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Since I was young games have ruled my world, for 
me they offered a safe place in which the fears I 
had in real life were almost nonexistent. In games 
I felt great, they allowed me to be a different per-
son. I was more talkative, could make decisions 
quicker and I could be a leader. My virtual identity 
was more me, than the person I was in "real life" 
or; actual reality. My virtual self was strong, but 
I had trouble dealing with the actual reality, that 
resulted in anxieties and boredom.  
As I saw the world crumble, I always wondered 
why I couldn't be as active and impactful in actual 
reality as in games. I reached a turning-point in 
life in which I have to take the actual reality more 
serious. However, I found out that actual reality 
expects us to be always performing well, and it 
seemed as if there is no room for error or trying 
out in contrast to game worlds. I set out to find 
a way to deal with a broken world, a world ran 
by systems that are designed without humans in 
mind. 

Ian Bogost said in his recent book ‘Play Anything’ 
that if we live in a game, it is a badly designed one. 
He assures us that we are in fact not living in a 
game(Bogost1). But what if we do live in a game, 
can we make it better? 

In this essay I make connections between ideas 
from game design, (game) philosophy, advertising, 
psychology, radicalism and forms of activism. 

THE ESSENTIAL QUESTION:
What is hypernormalisation, and how can game  
design help people to deal with the systems in 
place?

SUB-QUESTIONS:
1. How does the fiction in place manifest itself?
2.  To what extend is society living in a fictional 

world?
3.  How have the left thinkers tried to deal with a 

system they don't agree with?
4.  What can we take away from game-design to 

create a possible solution?
5.  In what way can we solve the effects of the  

accelerated society? 

KEYWORDS:
Hypernormalisation, Societal systems, Politics, 
Capitalism, Activism, Escapism, Consumerism, 
Stability, Alternative Realities, Identity, Narrative, 
Simulation, Representations, Exodus, Ludification, 
Roles, Masks, Roleplay, Gamification, Accelerated 
society, Standing Still.

INTRODUCTION
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WHAT YOU’LL BE READING:
Chapter one "A world of fictions" is about creat-
ing the context. I will do this by describing events 
that happened during the past 40 years, that are 
relevant for my project. After creating a base, I 
will try to work towards a possible solution and 
continue where the film Hypernormalisation 
ended. In the second chapter "The game world" 
I'm going to put the things learned from chapter 
one into perspective to what is going on today. 
And will talk about the ludification of society and 
roleplaying. In the third chapter called "Mending 
the world" I'm going to focus on the solutions for 
the acceleration society. In the conclusion I will 
put together my insights learned and how I could 
apply these in my project. 



fig.1  

Hypernormalisation title.  

Film (Curtis1, 2:30)

fig. 2   

City council press conference, bankers not giving any more loans.  

Film (Curtis1, 5:15)
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INTRO 
In this first chapter I am going to explain the con-
text and history I have based my project on. To do 
this I will outline what Hypernormalisation is and 
how this manifests in the systems that run society. 
I am going to describe what these systems are, 
how people have tried to deal with them and what 
the effects were. This will result in a clear under-
standing of the current affairs and an answer to 
the question: To what extend is society living in a 
fictional world? To answer this question I will talk 
about three games society has been playing; The 
Money Game, The Escape Game and The Predic-
tion Game. 

HYPERNORMALISATION
In Hypernormalisation(fig. 1) Adam Curtis explains 
that the west is currently in a state of hypernor-
malisation, but what does hypernormalisation 
mean? The title of the film; "Hypernormalisation" 
was coined first by Alexei Yurchak in his book,  
“Everything Was Forever, Until It Was No More: 
The Last Soviet Generation". The term represents 
that everyone knows that the system in place is 
fake and failing, and that no one is able to imagine 
an alternative for it. Politicians and citizens are 
just trying to maintain a functioning and stable  
society (Curtis2). What Adam Curtis is saying that 
he thinks that the western society is currently 
going through the same as what the "Last Soviet 
Generation" did before the collapse of the Soviet 
Union. I believe there is a way to deal with a fake 
and broken system. To be able to imagine an alter-
native to the idea of a collapse, I had to understand 
the way how this broken system came to be, and 
what it defines. 

