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Who are we? 

Doctor Not a doctor 



Focus of today’s talk 

 

 

1. Demonstrate: 

● Why Player Dynamics is something unique and useful 

● That we’re not equipped as is 

● What Player Dynamics is today 

 

2. Walk through the three-part design process: 

● Research and understand introducing some proven tools and frameworks 

● Designing proactively and talk about some methods to do this 

● Be prepared to intervene 



Backed by science and years of development 

at multiple companies 



Introduction 
Player Dynamics 



Play 

GD 

Interaction 

UX 



Game Design 

UX 



Game Design 

UX 

Emergent UXs 



Play 

GD 

Interaction 

UX 

Interplay 

? 



Player Dynamics (PD) /pleɪ·ər dɑɪˈnæm·ɪks/ 
Noun 

1. The craft of creating products that help people play 

well together, typically in games and social systems.  

2. Interplay design. 

3. Designing for multiple minds. 



Play 

GD 

Interaction 

UX 

Interplay 

PD 



User 

Experience 

Cognitive science 

Sociology 

Anthropology  

Mechanics 

Narrative 

Level design  

Game  

Design 

Service design 

Policy 

Player  

Dynamics 



What is Player Dynamics  

really all about? 



Hello! 

You 



Hello! 

You Them 



Remove the bad actors, right? 



Remove the bad actors, right? 



So it’s about making friends? 



So it’s about making friends? 



Friendship 
  

is not a magic bullet 



We have to 

 be friends? 

Actually, 

no 



Great player dynamics = cohesion 



Design process 
Cohesion through Player Dynamics 

3 2 1 



3 

Design proactively 

 

Be ready to intervene  

 

2 

Research and understand  

 

 

 

1 



3 

Design proactively 

 

Be ready to intervene  

 

2 

Research and understand  

Cohesion in context  

Players as individuals and groups 

Conditions influencing players 

 

 

1 



Interplay 
Compatibility 

Communication 

Connection 

Individual 
Resilience 

Alignment 

Attitude 

 

Emergent 
Conditions 

Trust 

Tool #1: Cohesion ladder 
Understand cohesion 



Pre-game Game Out of game Post-game 

Parties 

Modes Lobbies 

Chat Rules + values 

Penalties Narrative 

Level design 

Mechanics 

Emotes 

Pings 

Missions Scoreboard 

All chat 

Reports 

Kudos Social media 

Discord 

Streaming 

Matchmaking 

Tool #2: Experience maps 
Understand the game 



Consider player perspectives 



59 
Player Dynamics lens 

Pygmalion Effect 

Expectations can affect performance 

● What will players be expecting from each other? 

● How does the interface and flow set expectations? 

● How might communication systems be affecting the 

team’s expectations? 

● What influence does the genre have?  

● What’s the language that we’ve been using to set 
expectations? 

Renekton Poro 

Tool #3: Cognitive bias lenses 
Understand players as individual humans 



Pre-game Game Out of game Post-game 

Identify bias troublespots and opportunities 
Examples 

Parties 

Modes 

Matchmaking 

Lobbies 

Chat Rules + values 

Penalties Narrative 

Level design 

Mechanics 

Emotes 

Pings 

Missions Scoreboard 

All chat 

Reports 

Kudos 

  Positivity bias 

Social media 

Discord 

Twitch 



Pre-game Game Out of game Post-game 

Identify bias troublespots and opportunities 
Examples 

Parties 

Modes 

Matchmaking 

Lobbies 

Chat Rules + values 

Penalties Narrative 

Level design 

Mechanics 

Emotes 

Pings 

Missions Scoreboard 

All chat 

Reports 

Kudos 

  Curse of knowledge 

Social media 

Discord 

Twitch 



Tool #4: Culture maps 
Understand players as populations 

Credit: Erin Meyer 



Ragers Inconsistent  

Average 

Antagonizers Followers Sunny Solid 

Tool #5: Behavior subgroups 
Understand general behavior patterns 



Team Builder prototype 

Tool #6: Multi-perspective prototypes 
Understand everything at the same time 



Games 
 

● Magic Online 
● Hearthstone 

● The Elder Scrolls: 

Legends 
● Shadowverse 

● Pokémon TCG Online 
● Gwent 

Genre one-sheet 

Collectible Card Games 
CCG, aka trading card games (TCG) 

Communication 
P2P communication in CCGs is typically limited to actions taken on the 

board, though some provide emotes.  

 

Fair play 
Matches in LoR are one-on-one, so there may be little chance to see 

common problems like poor communication, mismatched expectations, 
etc. The risk of players being intentionally disruptive relatively low. Some 

games in the genre have seen cases of “roping”, when a player continually 
extends their turn for the fully allotted time it is referred to as roping.  

Tool #7: One-sheets 
Bring it all back to the company 



3 

Be ready to intervene  

 

Research and understand  

 

 

 

1 

Design proactively 

Identify moments of truth 

Reduce p2p friction 

Make it easy to be good 

2 



Identify  

moments of truth 

Reduce  

p2p friction 

Make it easy  
To be good 

Design proactively 

2 



Matchmaking 



+ = good match? 

Warm bodies Skill 



Playstyle 

Personality 

Social preferences 

Time constraints 

Seriousness 

Mindset 

Levels of trust 

Parties 

Desired role 

Mentorship preferences 

Skill or experience 

Unspoken rules 

...and more 

It’s more like 
= good 

match! 



