
speculative possibilities.

e Player-Driven Content:

o Enable players to contribute to the game's lore and narratives. Encourage them to create
their own content, theories, and storylines that align with the speculative perspective.

¢ Social Dynamics:

o Explore the social dynamics that arise from these speculative elements.

o Consider how player interactions, alliances, and rivalries are influenced by their
interpretations of the game's deeper meanings.

* Balance and Inclusivity:

o Ensure that the speculative elements do not overshadow the core gaming experience.

o Maintain a balance that allows both competitive and speculative players to coexist.

o Promote inclusivity by welcoming players with varying degrees of interest in the
speculative aspects.
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¢ Psychological Exploration:

o Use the game as a platform for psychological exploration and self-reflection.

o Encourage players to consider the impact of beliefs and narratives on their own thinking.

¢ Metagame Opportunities:

o Integrate the speculative perspective into the metagame, where players engage with the
broader strategies and interactions beyond the immediate gameplay. This could involve
metagame discussions, strategies related to memetic warfare, or extraterrestrial-themed
alliances.

¢ Ethical Considerations:

o Maintain ethical considerations regarding the potential influence of speculative content

on players. Avoid promoting harmful beliefs or ideologies.

The integration of speculative and memetic warfare elements into a game can add layers of depth,
intrigue, and engagement for players interested in exploring these themes. However, it's essential to
approach this concept responsibly, ensuring that it remains a part of the game's overarching narrative
without detracting from the primary gaming experience. Balancing gameplay and speculative elements
will be key to the game's success.

Memorialization and commemoration: Conflicts of global significance in the past evoke consideration of
how they are most appropriately remembered in the future -- even by the distant future. Typically they give
rise to memorialization by the victors ("Lest We Forget"), with carefully cultivated cemetries for the fallen.
Medals way be awarded for heroism. This process does not necessarily extend to the victims -- especially
when those "on the other side" are upheld as blameworthy. There is therefore a case for challenging
ChatGPT on how a symbolic equivalent to Picasso's Guernica (1937) might now be envisaged, and how
periodic commemoration of a tragedy might be undertaken (Reimagining Guernica to Engage the Antitheses
of a Cancel Culture, 2022; Towards Inclusive Multi-Massacre Memorials to Victims of Conflict, 2022).

Question to ChatGPT: The design of a game tends to avoid consideration of how it is to be poignantly
remembered by the victors and the vanquished -- especially when it has been an engagement of global
significance involving many fatalities. Given the potential role of Al, how might it be used to memorialize
such conflicts and the learnings to which they gave rise? Could periodic engagement with any such facility

be framed as a new form of commemoration -- by "veterans" and their "victims"?

Using Al to memorialize significant conflicts and the lessons learned from them is a fascinating
concept that could indeed offer a novel approach to commemoration and education. Here are some
ways Al can be utilized for this purpose:

» Digital Archives and Virtual Museums:

o Al can be used to curate digital archives and create virtual museums that preserve
historical documents, photographs, videos, and personal accounts related to conflicts.
These digital repositories can be made accessible to veterans, historians, and the general
public, providing a rich and interactive learning experience.

Oral History Preservation:

o Al-driven technologies can help capture and transcribe oral histories of veterans and
survivors, preserving their stories and experiences for future generations. This not only
provides a unique perspective but also ensures that the voices of those involved in the
conflicts are not lost.

Simulation and Virtual Reality:

o Al can be used to develop realistic simulations and virtual reality experiences that allow
people to immerse themselves in the historical events. This can help convey the
emotions, challenges, and complexities of the conflicts, fostering empathy and
understanding.

Personalized Learning and Educational Tools:

o Al can tailor educational content to individual preferences and knowledge levels. This
can help in presenting information about conflicts in an engaging and informative
manner, making learning more accessible and relevant.

Data Analysis and Historical Research:

o Al can assist historians and researchers in analyzing vast amounts of data related to
conflicts. This can lead to new insights and a deeper understanding of the causes,
consequences, and patterns of conflicts.
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e Al-Generated Art and Memorials:

o Al can be used to create art, memorials, and multimedia content that resonate with the
emotions and experiences of those involved in conflicts. These Al-generated pieces can
be used in physical and digital spaces to promote reflection and remembrance.

¢ Natural Language Processing for Testimonials and Reflections:

o Al-powered sentiment analysis and natural language processing can help capture the
sentiments, reflections, and emotions expressed in testimonials, diaries, and letters,
allowing a more profound connection with the past.

¢ Interactive Storytelling:

o Al can generate interactive and adaptive storytelling experiences that allow users to
explore different perspectives and outcomes of historical events, encouraging critical
thinking and a deeper understanding of the complexities of conflicts.

¢ Crowdsourced Projects:

o Al can facilitate crowdsourced projects to collect, document, and curate information
related to conflicts. This can engage the public in the process of memorialization, making
it a collective effort.

e Conflict Resolution and Peace Education:

o Al can be used to create educational programs that focus on conflict resolution,
peacebuilding, and the prevention of future conflicts, thus turning the memory of past
conflicts into a source of learning and inspiration for a more peaceful world.