1.1 THE MONEY GAME
Let's start off with how money became the lead-
ing factor in what society should be. Adam Curtis 
tells that in 1975, New York was on the verge of 
collapse. The middle class was leaving New York, 
and they took their taxes with them. For thirty 
years the city borrowed money from the banks 
to pay for the services and welfare they provided. 
The banks started to doubt if the city could ever 
pay them back. Curtis further explains that one 
day in 1975, the banks just stopped giving money.
(fig. 2) They did this to protect their loans and 
they insisted on taking control over the city. The 
bankers appealed to the president, but he refused. 
And when a new committee was set up; to manage 
the city’s finances it existed of nine members and 

eight of them were bankers. This way, financial in-
stitutions took power away from politicians. Adam 
concludes:"The bankers were the representatives 
to something that couldn’t be negotiated with; the 
logic of the market. To the bankers there was no 
alternative, it should run society." (Curtis1). An 
era of neoliberal politics began and governments 
became dependent on banks. Governments alone 
couldn't provide a stable society anymore. The 
logic of the market was running society, and this 
meant that efficiency and profit had become the 
leading factor in how decisions were made. 

At the time of the change, the left thinkers (or 
what Curtis calls them; the radicals and the 
leftists) that opposed such a system, had tried to 
change America through revolution ten years be-
fore. However at the time that it was most needed, 
they did not take action. According to Curtis, one 
of the reasons why no one opposed such a system 
is because ten years before in the sixties, the so 
called radicals at the time tried to overthrow the 
state and corporations. But the American state 
fought back so violently that the collective move-
ment had fallen apart. The state was much more 
powerful than they had anticipated. (Curtis1, 7:20).
(fig. 3) To illustrate the zeitgeist of the 60's, Curtis 
shows us a part of an interview at that time, in 
which a member of the Weatherman revolutionary 
group told the following:  
  We want to live a life that isn’t based on  

materialistic values, and yet the whole system 
of government and the economy is based on 
profit on personal greed and selfishness. So in 
order to be human. In order to love each other 
and be equal to each other and not place each 
other in roles we have to destroy the kind of 
government that keeps us from asserting our 
positive values of life (Curtis3, 10:00-13:50). 

Thus to be able to imagine and create a new future 
society, that does honor the positive values of 
humanity, we can't force the government to do it 
in the way we think is best by relying on violence. 
Because this will result in a violent reaction.  
I find the search for a stable system humble, but 
when a societal system is built that profits on 
selfishness and personal greed, it isn't a stable 
system at all. In contrast to what Adam Curtis 
implies; that a collapse is the only way to deal with 
this broken system, I haven't given up the hope 
that there is a way to deal with the system without 
a collapse. In the course of history others thought 
so too.

1. A WORLD OF FICTIONS



fig.3  

Police attacking demonstrators. (Curtis3 ,13:50-14:10)

fig.4  

Woman expressing her feelings. (Curtis3, 01:26)
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1.2 THE ESCAPE GAME 
After the political change, the neoliberal way of 
making the system stable had started to influence 
much more. It would become engrained in every 
part of society, until there was no more escape. 

//mind-space
One example of this, is how I would like to call it: 
the fight for mind-space. Adam Curtis explains in 
his film Century of the self, that after the failed 
attempt of overthrowing the government and cor-
porations in the 1960s, a profound thought came 
into the minds of the left thinkers (Curtis3 ,13:50-
14:10). Curtis explains:  
  “If it was impossible to get the policeman out of 

one’s head by overthrowing the state, instead 
one should find a way getting inside one’s own 
mind. And removing the controls implanted 
there by the state and the corporations”(Curtis3 

