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WHO AM I?



On August 23,  2000 more than 50 
m illion  Am e rica n s w a t ch e d  t h e  fin a l 

o f t h e  firs t  se a son  o f Su rvivo r, m a kin g  
it  a  cu lt u ra l m ile st on e  a n d  b irt h in g  

t h e  a g e  o f re a lit y sh ow s

INTRODUCTION

Survivor, CBS



Reality shows are still being produced!
• They are cheap to produce
• They are still very popular
• They proved that they are here to stay
• We do not talk about their cultural impact
• There is a lot they can teach us

INTRODUCTION

The Circle, Netflix
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COMPETATIVE REALITY SHOWS
There are many genres of 
reality shows

● Docu m e n t a rie s  like  
● Skill-b a se d  com p e t it ion s
● Docu soa p  a n d  Ce le b re a lit y
● Hom e  Im p rove m e n t  
● Da t in g  Sh ow s
● Et c .

I w ou ld  like  t o  focu s on  on e  
sp e c ific  t yp e  o f re a lit y sh ow s –
com p e t it ive  re a lit y sh ow s 



COMPETATIVE REALITY SHOWS
What are the specific elements off those shows: 

The contestants do not 
have any specific skills 
they are often chosen 

for personality and 
architype they embody

ORDINARY PEOPLEPRIZE
Those shows will 

generally involve a large 
cash prize 

IMMUNITY
contestant can win the 
right to be exempt the 
next time contestants 

are eliminated from the 
show. 



THE SHOWS

For the sake of time 
and keeping the talk 

focused I will only 
focus on two shows: 

Survivor and The 
Circle.

Survivor, CBS The Circle, Netflix
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LEVELS OF ENGAGEMENT

Producers

Players

Editors

Viewers



THE PRODUCERS

The producers who act as both 
the game dungeon masters 
and game designers. They are 
there to design the rules of the 
game and make sure they are 
followed as well as making 
sure the production of the 
show is running smoothly



THE PLAYERS

The players are the people 
chosen to play the game and 
they are the one who produce 
majority of the content in the 
show as they are the folks who 
are interacting with the rules 
set by the producers.



THE EDITORS

As the players are often filmed 
24/7 it is the editor’s job to 
distill those narratives into 
chunks of about 45 minutes 
which tells the viewers 
everything that happened in a 
span of a few days and craft a 
coherent narrative from the 
footage they have. 



THE VIEWERS

The last level of engagement is 
the audience itself which 
engage with the show as 
linear entertainment and in so 
have no power to control the 
narrative of the show but can 
engage in participatory 
actions when the need arise 



EMERGENCE
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EMERGENCE

Emergence is when the game allows the player to 
craft their own experience in the games. It is the 

unexpected outcome of the players interaction with 
the system of rules set by the designer. 



The single most important act of emergence 
in Su rvivo r h a p p e n e d  in  t h e  firs t  se a so n

It  w a s Rich a rd  Ha t ch , t h e  e ve n t u a l w in n e r, w h o  
u n d e rs t o o d  so m e t h in g  t h a t  e ve n  t h e  
p ro d u ce rs  d id  n o t : Su rvivo r is  a  co m p le x 
s t ra t e g ic  g a m e

On  d a y t e n , h e  fo rm e d  t h e  p la n  w h ich  le d  t o  
h is  vic t o ry: h e  fo rm e d  a  vo t in g  b lo c  o r a n  
a llia n ce  w it h  t h re e  o t h e r m e m b e rs  o f h is  t rib e

It  fo rm e d  t h e  co re  g a m e p la y lo o p , c re a t in g  
a llia n ce s  a n d  u n d e rs t a n d in g  w h ich  p a t h  yo u  
n e e d  t o  fo llo w  in  o rd e r t o  w in  t h e  g a m e

THE CREATION OF ALLIANCES

Survivor, CBS



The Ulo n g t rib e  ju st  ca n ’t  w in  a n d  t h e  la s t  
m e m b e r o f t h e  t rib e , St e p h a n ie  La Gro ssa , 
h a s  t o  s t a y a n d  su rvive  a lo n e  o n  t h e  
Is la n d  fo r a  d a y.