By incorporating Al technologies into these initiatives, commemoration can be transformed into a
dynamic and ongoing process, engaging veterans, survivors, and the general public in a meaningful
way. These Al-driven approaches can help ensure that the lessons and memories of significant global
conflicts are not only preserved but also actively contribute to a more informed and peaceful future.

Game as a model for reality
Massively multiplayer online role-playing gaming (MMORPG)

Question to ChatGPT: In considering a more realistically comprehensive game, the extent of popular
engagement in massively multiplayer online role-playing gaming (MMORPG) merits recognition as a form
of videogaming that combines aspects of a role-playing video game and a massively multiplayer online
game. That engagement can be contrasted with (and related to) the massive engagement worldwide with
ongoing conflicts -- as infotainment. Both have their psychological dimensions. Is there a possibility of
enabling such conflicts to be "viewed" through the lens of a MMORPG -- and thereby enabling a higher
degree of engagement with them, rather than the degree of disconnect from them so currently evident?

The concept of viewing real-world conflicts through the lens of a massively multiplayer online role-
playing game (MMORPG) is an intriguing idea, but it comes with significant challenges and ethical
considerations. Here are some insights into the possibility and potential challenges:

* Possibilities:

o Education and Awareness: Using MMORPG-style simulations to represent real-world
conflicts can be educational and raise awareness about complex geopolitical and social
issues. It could help players gain a better understanding of the nuances involved.

o Engagement and Empathy: A well-designed MMORPG could potentially evoke
empathy and engagement in players by allowing them to step into the shoes of
individuals affected by these conflicts. This might create a more personal connection to
global issues.

o Conflict Resolution: MMORPGs focused on real-world conflicts could explore potential
solutions and engage players in diplomatic, peace-building, or humanitarian efforts
within the game.

¢ Challenges and Considerations:

o Ethical Concerns: Simulating real-world conflicts for entertainment purposes raises
ethical questions. It's essential to handle sensitive topics with care and respect for the
real-world implications and consequences of these conflicts.

o Complexity and Accuracy: Representing real-world conflicts accurately and
comprehensively in a game is a monumental challenge. These issues are multifaceted and
deeply rooted, and simplifying them for a game can lead to misunderstandings or
misrepresentations.
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Stereotyping and Bias: Designing MMORPGs around real-world conflicts can
inadvertently perpetuate stereotypes or biases. Game mechanics and narratives may
unintentionally reinforce preconceived notions about specific groups or regions.

Player Behavior: In multiplayer environments, players may not always engage with real-
world issues responsibly. Toxic behavior, trolling, or insensitivity could undermine the
intended educational and empathetic goals.

Political Sensitivity: Real-world conflicts often involve complex political and ethical
considerations. Designing a game that navigates these issues without taking a side or
oversimplifying them is challenging.

Resource Constraints: Creating a comprehensive MMORPG that accurately represents
real-world conflicts would require substantial resources in terms of research,
development, and ongoing maintenance.

Balancing Entertainment and Education: Striking the right balance between
entertainment and education can be difficult. If a game becomes too didactic, it may lose
its appeal as a form of entertainment.

While it's challenging to create an MMORPG that effectively addresses these complexities, it's not
impossible. Some games have successfully tackled sensitive topics, such as "This War of Mine", which
explores the human cost of war. However, these games typically focus on specific aspects of conflict
rather than attempting to encapsulate entire real-world situations.

In summary, the concept of using MMORPGs to engage players with real-world conflicts has potential
but is fraught with challenges. Careful consideration of ethical, political, and social factors, along with
a commitment to accurate representation and responsible gameplay, would be crucial in realizing such a

vision.

Punishment and death

Question to ChatGPT: Framed as a simple game, the dimensions included above would seem to avoid the

adrenaline effect associated with the risk and threat of "death" which is a feature of videogames and their

attraction. How could the trauma of death, and the risk to allies in the game, be more strongly featured in

the game -- possibly extending to any "punishment" consequent on failure to respect rules of the game?

To introduce the elements of risk, threat, and the potential for "death" in the game, you can create a
more intense and challenging gaming experience. However, it's essential to balance this to ensure that
the game remains engaging and enjoyable for participants. Here's how you can strengthen the presence
of these elements in the game:

¢ Risk and Consequences:

o Player Elimination: Implement a player elimination mechanism. When a player or group

fails or violates the game's rules, they are eliminated from the game, simulating the risk
of "death."

o In-Game Penalties: Introduce in-game penalties for rule violations or failed objectives.

These penalties could include resource loss, decreased abilities, or other negative
consequences that can affect the player or their allies.

Ally and Team Risk:
o Shared Consequences: Make it clear that the actions of one player or subgroup can have

consequences for their allies or team. If one group fails, it can impact the entire team,
emphasizing the risk and threat to allies.