13:50-14:10). 
To give an example how people tried to do this let’s 
give a look at the workshops Fritz Perls gave. He 
developed a form of group encounter in which he 
pushed individuals to publicly express the feelings 
inside, that society had said were dangerous and 
should be repressed. In this workshop you went 
through layer and layer of one’s self. Until you got 
to the last layer and pulled that one off as well. 
You would come to an existentialistic endpoint. 
All the rules you’ve placed on yourself were gone. 
You’d become essentially blank slate. This enabled 
people to (re)invent themselves. Curtis further 
explains that Perls and others (that were part of 
the Human Potential Movement), that they were 
creating a way that allowed individuals to express 
their true inner selves. That you could be what 
you wanted to be. That you'd be truly free again. 
(Curtis3 14:10-19:10, 30:39-39:06) (fig. 4) Through 
this expression of feelings the left thinkers tried 
to win the fight for control of the mind. They tried 
to recreate themselves through becoming a blank 
slate. 

Yet unsurprisingly they failed to escape the clutch-
es of the neoliberal way of thinking. Because the 
left thinkers weren’t the only ones that gave notice 
to our inner selves and all the feelings inside us. 
Adam Curtis explains in his film "Century of the 
self": 
  The notion that you can buy an identity, re-

placed the original movement’s notion that 
you are perfectly free to create an identity. And 
you are perfectly free to change the world and 
make it whatever you wanted it to be (Curtis3, 
54:14-57:20).

What this means is that buying an identity became 
a way to control these new individuals. They were 
expressing their true inner selves, and thought 
they would be safe. But they didn't take into ac-
count that the external world still influenced them, 
even though they removed the controls implanted 
there. Essentially the Human Potential Movement 
didn't getting rid of the policeman in their heads, 
they made it worse, they became friends with 
them.  

//cyberspace
Another example of how the the neoliberal way 
of thinking would become engrained in society is 
Cyberspace. For me personally cyberspace has 
always been a place to be free in. But over the 
years I have become aware of a duality. In Hy-
pernormalisation, Adam Curtis puts together the 
pieces of this duality I experience. Curtis explains 
how a group of visionaries turned cyberspace 
around into the opposite what William Gibson (a 
writer of cyberpunk fiction) previously portrayed. 
Gibson told about a cyberspace, in which there 
are no laws and no politicians to protect you. Just 
raw, brutal corporate power. However, this group 
of visionaries, turned the idea of cyberspace into 
a real alternative reality, a space that actually 
existed. (Curtis 38:00-50:00).  What this means 
is that it is possible to create alternative realities 
ourselves. For me, cyberspace was a place to be 
and do whatever I felt like. Free from parents and 
other prying eyes. I could lose myself for hours if 
not days in virtual worlds. This way I didn't have to 
deal with actual reality. 

1. A WORLD OF FICTIONS
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However, such a place had existed before. 
Curtis says the following: 
  Cyberspace was the same what acid did for the 

people in the 60s, it could be a place where one 
could liberate themselves from the old, corrupt 
hierarchies of politics and power and explore 
new ways of being (Curtis1 38:00-50:00).

Curtis also mentioned John Perry Barlow, he 
wrote a manifesto for that gives insight about 
how this group of visionaries and left thinkers felt 
about cyberspace. In this manifesto he told the 
following:
  Governments of the Industrial World, you weary 

giants of flesh and steel, I come from Cyber-
space, the new home of Mind. On behalf of the 
future, I ask you of the past to leave us alone. 
You are not welcome among us. You have no 
sovereignty where we gather (Barlow). 

What this means is that by taking ownership of 
cyberspace they proved that it's possible to turn a 
bad fiction into a good reality.

This idea of a space that’s free from hierarchy and 
other controlling powers, would also turn out to 
be a story too good to be true. Curtis continues by 
saying that two hackers proved that a big corpo-
ration called TRW used their computers to collect 
credit data of millions of Americans. This collected 
data was used to help run the system of credit 
and debt. And this gave control over the future of 
people. This new and growing power was all about 
prediction (Curtis1  38:00-50:00).
In the end asking didn't really work, because 
simulations were ran and insights were taken. 
The banks and corporations knew more and more 
about you. The information that the computers 
collected was being used to get consumers to buy 
even more. The duality I experience is that cyber-
space is a place to be free in, but also a place in 
which I am continuously tracked and influenced. 
For what I am designing this means that (virtual) 
alternative realities could be places to be partially 
free in. Just like drugs could be, or any other form 
of escapism. What I think is that we can create 
these alternative realities ourselves, but we need 
to find a way to deal with these external forces. 