+ = 

Lots of criteria Long waits 



Self-organization 



League of Legends Minecraft CS:GO 

Offer a choice of modes 
Finding the right game 



Support self-organization in and out of game 
Finding the right people to play with 

Discord Fallout 76 

Looking for group Teams with perks! 



Support self-organization in and out of game 
Finding the right job or role 

Role selection... … with feedback! 

League of Legends Overwatch 



Narrative 



Reinforce values with narrative 

Repeating “Vault Hunters” “Thank you” dialogue 

Borderlands 3 Left 4 Dead 2 



Personal accomplishment 

Borderlands 3 

Celebrate the values you want to see in game 

Team values 

Overwatch Overwatch 



Celebrate the values you want to see in game 



Gameplay & Level Design 



Reduce conflict where unnecessary 



Diablo 3 

Reduce conflict where unnecessary 

Share the loot! 



Diablo 3 

Reduce conflict where unnecessary 

Think about the tradeoffs of  

friendly fire & body blocking 

Share the loot! 

Apex Legends 



Diablo 3 

Reduce conflict where unnecessary 

Think about the tradeoffs of  

friendly fire & body blocking 

Pre-filter by role choice Share the loot! 

Apex Legends League of Legends 



Tasks that don’t highlight skill disparities 

Design for positive interactions 

A Way Out 

Make positivity the “only” option 

Journey 



Asymmetrical roles 

Keep Talking and Nobody Explodes 

Create meaningful roles 



Asymmetrical roles 

Keep Talking and Nobody Explodes 

Create meaningful roles 

Flexible support roles 

Overwatch (Moira) 



Create spaces that help people work together 

Infrastructure for (pro)social good 

Death Stranding 



Create spaces that help people work together 

Infrastructure for (pro)social good 

Death Stranding 

Be a good “neighbour” 

Dark Souls 3 



Sometimes we all just need to dance 

Fortnite 

Think outside the core loop 

Focus on bonding 

Sea of Thieves 



Destiny 



Research and understand  

 

 

 

1 

Design proactively 

 

2 3 

Be ready to intervene  

Set rules & establish values 

Require commitment 

Empower players 



Proactive interventions 



Fortnite 

Code of Conduct Community Code 

VALORANT 

Set rules and establish values 



Require commitment 

Behavior commitment in a mode 

Destiny 2 



Tools for streaming Filters 

Facebook Gaming 

Empower players 
  

Discord 



Reactive interventions 



Process reports and issue penalties 

Reporting categories Penalties 

Heroes of the Storm XBox Live 



Summary 



Play 

GD 

Interaction 

UX 

Interplay 

PD 

Player Dynamics in design 



3 

Design proactively 

Identify moments of truth 

Reduce p2p friction 

Make it easy to be good 

Be ready to intervene  

Set rules & establish values 

Require commitment 

Empower players 

2 

Research and understand  

Cohesion in context  

Players as individuals and groups 

Conditions influencing players 

 

 

1 

Player Dynamics design process 
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Play er Dy namics  

Pygmalion Effect 

Expectations can affect performance 

● What wi l l  play ers be  expec ting from  each 

other? 
● How does  the inte rface  and flow s et 

ex pec ta tions? 
● How m ight communica tion sy stem s be  

a ffec ting the team’s expec tations?  

● What in fluence does  the genre  hav e?  

Re ne kton  Poro  

Cognitive bias lenses 

Interplay  

Individual 

Emergent 

Cohesion ladder 

Pre-game Game Out of game Post-game 

Parties  

Modes Lobbies 

Rules + values 

Penalties  Narrative 

Level design 

Mechanics  

Reports Matchmaking 

Experience maps 

Culture maps Multiperspective prototypes 

Behavior subgroups 

Games 

 
● Magic  

Onl ine  
● Hearthsto

ne  
● The  Elder 

Sc rol ls : 

Legends 
● Shadowve

rs e  
● Pok ém on 

TCG 

Onl ine  
● Gwent 

Genre one-sheet 

Collectible Card Games 
CCG, aka trading card games (TCG) 

Communication 
P2P com munica tion in CCGs is  ty pica lly l im ited to ac tions  taken on 
the  board, though som e provide  emotes.  

 
Fair play 
Matches in LoR a re one-on-one , s o the re  may  be l ittle chance  to see  

common problems l ik e poor communication, mismatched 
ex pec ta tions, etc . The risk of players  being intentiona lly disruptive  
re la tiv e ly  low. Some games  in  the genre  hav e seen cas es of “roping”, 
when a  playe r continua lly extends  thei r turn for the ful ly al lotted time  i t 
is  re fe rred to as roping.  One-sheets 



Strategies for cohesion 

 

 

Consider player perspectives 

Match more than skill 

Offer choice of modes 

Support self organisation in and out of game 

Reinforce values with narrative 

Celebrate the values you want to see in game 

Reduce conflict where unnecessary 

 

 

 

 

  

 

 

Design for positive interactions 

Think outside the core loop 

Create meaningful roles 

Create spaces that help people work together 

Identify bias troublespots and opportunities 

Design for different perspectives 

Process reports and issue penalties 



Where do we go next? 



Our ask: 

Prioritize Experiment Share 





Players are worth it. 



Player Dynamics 
Designing for multiple minds 

Weszt Hart 
whart@riotgames.com 

Kimberly Voll  
kim@straybombay 