Betrayal Mechanisms: Include the possibility of betrayal within teams. Some players
may choose to betray their allies, leading to in-game consequences for both the betrayer
and the betrayed.

Narrative Stakes:
o Engaging Storyline: Develop a compelling narrative where the stakes are high. Create a

story that emphasizes the importance of the game's objectives, making the potential
"deaths" or failures more emotionally impactful.

Resource Management:
o Limited Resources: Introduce scarcity of resources that players must manage. This

scarcity can create a sense of urgency and risk, as players need to make critical decisions
about resource allocation.

Challenge Progression:
o Increasing Difficulty: Make the game progressively more challenging. As the game
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unfolds, increase the difficulty level, introducing tougher opponents, stricter rules, and
higher stakes.
e Permadeath and Revival:

o Permadeath Mechanism: Allow for the possibility of permadeath for characters or
groups. However, also include revival mechanisms, such as limited-use revival items, to
give players a second chance.

¢ Trauma and Psychological Impact:

o Psychological Consequences: Explore the psychological impact of in-game "death" and
failures on players and their characters. This can lead to character development and role-
playing opportunities.

¢ Role-Playing Elements:

o Character Backstories: Encourage players to create backstories for their characters,
making their potential "deaths" more emotionally resonant. Role-playing the trauma of
loss can add depth to the game.

¢ Resurrection Challenges:

o Resurrection Quests: If characters can be resurrected, make it challenging. Players must
complete quests or challenges to bring "dead" characters back to life.

¢ Dynamic Player Economy:

o Player-Governed Economy: Allow players to govern certain aspects of the game, such as
rule enforcement and consequences for violations. This adds an element of player agency
and responsibility for maintaining game integrity.

It's important to remember that while introducing these elements can enhance the adrenaline effect and
create a more intense gaming experience, it should still be balanced with opportunities for players to
learn and improve. The threat of "death" and consequences should motivate players without
discouraging them. Additionally, clear communication of game rules and expectations is crucial to
ensure a fair and enjoyable experience for all participants.

Gaming a simulated reality? Focus has been given to the hypothetical possibility of what is now termed
the simulation hypothesis (Nick Bostrom, Are You Living in a Computer Simulation?. Philosophical
Quarterly. 53, 2003, 211; The Simulation Argument: why the probability that you are living in a matrix is
quite high, Times Higher Education Supplement, 16 May 2003).

The possibility has been framed as a form of video game by Rizwan Virk (The Simulation Hypothesis: an
MIT computer scientist shows why Al, quantum physics and Eastern mystics all agree we are in a video
game, 2019). Whether this is of significance or not is another matter, as argued by Peter Ball (We Might Live
in a Computer Program -- but it may not matter, BBC, 5 September 2016).

This suggests a question to ChatGPT with regard to any conflict in terms of "re-cognizing" an alternative to
living within the simulation of an other (Living within a Self-engendered Simulation, 2021). The possibility
of a self-engendered simulation could of course be asserted to be totally unrealistic. The strength of this
critique is however undermined by the recognition of the surreal nature of the present times and the case for
a more radical engagement (Surreal nature of current global governance as experienced, 2016; Radical
engagement with an increasingly surreal reality, 2018). There is clearly scope for imagining matters
otherwise (Eliciting a Universe of Meaning -- within a global information society of fragmenting knowledge
and relationships, 2013; Engendering 2052 through Re-imagining the Present, 2012)

Question to ChatGPT: In the light of the ambiguous experience of reality of players immersed in an online
game (as envisaged in this exchange), could you comment on the relevance and implications of the long-
debated simulation hypothesis -- with reference to the degree to which the governance of real-world crises is

now variously perceived as surreal?

The Simulation Hypothesis, a concept that has been the subject of philosophical and scientific debate
for many years, suggests that our perceived reality may actually be a computer-generated simulation. In
the context of designing a game that immerses players in an ambiguous experience of reality, this
hypothesis takes on added relevance and implications: The relationship between the game's immersive
experience, the Simulation Hypothesis, and the perception of real-world governance in the context of
crises can be further explored:
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¢ Relevance:

o Blurred Lines Between Reality and Simulation: The game's design, where players
experience a complex interplay of memory and deception, can blur the lines between
what is real and what is simulated. This experience parallels the Simulation Hypothesis,
which suggests that our reality might be a highly sophisticated simulation, challenging
our ability to distinguish between the two.

o Questioning Perception and Reality: Just as the Simulation Hypothesis raises questions
about the nature of reality, the game can provoke players to question their own
perceptions and the authenticity of the information they encounter. It encourages a
deeper examination of what constitutes "reality"

o Implications for Surreal Governance: In a world where real-world crises are variously
perceived as surreal, the game's exploration of the ambiguity between reality and
simulation becomes even more relevant. It reflects the surreal nature of some governance
and decision-making processes, where facts, narratives, and truths are contested, further
blurring the lines between what is real and what is surreal.

o Ethical and Philosophical Implications: The game can raise ethical and philosophical
questions akin to those surrounding the Simulation Hypothesis. Players may contemplate
the morality of deceiving others and the implications of manipulating memory and
perception, paralleling concerns about the morality of simulating reality in a governance
context.