1.3 THE PREDICTION GAME
Not just the visionaries created alternate realities 
to deal with a increasingly complex world, gov-
ernments did too. In Hypernormalisation, Adam 
Curtis tells about how the Reagan administration 
blurred the line of fact and fiction so much that 
they even had a name for it: Perception manage-
ment. It did exactly what it describes. The goal 
was to tell fake stories to help people deal with 
the complexities of the real world. The world had 
become so interconnected and technologies be-
came so dangerous, that it became impossible to 
truthfully predict anything. So instead politics be-
came about predicting a scary future. The lies they 
created, became so real that society couldn't sep-
arate them anymore (Curtis1, 1:10:15 - 1:11:13). 
What this means is that the government turned 
a pessimistic future into a reality for millions of 
people. Therefor I need to design a way to enter a 
"fake" reality that reflects on these thoughts. 
Society has tried to deal with broken systems in 
many different ways. Left thinkers tried to do this 
through violence and by entering another reality 
like LSD and Cyberspace. Governments tried to 
deal with the hard reality by creating their own 
fiction and foreboding a much darker future. And 
corporations could use the gained power from 
computers to control our identities and bank 
accounts. The answer to wait or fight for a west-
ern collapse is useless, because after a collapse 
the neoliberal way of thinking will influence and 
invade the new worlds. We have seen this in the 
creation of cyberspace. However now is the time to 
work towards a solution.  

1. A WORLD OF FICTIONS



fig. 5  

Virtual movements in actual reality. 

Experimental video about simulation(Mats Tijmes1)
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1.4 DEALING WITH FICTIONAL WORLDS
We strayed quite far from the question of this 
chapter; To what extent are we living in a fictional 
world? The thought that fiction is as real as reality 
isn’t new. A frenchman Jean Baudrillard, argues 
that we live in a world in which simulations and 
imitations of reality have become more real than 
reality itself. He calls this condition ‘hyperreality’: 
the authentic fake. (fig. 5) 
Koert van Mensvoort extends on this in his essay: 
"A society of Simulations" he explains:
   Like the physical world, which authority is 

pretty much absolute, media technologies 
are gradually but certainly attaining a level of 
authority within our society that consequently 
increases their realness. (. . .) Today, media 
production has expanded by such leaps and 
bounds that images and simulations are often 
more influential, satisfying and meaningful 
than the things they simulate. We consume 
illusions. Images have become part of the cycle 
in which meanings are determined. They have 
bearing on our economy, our judgments and 
our identities. In other words: we are living the 
simulation.”(Mensvoort)

A hyper-reality has been created. A reality in 
which the logic of the market is the leading prin-
ciple. Even identity mediates this “stable” system. 
So not only our environment has become more 
simulation than actual reality, the person itself 
has become part of this fiction too. 
The current so-called "stable" hyper-reality that 
has been created, is forcing everyone that’s part 
of the neoliberal society to disregard values like 
love and equality. To offer a future in which you can 
play out the positive values of life, I could create 
new simulations that are resilient to the neoliberal 
way of thinking from the start. So instead of trying 
to escape we would immerse ourselves in our own 
created alternative reality.  
Therefor instead of a collapse, we would go to an 
age of creation and recreation. A time in which we 
continuously create new worlds that are resilient 
against the neoliberal way of thinking. In the next 
chapter I will further explore this creation of resil-
ient identity simulations and why this could work.

1. A WORLD OF FICTIONS



fig. 6  

"Play, Work, Game, Leisure."   

