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What?

● 1,200 stars
● 3,400 forks
● 1,000 contributors
● 86,000 commits (and counting!)
● 10-20 community contributions per day
● 6th most discussed repository in 2017 (Octoverse)



Outline

● How Did We Get Here?
● Our Open Source Environment
● Pros and Cons of Our Model



How Did We Get Here?



2003

Originally built as a fluid simulation demo



2003

Originally built as a fluid simulation demo
...on an engine built for 
MUDs!



2003
It sure did look like, something!



2006, 3 years later

● The source code changed hands a few times
● ...until it was released under CC-BY-SA



Forks! 🍴



What is Space Station 13?

It depends who you ask!



Ask a "tgstation" player…



Ask a "Goonstation" player…



Ask a "Baystation" player…



Ask a "TGMC" player…



Different Communities, Different Codebases
tgstation

● 1,200 stars
● 3,400 forks
● 1,000 contributors
● 86,000 commits

Goonstation
● 157 stars
● 588 forks
● 184 contributors
● 14,000 commits

Baystation
● 358 stars
● 1,400 forks
● 500 contributors
● 55,000 commits

Paradise
● 265 stars
● 870 forks
● 500 contributors
● 53,000 commits

That's me!



Open Source Development With a Closed Source Engine

● BYOND is not open source, and we're locked into its proprietary programming 
language…

● ...though many people are trying to change that!



Open Source Development With a Closed Source Engine

Open source tools for the engine do exist!

Open source map editor!

Crack limits of the engine!

External editor support!



tgstation's Open Source Environment



Contributions

● Anyone can make pull requests
● Fairly loose guidelines on what can be added
● Both fun stuff...



Contributions

● Anyone can make pull requests
● Fairly loose guidelines on what can be added
● Both fun stuff...and huge mechanics!



Contributions

Tons of contributions are made every day!



Contributions at our Scale

● Hundreds of commits per week
● Hundreds of pull requests per week
● Over a hundred unique contributors per month

Week

Commits



Contributions at our Scale

Commit Access

70+ members

~25 members

Issue Managers

~40 members



Contributions at our Scale

● Most pull requests will be closed or merged within 7 days
● We regularly interact with contributors through both GitHub and chatting 

platforms



Pros of
Open Source

● Open source turns players into 
designers. Instead of 
suggesting, players are 
incentivized to create.

● Content is provided to players 
at an unmatchable rate.

● Updates that are considered 
large for traditional games get 
merged almost daily.

(for us)



Players and Open Source



Players and Traditional Game Development

Developers

Programmer Designer
Artist

(+ Designer)

Players



Players and Traditional Game Development



Players and Traditional Game Development



Players and Open Source Game Development

● Features usually come from players
● Maintainers review code, not so much write it
● The ideas for features also come from players



Players and Open Source Game Development



Players and Open Source Game Development



Players and Open Source Game Development



Players and Open Source Game Development



Players and Open Source Game Development

● Players contribute what they think is fun, and they contribute a lot



Players and Open Source Game Development
Even if ideas are unlimited, your time is not!



Players and Open Source Game Development

● Players add what they enjoy
● Time isn't diverted from other 

content, it's just more content!
● Players who contribute, more 

often than not, improve the 
game for the better



Case Study: Circuits







Circuits



Circuits

● Circuits make very good weapons
● Circuits can be saved across rounds
● Circuits can be easily hidden away
● Circuits are really hard to make



Circuits
Non-exhaustive list of circuit changes



What went wrong?



Inconsistent Design Vision

● Lots of contributors, but very few chances to onboard
● Large features are often made without a clear understanding of the rest of the 

game
● Huge PRs don't often get denied, even if they should be



Inconsistent Design Vision

● Maintainers are easy to access for design consulting
● Players are encouraged to write design docs, which are then posted publicly





Circuits: Take 2



Circuits: Take 2

Design docs aren't required, but of course help



Circuits: Take 2

● Someone else picked up the code

● This happens a lot!



Circuits: Take 2

Contributions!



...but we're not without our downsides



"Feature Coders"

● Some people contribute features, but don't maintain them



PR balances!



PR Balances

● Contributors have a score
● Gain points for maintaining the codebase
● Spend points for adding more maintenance



PR Balances

0 points -10 points



PR Balances

-10 points



PR Balances

-10 points 0 points

https://github.com/tgstation/gbp-action

https://github.com/tgstation/gbp-action


No Secrets

● Damage numbers, spawn chances, etc are all in plain view to see

● Optimal strategies are regularly calculated before their pull request 
is even merged



No Secrets

● No mysterious design
○ People even code-dive 

our for fun one time 
events :(



No Secrets

You don't feel very well.



No Secrets

While we can't create mysterious expansions...our wiki is frequently updated and 
ruthlessly detailed.

All of this is automated through code!



Every Change Has A Username
Controversial Changes in Open Source Games



Controversial Changes in Traditional Game Development

Developers PlayersStudio

"Toolbox Games"



Controversial Changes in Traditional Game Development

● Developers make controversial change...

Developers

We want to 
remove nanites



Controversial Changes in Traditional Game Development

● Developers make controversial change...

Developers

We want to 
remove nanites

...but individuals do not tend

to get the abuseScrew you, 
Toolbox 
Games!

...but with open pull requests...



Controversial Changes in Open Source Games

...the author is center stage...



Controversial Changes in Open Source Games

...and abuse is much more directed



Controversial Changes in Open Source Games

● Lead maintainers try to take the role of public relations
○ Blame shifts for controversial changes in order to protect contributors

● GitHub moderation lets us ban toxic individuals, though they still have access 
to all sorts of other platforms.

● Be nice to your open source maintainers, please!



Conclusion

● While open source game development is not perfect...
● Open source turns players into creators

○ Changes, both large and small, are made extremely frequently
● Open source lets communities create their own derivatives

○ A large amount of active SS13 forks are still maintained by large communities
● We are very happy with our decision to continue maintaining SS13 as an 

open source game!



Thank you!