¢ Implications:

o Epistemic Challenges: Both the game and the Simulation Hypothesis highlight the
epistemic challenges of knowledge and belief. In the game, players grapple with
uncertainty and deception, which mirrors the broader philosophical debate about the
nature of knowledge and the reliability of our perceptions. This resonates with the
challenges of governance in a surreal world where "truth" itself can be contested.

o Existential Questions: The game's immersive experience can evoke existential questions
about the nature of human existence, free will, and the potential manipulation of
consciousness, paralleling the implications of the Simulation Hypothesis for our
understanding of reality. Such questions become increasingly pertinent when real-world
governance is perceived as surreal, and the very fabric of reality is questioned.

o Ethical Considerations: The game's ethical dilemmas, such as the manipulation of
memory and perception, echo concerns about the ethical ramifications of governance in
surreal circumstances, where the boundaries of what is acceptable or just have become
blurred.

o A Broader Metaphor: The game serves as a microcosm of the broader question posed by
the Simulation Hypothesis. It highlights the challenges of discerning reality from
deception, which is a central theme in debates about the nature of our existence, as well
as in the perception of real-world governance during surreal crises.

Incorporating elements of the Simulation Hypothesis into the game's design not only adds depth to the
player's experience but also engages them in contemplating profound questions about the nature of
reality, knowledge, and the ethical and existential implications of manipulation. This exercise
encourages critical thinking and philosophical exploration in a context where real-world governance is
increasingly perceived as surreal and the distinction between reality and simulation has become more
elusive.

Contrasting strategies of chess and go in a constrained memory
game

The game design envisaged above has been inspired by both the Israel-Palestine confrontation and by the
Ukraine-Russia confrontation. Most evident in each case are the claims that aggression was "unprovoked"
(and therefore unjustfied), accompanied by cultivation (through propaganda) of collective historical amnesia
of one form -- but framed by a far longer-term sense of righteousness and entitlement. Fundamental to both



situations is a sense of encroachment by one party, recognized in terms of progressive encirclement by the
other party (Provocation of "Unprovoked Aggression” by Encroachment, 2023).

A valuable distinction between chess-inspired strategy and that of the game of go, has been clarified by Scott
Boorman, (The Protracted Game: a wei-ch ‘i interpretation of Maoist revolutionary strategy, 1969). Given
the role of encirclement (and occupation of territory) characteristic of go, this is contrasted with the more
direct strategic action characteristic of chess. Boorman has shown the implications for the Vietnam war.
Arguably these constrasting strategies have been played out in the case of the encirclement of Palestine and
of Russia -- and the direct attacks they have each evoked. Such an argument is highly controversial and poses
a problem for its reflection in any game in which short-term or long-term collective memory is either

cultivated or called into question in strategic articulation.

It would be useful to explore the way in which opponent ("A") in the game may make primary use of the
wei-ch'i strategy of the game of go, with the other ("B") dependent on a strategy inspired by chess. The
emphasis for "A" in attacking can then be understood as python-like encroachment by encirclement, with
minimal direct violence (Varieties of Encroachment, 2004). "B" is then understood to rely primarily on
frontal attack (missiles, etc), using encirclement only for defence, as recognized in "circling the wagons" and
fortress construction. Of interest is then the combination of these strategies in a game with contrasting
constraints on the collective memory of each, as variously curated by "A" and "B" for their propaganda
purposes.

A more systematic formulation is a 3D array with one axis as circle or line, second with long-term and

short-term, and third with remembering and forgetting.

Question to ChatGPT 4.0: Could you make better sense of that formulation (above)

The concept you're describing is intriguing and complex, involving the integration of strategies from
two different games, Go (wei-ch'i) and chess, into a metaphorical framework for understanding
different approaches in a conflict or competition. Let's break it down:

Strategies from Go and Chess:

* Go (wei-ch'i): This game is characterized by its emphasis on encircling territory and capturing
enemy stones through encirclement. The strategy you refer to as "python-like encroachment"
suggests a gradual, subtle expansion and control of space, strategically aiming to surround and
constrict the opponent's options.

» Chess: Chess strategies are more direct, often involving frontal attacks and precise maneuvers.
The concept of "circling the wagons" and building fortresses for defense, while not direct chess
strategies, metaphorically represent a more confrontational and protective approach, akin to the
way chess pieces directly engage and capture each other.

Integration of Strategies: The challenge here is how these distinct strategies (encircling and direct
confrontation) can be integrated or contrasted in a hypothetical game or situation. It's not just a matter
of combining two games but understanding how these strategies can interact, complement, or conflict
with each other.

3D Array Framework: The 3D array you propose seems to be a way to systematically categorize and
analyze these strategies along three axes:

o Circle or Line: Perhaps representing the nature of the strategy (encircling vs. direct/linear
approach).

o Long-term vs. Short-term: Time perspective of the strategy.

o Remembering vs. Forgetting: This could relate to how strategies are adjusted based on past
actions or outcomes (memory) or deliberately ignoring past events (forgetting).