Experimental video about playbor. (Mats Tijmes2)
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INTRO
In this chapter I want to answer the question what 
we can take away from game-design to think up a 
solution. To answer this I want to extend further on 
the creation of resilient identity simulations.  
In the intro of a collection of essays on playful iden-
tities edited by Frissen, Lammes, De Lange, De Mul 
& Raessens. They say the following: 
  Phrases like “self-construction” and “construc-

tion of cultural identity” might suggest that this 
process is fully controlled by an autonomous 
subject. Evidently, this is not the case. The fact 
that “the self” is not something given, but a 
construction, does not necessarily imply that 
the self is the (main) constructor. Commercial-
ization, globalization, and technological homog-
enization mold the subject’s self-construction 
to the logic of an external system (Frissen, 
Lammes, De Lange, De Mul & Raessens, p11).

This means that being totally free to create an 
identity is not possible. Identity will always defined 
by external systems. Turning inwards or living in 
another alternate reality won’t help to get rid of 
the oppressed mind. However, a possibility could 
be to create an identity which influences the world 
around you.

2.1 LUDIFICATION OF SOCIETY
Society is currently constructing narratives that 
are mainly about performance, to become better 
and better. It is even replacing everything that’s 
not about performance.(fig. 6) An example of this 
is playbor. PJ Rey critiques that gamification is 
producing  
play labor. 
  Play loses its innocence. It is no longer an es-

cape from the system, it is just another branch 
of it. Waste is no longer wasted. Playbor is part 
of capitalism’s effort to colonize every last mo-
ment in the waking day (Rey). 

And in games there are even workers that farm 
gold to sell for real money. You shouldn't underes-
timate the power of games. In the book "Reality is 
Broken", McGonigal says that in today's world, hun-
dreds of millions of people worldwide are opting 
out of reality for larger and larger chunks of time. 
It has become a billion dollar industry. But in my 
opinion more importantly she tells us the following: 
“We created a massive virtual silo of cognitive effort, 
emotional energy and collective attention lavished 
on game worlds instead of on the real world” (Mc 
Gonigal, p3).

It’s a mass exodus to game spaces writes Edward 
Castronova: 
  The exodus of these people from the real world, 

from our normal daily life, will create a change 
in social climate that makes global warming 
look like a tempest in a teacup (McGonigal, p1).

Castronova warns us that the real world is crum-
bling, and society is escaping to alternative worlds. 
Therefor if this continues, it’s as if society is on 
acid, and that everyone has become a junkie. So if 
we keep escaping the actual world, we’ll leave it 
burning. 
To continue further on what Koert van Mensvoort 
said, that we are living in a simulation. I suggest 
that this simulation is a neoliberal game. In an 
essay called "Playing out identities and Emotions" 
Jeroen Jansz says that we have become active 
agents. Being an active agent means that you ac-
tively engage with the content offered. In the same 
text Jansz explains the following: 
  Playing a video game is the ultimate case of 

user activity, it requires a constant exchange of 
messages between the medium and its users. 
And when players refrain from communicating, 
the game simply ceases to exist (Jansz).

Thus, if you express your identity in any way, it will 
mean that you are playing the neoliberal game. 
Therefor, to redesign society I need to offer a re-
placement game. An alternative reality game that is 
played out in the actual world. 
The exodus to game worlds might not be as bad as 
initially illustrated. Because there is something that 
video games do well that it is causing this mass ex-
odus. Jane McGonigal explains that it's not because 
of extrinsic rewards but intrinsic rewards. Jane 
McGonigal explains: 
  Good games are productive. They’re producing 

a higher quality of life. When we realise that 
this reorientation toward intrinsic reward is 
what’s really behind the 3 billion hours a week 
we spend gaming globally, the mass exodus 
to game worlds is neither surprising nor par-
ticularly alarming. Instead it’s overwhelming 
confirmation of what positive psychologists have 
found in their scientific research: self motivated, 
self-rewarding activity really does make us hap-
pier. More importantly, it’s evidence that gamers 
aren’t escaping their real lives by playing 
games. They’re actively making their real lives 
more rewarding (McGonigal, p51).

What this means is that people are not playing 
games for mainly the extrinsic rewards, but for the 
intrinsic ones. The findings that Jane McGonigal 

2. THE GAME WORLD



 

fig. 7

Character enactment in another reality. 

Experimental images about my roles in different realities.  

