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http://se4n.org/papers/ruined-to-nisei.pdf 
http://se4n.org/book-project 

“From !Ruined to NISEI: Organizational Tensions in 
Competitive Android: Netrunner”  

http://se4n.org/papers/ruined-to-nisei.pdf
http://se4n.org/book-project


Garfield + Litzsinger + Fantasy Flight Games [2012-2018] 
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Competition, 
performance, community, 

and celebrity.



Image: Trace Five

Online/Offline Play

Fan Production & Crafting

League Organization 

Interface Analysis

Accessibility

“Metagaming”
Transmedia Storytelling

Critical Play+Design

Incentives + Rewards

Inclusive Representation



[Duncan 2016] 



Interface analysis of jinteki.net
[a la Stanfill 2014; paper presented at SCMS 2018]

http://jinteki.net


⚰ 🎮

The ‘death’ of a living card game [w/ Antero Garcia]



“Addressing toxicity in 
games requires taking on 
the meritocratic design 
and narratives woven 
within them. Certain 
games and elements of 
other parts of culture 
give a roadmap for how 
video games can 
change, which can 
disrupt what exists now 
with something 
new.” (Conclusion)



So, another disruption: 
Complicating simplistic assumptions 

we might have about 
merit, skill, and rewards.



Money.
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2015-2017





“We are not trying to create [Magic the 
Gathering] here. We’re still small, and just 
want to reward people who love to play.”











“Bricolage and poaching are at 
their core subtle subversions to 
dominant culture industries; 
vernacular creativity is likewise 
situated within everyday folk 
practices. Even within an 
increasingly corporatized and 
commercialized media ecology, 
participants can critique the 
practices ingrained all around 
them almost as easily as they can 
implicitly support them.” (Ch. 6)



“[F]or the past decade 
metagaming has become 
synonymous with an untapped 
ocean of informatic and affective 
labor. The precarious labor of 
players is not a form of currency, 
but an undercurrency driving a 
deluge of vectoralist management 
strategies… As play accretes 
within this digital undertow, 
different forms of metagaming are 
made exchangeable and flattened 
into one monolithic unit of 
measure: productivity.” (Ch. 5)



Makes overt this 

community’s recognition 

of and communal 

critique 

of this undercurrency by 

reframing the key 

measure of productivity 

as jokes tackling the very 

idea of rewards, 

professionalization, and 

why one plays this game.



2018 - ?



“Primary differences from FFG, I think, are going to be 
accessibility instead of profit. FFG charges a lot of money for 
certain events, especially ones that they host like Magnum 
Opus at the FFG Center. And we’re trying to move away from 
that. Want to obviously cover our costs but being a non-profit 
organization, we’re not interested in making money from this. 
We are interested in appealing to the largest player base 
possible. So another that we’ll be doing kind of in that vein is 
rotating where the World Championship happens.”

“Really, I think that the end of Netrunner is actually a good 
thing, this is opening a lot of doors for Netrunner that I don’t 
think existed in the past.”

“It feels like an event for only ‘elite’ players and I didn’t want that sort of 
stigma surrounding it. I really hate the casual vs. competitive element of 
card games and card game communities. I wanted to remove as much of 
that as possible. I don’t want to keep casual players from attending the 
World Championship for Netrunner because they think they’re going to 
do poorly or because they’ve done poorly in other tournaments and just 
can’t attend. I just don’t want that.”

Interview with 
Austin Mills, 

Project NISEI
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Expand our conception of “sports.” Clark: “golf for game designers”

Reframing as accessibility.



Reward structures to motivate play but not to ”git gud.”



Thanks!

UCI Esports Conf | Sean C. Duncan | Dept of Media Studies, U. of Virginia 

Image: Vinicius Menezes









GIF: Trace Five



GIF: Trace Five



Competitive, constructed deck card game.



Play



Play

}
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[Smith 2017]



“We get people playing Netrunner faster 
and faster, where testing… is as simple as 
downloading a file. … When you… can test 
the same deck six or seven times a night, 
with no tedious sleeving and unsleeving 
cards, you end up with brutal decks that 

are more science than art.”

[Smith 2017]



Affordances produce norms, which have implications 
for the evolution of the play community.

?



Money.