Propaganda and Collective Memory: The mention of "curated collective memory" for propaganda
purposes adds another layer. This suggests that each side ("A" and "B") might selectively remember or
forget past actions to shape their ongoing strategy and influence public perception or morale.

To make better sense of this, one might approach it as a study in contrasts and integration: how can two
fundamentally different strategic approaches be played against each other? How do these strategies
adapt over time, and how are they influenced by the selective memory of past events? The real-world
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application could be in conflict resolution, business strategies, or even political campaigns, where
different approaches and perceptions of past events shape ongoing strategies.

Understanding this concept might also involve creating hypothetical scenarios or simulations where
these strategies are applied and interact, allowing for an analysis of outcomes and effectiveness. This
would be a fascinating study in strategy, psychology, and even philosophy.

Question to ChatGPT 4.0: Understood as a 3-axis array, of interest is then how to represent visually the
strategic interaction between the 2 possibilities on each axis. One possibility is to recognize the 8 strategic
possibilities as a set of trigrams of solid and broken lines, with each level of a trigram indicative of one of
the axes. The 8 possible combinations could then be represented visually as a BaGua configuration according

to Chinese tradition. Could you comment on this, and other alternatives.

Your idea of representing the strategic interactions using a 3-axis array and visualizing them as a set of
trigrams, similar to the BaGua in Chinese tradition, is a creative and insightful approach. Let's delve
into how this could work and consider other possible alternatives:

Using Trigrams and BaGua Configuration: In the / Ching, trigrams are sets of three lines (each line
either broken or unbroken), representing various natural and philosophical concepts. In your model,
each line of a trigram could represent one of the three axes: circle/line, long-term/short-term, and
remembering/forgetting. With two possibilities on each axis (e.g., circle or line), you indeed get 2° = 8
different combinations, matching the number of trigrams in the BaGua.

The BaGua arranges these trigrams in a specific octagonal pattern, which can represent the dynamic
interplay of the strategies. Each trigram, with its unique combination of solid and broken lines, would
symbolize a distinct strategic approach.

Alternative Visual Representations:

o 3D Models: Given the three-dimensional nature of your concept, a 3D model could be used to
represent the strategic space. Each axis could physically extend in three dimensions, and
different strategies could be represented as points or shapes within this space.

o Color-Coded Matrix: Another approach could be to use a color-coded matrix or grid. Each axis
could be represented by a row or column, with colors indicating different strategies. This could
be a more straightforward, albeit less dynamic, representation.

* Network Diagrams: You could also use network diagrams, where each node represents a
strategic approach, and the connections between them indicate relationships or transitions
between strategies.

Interactive Digital Models:

For a more dynamic and exploratory approach, creating an interactive digital model (like a simulation
or an interactive visualization tool) could be beneficial. This would allow users to explore different
strategic combinations and see how they interact or counter each other in real-time.

Game-Theoretical Models: Incorporating game theory, you could create models that mathematically
analyze the outcomes of different strategic combinations. This would be less visual but could provide
deep insights into the effectiveness and consequences of each strategy.

Each of these methods has its strengths. The BaGua trigram approach offers a rich, culturally resonant
framework and a clear, symbolic way to represent each strategy. 3D models, matrices, network
diagrams, and game-theoretical models, on the other hand, might offer more detailed, nuanced, or
interactive ways to explore and understand these strategic interactions. The choice of method could
depend on the context in which you want to apply these concepts and the audience you're addressing.

Question to ChatGPT 4.0: Pursuing the BaGua possibility, one strategic trigram could be encirclement /
long-term / remembering -- then represented as broken line, unbroken, unbroken. This would be indicative
of collective long-term memory of encirclement. Could you comment on this convention and list the other

strategic trigrams

Adopting the BaGua-inspired trigram approach for representing strategic concepts in a 3-axis model is
a fascinating idea. Using this method, each axis -- circle/line (encirclement/direct), long-term/short-
term, and remembering/forgetting -- is represented by a line in a trigram, with a solid line representing
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one option (e.g., circle, long-term, remembering) and a broken line representing the other (e.g., line,
short-term, forgetting).

Let's break down your example and then list the other possible strategic trigrams:

¢ Your Example: Encirclement / Long-term / Remembering
o Trigram Representation: Broken line, Unbroken line, Unbroken line.
o Interpretation: This trigram indicates a strategy that focuses on encirclement, takes a
long-term perspective, and places emphasis on remembering past events or lessons.
¢ Other Possible Strategic Trigrams:
o Line/ Long-term / Remembering: Unbroken, Unbroken, Unbroken.
Line / Long-term / Forgetting: Unbroken, Unbroken, Broken.
Line / Short-term / Remembering: Unbroken, Broken, Unbroken.
Line / Short-term / Forgetting: Unbroken, Broken, Broken.
Encirclement / Short-term / Remembering: Broken, Broken, Unbroken.
Encirclement / Short-term / Forgetting: Broken, Broken, Broken.
Encirclement / Long-term / Forgetting: Broken, Unbroken, Broken.
 Comment on the Convention: This convention cleverly uses the simplicity and symbolic depth
of trigrams to encapsulate complex strategic ideas. Each trigram becomes a sort of shorthand for
a particular strategic approach, making it easier to conceptualize and communicate. However,
it's important to note that while this method provides a clear framework, the real-world
application of these strategies can be more fluid and nuanced. The trigrams offer a static
snapshot of a strategy, but in practice, strategies may evolve and shift between these categories.

