
Exploring and Presenting a Game's 
Consequence-Space. 

(How do you find out what is cool about a 4D game and 
 how to you make it so that people understand it) 



Miegakure, a 4D game 

 

(x,y,z,w) 

Not time! 
 

 

 

 

 

(Kind of a crazy generalization of ñZelda: A Link To The Pastò with more than two worlds 
and a special way to move between them.) 



Miegakure, a 4D game 



Might sound complicated buté 

Tons of playtesting at PAX and elsewhere and 
people can play it like any other video game! 



Designing Abstractions 

¸ Choose a level of abstraction for each part of the game. 

¸ ñIfò statements, Equations, etcé 

¸ Some abstractions might contain surprising result 

¸ Encode more than what they were based on  

¸ A big part of why we do physics 



Mechanics Design 

ÅSelect game mechanics so that they create as 
many interesting consequences/situations as 
possible, while remaining simple. 

ÅThese consequences already exist:  

1. We are just uncovering them,  

2. then presenting them to the player 

Å Let players experience them to understand them 

 

 

 

 



   1. What are approaches for exploring this space 
of consequences and finding interesting ones? 

   (How to find cool consequences of living inside a 4D world?) 

1. Explore around a point 
2. From other sources 
3. Combinatorial Approach 
4. Top-Down 

 
 



Flatland, E. Abbott, 1884 





Approach 1: Explore around a point 

ÅWhile exploring different variations 

ÅWhile programming the game 

ÅWhile watching someone else play 



Approach 2: From other sources 



Approach 3: Combinatorial 
Approach 

Å Explore the space exhaustively by laying out a grid 

Å Looking at pairs of mechanics 

Å Looking at all possible shapes/positions of blocks 

Å It helps to look at each mechanic not simply as an 
arbitrary gameplay element but as something deeper 
and more fundamental. 



Approach 3: Combinatorial Approach 

S0 (point) S1 (circle) S2 (sphere) 

S^0 

(point) 

Many levelsé (2D temple) Temple 

 

S^1 

(circle) 

Rings Chain 

S^2 

(sphere) 

Sn = sphere of dimension ñnò 



Approach 3: Combinatorial Approach 

ÅExplore variations on different directions  