Th is  se q u e n ce  o f e ve n t  le a d  t o  t h e  
c re a t io n  o f a  n e w  m e ch a n ic  – Exile  Is la n d

Th is  m e ch a n ic  w a s in t ro d u ce d  b y t h e  
n e xt  e p iso d e  a n d  w a s a  fe a t u re  o f t h e  
g a m e  fo r a  fe w  se a so n s (u n t il it  b e ca m e  
re d u n d a n t )

HOW EXILE ISLAND WAS MADE

Survivor, CBS



Alex and Se a b u rn , b o t h  p la yin g  a s  
a  ca t fish , g o  on  a  “d a t e ” 

Th is  w a s t h e  p o in t  w h e n  it  w a s 
m a d e  c le a r h ow  m u ch  “t h e  
ca t fish ” m e ch a n ic  a d d s t o  t h e  
g a m e

THE CATFISH DATE

The Circle, Netflix
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The simple mechanics and 
t h e  p la ye r in t e ra c t io n s 

m e a n s t h a t  t h e  s t ra t e g y o f 
t h e  g a m e  e vo lve  o ve r t h e  
ye a rs , I w a n t e d  t o  g ive  a  

q u ick o ve rvie w  o f h o w  t h o se  
d e ve lo p

DEVELOPMENT OF GAMEPLAY



TIMELINE

nobody knows what to 
do, the overall theme 
of the game will be 

determined

SEASON 3
the mechanics and 
strategies are more 

refined and dominant 
strategy is emerging

SEASON 1 SEASON 5
twists are more 
common, new 

dominant strategy 
starts to emerge

strategies are more 
refined; players make 

less mistakes but there 
are still a few cases 

that will show future 
players what not to do

SEASON 2
New strategies are 

introduced, probably 
as a twist on the 

dominant strategy

SEASON 4



The d o m in a n t  s t ra t e g y is  t h e  o p t im a l m o ve  fo r a n  
in d ivid u a l re g a rd le ss  o f h o w  o t h e r p la ye rs  a c t .

Th e y w ill q u ickly m a ke  yo u r g a m e  s t a le , a n d  so  t h e y 
n e e d  t o  b e  n e u t ra lize d  a s  fa s t  a s  yo u  ca n

In  re a lit y sh o w s t h is  is  o ft e n  d o n e  b y a d d in g  a  t w is t s

Th e  d o m in a t e  s t ra t e g y ca n  a lso  c re a t e  u n co m fo rt a b le  
a n d  o ft e n  u g ly s it u a t io n s  w h e n  p la ye rs  a re  t o o  
o b se rve d  in  t h e  Ma g ic  Circ le  t o  u n d e rs t a n d  t h e  
re p e rcu ssio n s o f t h e ir b e h a vio r 

Dominant Strategies 



REALITY SHOWS 
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Can those shows work 
a s in t e ra c t ive  g a m e s?

REALITY SHOWS AS GAMES

The answer is Yes, but 
we have to look at what 
the fans have done!



Released in 2001 and follows 
t h e  o rig in a l m e ch a n ics  o f t h e  

g a m e . An  o ffic ia l re le a se , it  
w a s ve ry b a d !

SURVIVOR: THE 
INTERACTIVE GAME



A fanfic that used dice 
t o  d e t e rm in e  t h e  re su lt  

o f e a ch  vo t e

FAN WORKS
SURVIVOR EDGIC

An editing metagame 
in which players analyze 
the editing of the show 
to determine a winner

SURVIVOR: ALASKA SURVIVOR LARP/TTRPG

Survivor College Edition 
and Survivor 

Quarantine allow 
people to play an online 

(zoom) version of 
Survivor

THE CIRCLE DISCORD
A LARP/TTRPG that is 

played on Discord



CONCLUSION
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SO WHAT CAN WE LEARN 
FROM ALL OF THIS?