O O o o o o

Using trigrams in this way is not only a creative approach but also deeply rooted in a philosophical and
historical tradition, giving it a certain depth and resonance. It could be particularly effective in contexts
where a quick, intuitive understanding of complex strategic positions is valuable.

Question to ChatGPT 4.0: Could you suggest any fruitfully "resonant" associations between the individual
trigrams and the BaGua aesthetic symbolism? Encirclement/Encirclement/Encirclement as "Earth"? As
metaphors, could "Water", "Air", and "Fire" strategies be similarly distinguished -- perhaps consistent with

Eastern martial art philosophical distinctions?

Associating the strategic trigrams with elements from the BaGua and broader Eastern philosophical
symbolism can provide rich and resonant metaphors. The BaGua itself is deeply embedded in Taoist
cosmology and is traditionally associated with natural elements and phenomena. Here's how we might
draw parallels between your strategic trigrams and BaGua elements, along with possible associations
with elements from Eastern martial arts philosophy:

¢ Encirclement/Encirclement/Encirclement (Earth):

o BaGua Symbolism: The Earth element in the BaGua (Kun trigram) represents
receptiveness, nurturing, and support. In terms of strategy, this could symbolize a
holistic, encompassing approach, reflecting stability and endurance.

o Martial Arts Philosophy: In martial arts, the Earth element often symbolizes
grounding, balance, and a strong foundation. Strategically, this could involve a patient,
enduring approach that absorbs and neutralizes the opponent's moves.

o Water Strategy:

o BaGua Association: In the BaGua, Water (Kan trigram) represents danger, depth, and
adaptability. A strategic parallel could be a flexible, adaptive approach that flows around
obstacles and penetrates defenses.

o Martial Arts Philosophy: Water is often associated with fluidity and adaptability in
combat, suggesting strategies that are responsive and elusive.

e Air Strategy:

o BaGua Association: While Air is not directly represented in the traditional BaGua, it
could be associated with Wind/Wood (Xun trigram), symbolizing gentle penetration,
subtlety, and persistence. Strategically, this might involve subtle, indirect approaches that
gradually achieve objectives.

o Martial Arts Philosophy: In Eastern philosophies, Air might be seen as representing
movement, flexibility, and the mental aspects of combat, focusing on agility and quick
responses.

¢ Fire Strategy:
o BaGua Symbolism: Fire (Li trigram) represents clarity, awareness, and dynamism. A



Fire strategy could be characterized by direct, fast, and high-impact actions, aimed at
overwhelming the opponent quickly.

o Martial Arts Philosophy: In martial arts, Fire is often associated with aggression, speed,
and power. This could involve attacking strategies that seek to overpower the opponent
through force and speed.

Each of these associations combines the strategic considerations of your model (encirclement/direct,
long-term/short-term, remembering/forgetting) with the philosophical and elemental symbolism of the
BaGua and Eastern martial arts. Such metaphors can be powerful in conceptualizing and
communicating complex strategies, providing a deeper, more intuitive understanding of different
approaches. They also offer a way to think about strategies not just in terms of their immediate tactical
implications but also in terms of their broader philosophical and ethical dimensions.

Question to ChatGPT 4.0: Fundamental to the 8-fold BaGua configuration are the interrelationships
between the individual trigrams, understood here as indicative of strategies. These follow from the
transformation of "encirclement" (broken line) to some form of "direct”" action (unbroken line). This could
be used to indicate the relation between two specific strategies. Of particular interest, for example, is how a
"direct" action by "A" is recognized by "B" as "unprovoked" (and therefore unjustified) -- if preceding
"encirclement” of "A" by "B" has been "forgotten" (by "B"). The issue is then how to represent the pattern

of such contrasting perceptions

Representing contrasting perceptions and the transformation from one strategic approach to another, as
described in the context of the BaGua and your strategic trigrams, involves capturing the nuances of
change and perception. This task can be complex, as it requires visualizing not only distinct strategies
but also the dynamic interplay and shifting perspectives between them. Here's how we might approach
this:

Visualizing Transitions Between Strategies:

o Use arrows or lines to connect trigrams that represent a transition from one strategy to
another. For example, an arrow from a trigram representing encirclement (broken lines)
to one representing direct action (unbroken lines) could symbolize this strategic shift.

o Color-coding or shading can be used to indicate the nature of the transition, such as a
peaceful progression, escalation, or de-escalation.