(Mats Tijmes2)
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presents stands in contrast to what gamification 
(the application of game design techniques in real 
life) is primarily known for. Gamification is known 
for its use to reinforce the neoliberal system that 
disregards the positive values of life. This is what 
Ian Bogost - an openly anti gamification writer and 
game philosopher - illustrates.
  Gamification is marketing bullshit, invented 

by consultants as a means to capture the wild, 
coveted beast that is videogames and to domes-
ticate it for use in the gray, hopeless wasteland 
of big business (Bogost2).

When I make use of game design methods to create 
intrinsic motivation and rewards I can offer a future 
that does avoid a collapse altogether. But there is 
something else that games can offer to come to a 
possible solution. It is the use of roleplaying.

2.2 ROLEPLAYING
What roleplaying allows is making the dream of 
being and creating whoever you want to be a reality. 
In virtual worlds you can pretend to be anything you 
like. Katherine Isbister tells us in her book "How 
games move us" that in real life we inhabit and per-
form in a variety of roles when a situation or others 
around us demand it. In real life we perform roles 
like; sister, lover, parent, and coworker (Isbister, 
p122). She also tells us the following:
  The roles we can inhabit in the “real” world are 

profoundly shaped by many factors, including 
inborn characteristics, family environment, 
professional training, and the relationships we 
have and intend to maintain. Game avatars allow 
us to peel away some of these layers and adopt 
alternative identities (Isbister, p122).

What (role-playing)games allow us to do is to peel 
away layers of the self and adopt an alternative 
identity. This is kind of like what the left thinkers 
did in the human potential movement. But the dif-
ference is that games does set new limitations for 
these roles based on intrinsic motivation.  
On top of that role-playing games have refined the 
proces of building a new identity pretty well. The 
game is designed to help you through the proces of 
making narrative and pragmatic choices for your 
new identity. Like classes, races, backgrounds, 
traits, factions etc. These choices combined will 
give you an unique character and thus a new identi-
ty (Isbister). I think the mistake made by the Human 
Potential Movement, was to ignore the extrinsic 
forces at play. They forgot about what the external 
world demands of them. The intrinsic motivations 
that they got close to, were in the end transformed 

to extrinsic ones. To follow up on that Isbister also 
said that we present the self in a social context to-
ward the outcomes we desire. She talks about what 
Sociologist Erving Goffman wrote in "The Presenta-
tion of Self in Everyday Life:" Isbister says: 
  We may put on a happy face when visiting neigh-

bours, regardless of how we’re actually feeling, 
so as to properly enact the polite visitor. This is 
not to say that all our social roles are arbitrarily 
and freely chosen (Isbister). 

What I take away from this is that roles are more 
important than the feelings we are having. Limita-
tion won the battle over expressing feeling. James 
P Carse explains this a bit more thoroughly. He 
wrote in his book "Finite and Infinite Games" that 
we are always wearing a veil and that we can drop it 
at any time we want:  
  Only freely can one step into the role of mother. 

Persons who assume this role, however, must 
suspend their freedom with a proper seri-
ousness in order to act as the role requires. A 
mother’s words, actions, and feelings belong to 
the role and not to the person-although some 
persons may veil themselves so assiduously that 
they make their performance believable even to 
themselves, overlooking any distinction between 
a mother’s feelings and their own. The issue 
here is not whether self-veiling can be avoid-
ed, or even should be avoided. Indeed, no finite 
play is possible without it. The issue is whether 
we are ever willing to drop the veil and openly 
acknowledge, if only to ourselves, that we have 
freely chosen to face the world through a mask 
(Carse, p13).

What I can take away from game-design is the 
possibility of creating new roles through roleplaying 
methods. This is only possible if we are willing to 
drop the veil, and openly acknowledge that we've 
chosen to play the roles that were asked of us. It is 
possible to drop the veil, like we've seen with the 
Human Potential Movement. And when we drop the 
veil, we can start playing a game, defined by our 
own rules. It would be a game that is not focused 
on extrinsic rewards but intrinsic ones. 