Pay attention to your 
players they are the one 
who is going to make or 
break your game

1.

We can trace the way in 
which strategies evolve in 
those games

2.

Dominant strategies will be 
introduced3.

If a mechanics can only be 
countered by one 
dominant strategy, then 
remove it from the game 

4.

Just because a mechanic was 
successful or unsuccessful in one 
season doesn't mean that the dynamic 
in the next season will be the same

5.

A very good mechanic will allow 
strategy to become complex and the 
game to not be stagnant

6.



SO WHAT CAN WE LEARN 
FROM ALL OF THIS?

simplicity is key for emergence, 
but messy games can work if the 
overall gameplay compensate for 
the messiness 

7.

It doesn't matter if the gameplay 
is good, if the players are bad the 
game is no longer enjoyable

8.

Give the players freedom but 
make sure that you still have 
control (without being obvious 
about it)

10.

moderation is important11.
The games are often unfair, but if the 
narrative is well constructed and the 
game is interesting enough the players 
will forgive you

9.



● Today in TV History: ‘Survivor” Pondered the Existential Conditions of Snakes and Rats

● P e rid ia m

● Th e  Circ le ’s  Cre a to r Gu id e s  Us Th ro u g h  t h e  Sh o w ’s Be a u t ifu l W e b  o f Lie s

● 30  fro m  30 : Th e  Th irt y Mo m e n t s  Th a t  Sh a p e d  Su rvivo r 

● Su rvivo r Ca st in g  Arch e typ e s [1] [2]

● Su rvivo r Ed g ic – An  In t ro d u c t io n
● Ho w  Re a lit y Hit s  Like  ‘Su rvivo r,’ ‘Th e  Circ le ’ a n d  ‘Lo ve  Is  Blin d ’ In sp ire d  On lin e  Ro le -P la yin g  Ga m e s 

Du rin g  t h e  P a n d e m ic
● All-St a r Su rvivo r: Ala ska

● Th e  Qu a ra n t in e  Is la n d

● It 's  Su rvivo r: Co lle g e  Ed it io n , As Stu d e n t s  Cre a t e  Th e ir Ow n  Re a lit y Sh o w s

● P u sh  Me  to  t h e  Ed g e : My Su rvivo r Exp e rie n ce

● Ho w  P e o p le  Bu ilt  a n  On lin e  Co m p e t it io n  In sp ire d  By Ne t flix's  Re a lit y Sh o w  Th e  Circ le

● Su rvivo r: Th e  In t e ra c t ive  Ga m e

SOME RECOMMENDATIONS AND 
REFRENCES

https://decider.com/2015/08/23/today-in-tv-history-survivor-finale-susan-hawk/
https://www.youtube.com/c/Peridiam
https://www.vulture.com/2020/01/how-the-circle-works-creator-tim-harcourt.html
http://www.purplerockpodcast.com/30-from-30-the-thirty-moments-that-shaped-survivor-the-full-list/
https://imgur.com/a/btH65PY
https://imgur.com/a/jKj3U5R
https://insidesurvivor.com/survivor-edgic-an-introduction-3094
https://variety.com/2020/digital/features/survivor-the-circle-pandemic-1234780853/
http://www.funny115.com/alaska/alaska.htm
https://www.youtube.com/channel/UC5a-cV72ELofnuMylXHu3_g
https://www.npr.org/2019/02/17/694358519/its-survivor-college-edition-as-students-create-their-own-reality-shows
https://thejuliacarter.com/2019/06/06/push-me-to-the-edge-my-survivor-experience/
https://time.com/5820838/the-circle-online/
https://archive.org/details/SurvivorInteractiveGamePC


Twitter : @yifatshaik

Website : yifatshaik.com 
yifat.space

DO YOU HAVE ANY QUESTION?

THANK
YOU!!!
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