¢ Contrasting Perceptions:

o To represent the idea of "forgotten" encirclement leading to the perception of
unprovoked direct action, you could use fading colors or dotted lines. This visual cue can
symbolize the fading memory or awareness of the initial encirclement.

o Incorporate symbols or annotations to indicate perception. For instance, an eye symbol
could represent how each party perceives the other's actions.

¢ Dynamic Interaction Patterns:

o Create a flowchart or a dynamic diagram that shows the sequence of actions and reactions
between "A" and "B." This can illustrate how an action by one party leads to a specific
perception and reaction by the other.

o The diagram can include feedback loops to represent how actions and perceptions
influence subsequent strategies.

¢ Layering Information:

o Since the BaGua is inherently multidimensional, consider creating layered
representations. For example, one layer could depict the actual strategies (the trigrams),
while another layer shows the perceived actions and reactions.

o Use transparency or overlays to demonstrate how perceptions overlay the actual
strategies, influencing understanding and response.

» Interactive Digital Representation: For a more comprehensive understanding, consider
developing an interactive digital model. This could allow users to explore different strategic
scenarios, seeing how changes in one strategy affect perceptions and reactions in real-time.

* Narrative Scenarios: Alongside visual representation, use narrative scenarios to contextualize

the strategies. Describe specific situations where a shift from encirclement to direct action

occurs, and how perceptions differ between the parties involved.

This approach requires balancing clarity and complexity. The goal is to make the dynamic and
subjective nature of these strategic interactions understandable while capturing the depth and nuance
inherent in such scenarios. By using visual cues, dynamic patterns, and interactive elements, you can



create a representation that not only conveys the strategic shifts but also the subtleties of perception and
reaction that are crucial to understanding these interactions.

Question to ChatGPT 4.0: With respect to the above exchange, can I benefit in any way from the
diagrammatic plugin of ChatGPT? What are the constraints?

The diagrammatic capabilities within this environment are somewhat limited, primarily because I don't
have a dedicated tool for creating complex, custom diagrams. However, there are a few ways we can
approach visual representation using the tools at hand:

o Text-Based Diagrams: I can create simple text-based diagrams or ASCII art. These are quite
rudimentary and may not capture the complexity of the concepts you're exploring, especially
something as nuanced as the BaGua and strategic trigrams.

* Generated Images with DALL-E: I can use DALL-E to generate images based on detailed
descriptions. While DALL-E is quite versatile in creating artistic and conceptual images, it has
limitations in generating specific, complex diagrams that require precise symbolic
representation, like the ones you need for representing strategic trigrams and their
interrelationships.

* Python Plotting Libraries: I can use Python's plotting libraries (like Matplotlib) to create more
structured diagrams. These can include basic shapes, lines, and text, but are still limited in terms
of creating intricate symbolic diagrams like those in BaGua or I Ching.

Constraints to Consider:

» Complexity: The more complex the diagram, the harder it is to accurately represent it with the
available tools.

» Specificity: Precise symbolic diagrams, especially those with cultural or philosophical
significance, are challenging to replicate accurately.

» Interactivity: Creating interactive diagrams is beyond the scope of the current capabilities.

» Artistic Representation: While DALL-E can create visually appealing images, it might not be
suitable for precise, symbolic representations required for your concept.

Given these limitations, for your specific need -- visualizing BaGua-inspired strategic trigrams and
their dynamic interrelationships -- the best approach might be to use a combination of simple text-
based diagrams for basic visualization and Python plotting for slightly more complex representations.
However, for the full realization of your concept, you might need to use more advanced diagramming
or modeling software outside of this platform.

One variant of the BaGua array can be used to configure the 8 strategic alternatives, as suggested below left.
The labelling of each strategy has been tentatively completed in the light of the response of the following
question to ChatGPT

Question to ChatGPT 4.0: Having produced a BaGua strategic array diagram, identifying a one-word term
for each of the 8 combinations is now a challenge. For example: encirclement / short-term / forgetfulness is
a form of unthinking strategic "innocence". By contrast: direct action / long-term / remembrance is
suggestive of long-term commitment to direct action typical of military alliances, but for which I lack a
succinct descriptor, as for the 7 others. Can you offer any suggestions

Creating one-word descriptors for each of the eight combinations in your BaGua-inspired strategic
array is a challenging but insightful exercise. These descriptors should capture the essence of each
strategy succinctly. Let's explore possibilities for each combination:

* Encirclement / Short-term / Forgetfulness ("Innocence'): As you've already identified,
"Innocence" captures a strategy that is uncalculated or naive, possibly due to a lack of long-term
Memory or perspective.

* Direct Action / Long-term / Remembrance (""Resolve"); This term suggests a firm
commitment and a strategy that remembers past events and is focused on sustained, direct
engagement.

* Encirclement / Long-term / Remembrance ("Endurance'): This reflects a strategy of
patient, persistent encirclement, mindful of past experiences and focused on long-term
objectives.