2. THE GAME WORLD
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INTRO
In this chapter I want to talk about and give solutions 
for this broken reality. This chapter is dedicated to 
answering the following question; What are the ef-
fects of the accelerated society and how can we deal 
with it? Another way to call the current neoliberal 
society  is how Svend Brinkmann calls it;  
"The Accelerated Society".  

3.1 THE ACCELERATED SOCIETY
So, what is the accelerated society? In “Standvas-
tig" Svend Brinkmann explains this thoroughly and 
gives us tips on how to deal with it. A voice against 
the accelerated society. He explains that we have 
to constantly adapt to new technology, that we 
endlessly restructure and that it’s hard to keep 
up with all the trends in food, fashion and, pana-
ceas. Everything seems to move faster and faster. 
Fastfood, speed-dating, power-naps and therapy 
sessions that are over in a heartbeat, are just a few 
examples of that. The neoliberal way of thinking 
gives us the feeling that we’re always on the clock. 
Even though technological progress should’ve given 
us time to play or discuss politics, we just plan 
more and more things in our agenda’s. The ideal 
worker has become super flexible, positive and is 
responsible for it’s own optimisation and monitor-
ing (Brinkmann,p9-12). That the person has be-
come the mediator of the neoliberal way of think-
ing shines really through in this. The accelerated 
society is a society in which everything has become 
about performance. Another writer and philosopher 
by the name of Byung-Chul Han wrote a book about 
this same development. And it’s named not so sur-
prisingly “De vermoeide samenleving” or in english 
"The burnout society". In this book he explains that 
we live in a dictatorship of positivity. That we've 
changed from a ‘must do’ to a ‘can do’ society(Han, 
p118). We shout ‘Yes we can’ wherever we go. We 
must only think positive and in solutions. And be-
cause of all this positivity there is no more room for 
negativity. And the people that try to decelerate are 
put away as pathological depressed (Brinkmann, 
p12-13). When society is not made for humans any-
more, people will break down and become ill. The 
effects are that people develop anxieties, get burn 
outs and/or become depressed. 

In the book '‘Finite and Infinite games’' James P 
Carse talks about Master Players; He says:  
  It is the desire of all finite players to be Master 

Players, to be so perfectly skilled in their play 
that nothing can surprise them, so perfectly 
trained that every move in the game is foreseen 
at the beginning (Carse, p17). 

The similarity of this and what we have talked 
about in the previous chapters is that; the ability to 
perfectly change to any situation has become a way 
of predicting ourselves. This is a way to stay "sta-
ble". And by constantly being positive we create a 
fake narrative of ourselves. The imbalance between 
being a imperfect human and a master player that 
wants to be always perfect is causing discrepancy. 
In the end this breaks people. Therefor we need to 
embrace our flaws as humans. 

3.2 DEALING WITH ACCELERATION
Brinkmann does more than illustrating the prob-
lems of the modern world, he gives solutions to 
be able to deal with the accelerated society. These 
solutions are based on a stoic philosophy. It comes 
down trying to decelerate in any way possible. 
Brinkmann explains that; Instead of thinking about 
everything you want to achieve, think about what 
will happen if you lose what you have. Instead of 
thinking in constant possibilities, know your lim-
itations and be happy with them. Instead of always 
expressing your feelings, keep them under control 
and sometimes even repress them. Instead of ig-
noring your existentialism, think about your mortal-
ity every day to develop a gratitude for the life you 
have. Stop listening to your inner voice, concentrate 
on the negative aspects of your life, start saying no, 
repress your feelings, fire your coach, read a novel 
instead of self-help books and start dwelling on the 
past (Brinkmann, p20-23). The solutions he gives 
are mainly about limitation and embracing negativ-
ity. He is talking about how standing still, contem-
plation, deceleration, mortality and negativity can 
help us deal with an accelerated world. The advice 
he gives isn't meant in a nihilistic way, the goal is 
not to become (even more) depressed. 

To decelerate you can limit yourself through the use 
of principles. Rules you've set for yourself to live by. 
This is what we have seen in (roleplaying) games. 
Even though you can be anyone you want, it does 
have it's limits. Games help you put limitations on 
yourself by letting you choose a certain role or even 
create them. 