* Direct Action / Short-term / Forgetfulness (""'Impulse"): This suggests a strategy that is
immediate and reactive, without the influence of past experiences or a long-term plan.

* Direct Action / Short-term / Remembrance (" Tactics"): This represents a strategy that uses
past experiences to inform immediate, direct actions.

» Direct Action / Long-term / Forgetfulness (""Expedition'): This term suggests a forward-
moving, long-term strategy that does not dwell on past events.

* Encirclement / Short-term / Remembrance ("Maneuver"): This indicates a strategy that uses
encirclement in the short term, informed by past experiences.

* Encirclement / Long-term / Forgetfulness (" Expansion'): This term reflects a strategy
focused on gradual growth and encirclement without being hindered by past events or
experiences.

These terms are intended to encapsulate the essence of each strategic approach within the framework of
your BaGua-inspired array. They blend the tactical nature of each strategy (direct action vs.
encirclement) with the temporal (short-term vs. long-term) and cognitive (remembrance vs.
forgetfulness) dimensions. The descriptors are chosen to be evocative and reflective of the underlying
strategic thinking and behavior patterns they represent.

The suggestions above by ChatGPT for succinct labels were then used to label a configuration of the 8
strategies as a BaGua pattern (below left). An earlier exercise of that kind is discussed separately (8
transactional games forming the heart of sustainable relationship, 2005). Given the emphasis in the
ChatGPT commentary on the multidimensional implications of the pattern, of further interest is its 3D

configuration on a cube (below centre).

The nexus at the centre of the 3D configuration can be compared with the 4D configuration developed by
Shea Zellweger with respect to a Logic Alphabet. This tesseract (or hypercube) constitutes an iconic set of
symbols that systematically represents the sixteen possible binary truth functions of logic. The major
emphasis of the configuration is to provide a more cognitively ergonomic notation for logic. Zellweger's
visually iconic system more readily reveals, to the novice and expert alike, the underlying symmetry
relationships and geometric properties of the sixteen binary connectives within Boolean algebra.

[Distinction of 8 game strategies Cubical representation The Logic Alphabet Tesseract
arrayed as BaGua trigrams of 8-fold BaGua pattern - a four-dimensional cube (see
(tentative) of I Ching by Z. D. Sung coding).
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The 16-fold configuration can be understood as the consequence of the addition of an extra level to the
trigram format of the BaGua, then to be termed a tetragram (or quadgram). This implies a degree of strageic
subtlety beyond the 8-fold configuration -- a challenge to comprehension in the light of the abstractions of
the eight additional truth functions.

It remains to be clarified how these might be understood in a pattern of 16 strategic game strategies. These

might be considered as corresponding in some way to the 16+1 Sustainable Development Goals of the UN,


https://www.laetusinpraesens.org/docs00s/cardioid.php
https://www.laetusinpraesens.org/docs00s/cardioid.php
https://en.wikipedia.org/wiki/Shea_Zellweger
https://en.wikipedia.org/wiki/Logic_alphabet
https://en.wikipedia.org/wiki/Truth_function
https://en.wikipedia.org/wiki/Boolean_algebra_(logic)
https://en.wikipedia.org/wiki/Logic_alphabet#Content
http://theiff.org/exhibits/iff-e7.html
http://theiff.org/exhibits/iff-e7.html
https://en.wikipedia.org/wiki/Sustainable_Development_Goals

as explored and illustrated separately (/Implicate Order through Hypercube and Drilled Truncated Cube?
2022; Eliciting Potential Patterns of Governance from 16 Sustainable Development Goals, 2022).

Potential clues to further clarification are offered in the details of two traditional Chinese articulations with
strategic implications:

¢ The 8-fold BaGua pattern can of course be understood as fundamental to the 64-fold pattern of the /
Ching in which the 3-level trigram takes the form of a 6-level hexagram. This suggests a way of
thinking about an additional 3-level strategic articulation variously implied by the extensive
commentary on the 64-fold pattern (7ransformation Metaphors derived experimentally from the
Chinese Book of Changes (I Ching) -- for sustainable dialogue, vision, conferencing, policy, network,
community and lifestyle, 1997)

e Whereas the / Ching is composed of 64 hexagrams, the T'ai Hsiian Ching is composed of 81
tetragrams (or quadgrams). The status of the relationship of the T'ai Hsiian Ching (also known as Tui
Xuan Jing | Canon of Supreme Mystery /The Great Dark Mystery) to the I Ching (also transliterated as
Yi Jing and Yi Ching) is discussed separately (9-fold Magic Square Pattern of Tao Te Ching Insights
experimentally associated with the 81 insights of the T'ai Hsiian Ching, 2006) -- notably in relation to
the views of commentators, translators and reviewers (cf Michael Nylan and Nathan Sivin, The First
Neo-Confucianism. an introduction to Yang Hsiung's "Canon Of Supreme Mystery", 1995; Derek
Walters, The T'ai Hsiian Ching: the hidden classic -- a lost companion of the I Ching, 1983,
subsequently titled The Alternative I Ching, 1987).
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