3. MENDING THE WORLD
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Through skill-trees and statistics they show the 
vast amount of possibilities within the chosen roles. 
When you choose a role in a game, you don't only 
focus on what he can do well, but also on what he 
can't. For example; Priests can heal very well, but 
they can't do a lot of damage. This makes interest-
ing gameplay, but also creates balance. In actual 
reality we have the same possibilities, but we don't 
use our flaws for interesting gameplay, we see it as 
something bad. It's not what society expects of us. 

//bleed
So to redesign design society we need to change 
how we define our identities. So instead of following 
the fiction that the current neoliberal society offers 
us, we could create our own. Through character 
creation and customisation (to keep it in game 
terms). The game's goal is to allow you to create a 
new identity based on the limitations you have as 
a person. The narrative you create and play out, 
will bleed over into actual reality, and thus you will 
slowly change society.

3. MENDING THE WORLD
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THE END
The fakeness of our world is simmering through.  
The fictional stories we get told by the media, 
politics and even ourselves. Have real impact. They 
make us accelerate so fast, that it gives us burn-
outs. We’ve lost ourselves in a world that is by all 
means a game. A game in which we use human 
performance to achieve the end goal of a stable 
system in everything we do. We want to become 
Master Players. Hypernormalisation tells the story 
of how fiction is used to keep us under control. In 
fact, they did it so well that real life has become a 
hyper reality, the fake stories are just as real as the 
actual real ones. The 'real' world has become so 
chaotic, accelerated and interconnected that it is 
hard to find any stability at all. The mass exodus to 
game worlds is not only an indication of a need for 
stability, but game worlds also provide that. This 
happens in the form of limitations. In these game 
worlds we are able to be free and to become any-
thing we want, but within the context of the game. 
In these game worlds we define ourselves by taking 
on roles. This is the same for actual reality. Socie-
tal life has become a game.
In the accelerated society, roles are created for 
us. They give us stability. However these forced 
upon roles don't don't take our human flaws into 
account. We are free to drop the veil of the roles 
we play, even if that means death. We already do 
this temporarily through drugs and game worlds. 
People also have tried to become blank slate again 
by peeling away layer for layer through the expres-
sion of feelings. In the end this means that societal 
life can be seen as a game in which we're stuck and 
desperately trying to escape from.

But we can start building an reality for our own, in 
which we can take on roles that aren't primarily 
defined by the accelerated society. We can do this 
through the creation of an alternative reality (just 
like the accelerated society essentially does), that 
ís designed with human flaws taken into account 
and even celebrated. An alternative reality that is 
created specifically for the player and it's flaws, 
and could be abandoned when the player doesn't 
want to play it anymore. 
Through this method we can shift from being a 
"master player" to someone that is growing as a 
person. So instead of trying to fit in with society's 
expected roles, you will define and act out what it 
means to be you. 

The game takes your limitations into account, it 
gives you moments to reflect, motivates you in-
trinsically, is not about feeling but doing, helps us 
think about mortality, and you will work towards 
a true balanced (inner) world. The game should 
give us the opportunity and (mind) space to play 
around again. To discover new ways to interact with 
actual reality. To be an active agent in a game that 
doesn't make people ill. When the world gives us a 
bad reality, it is possible to create a better one. So 
let's not give up hope and wait for a collapse, but 
influence actual reality with acting out a narrative 
of our own.   

I want to end this research paper by presenting this 
list of limitations for the game I'm currently devel-
oping.(fig. 8)

1.  It isn't possible to buy an identity.
2. Identity is primarily based on actions.
3. Take on your new role with a certain seriousness. 
4. You're allowed to drop the veil at any moment.
5.   Y ou can make changes to your mask on the go.
6. Role creation is based on intrinsic motivation.
7. Play with the rules that you have set for yourself.
8. Allows you to stand still, and reflect on mortality.
9. It slows down the accelerated society
10. It forces limitations.

4. IN CONCLUSION
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