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Answer Key: Level 8 Boss: Video Game Ethics and Cultural Synthesis 
Quiz
Analyze technical mechanics, industry ethics, and the cultural impact of modern gaming through 10 multi-step 
reasoning questions.

1. In 19th-century literature, the 'Flâneur' was a person who wandered urban spaces to experience 
them. Which modern game design philosophy best synthesizes this concept with environmental sto-
rytelling?

Answer: B) The 'Walking Simulator' genre found in games like Firewatch

The 'Flâneur' concept relates to observing the environment as a primary form of interaction, which is the core 
mechanic of exploration-focused 'walking simulators'.

2. When a developer uses the ______, they are creating a cycle where players complete a task, receive a 
reward, and use that reward to perform harder tasks, often seen in 'looter shooters' like Destiny 2.

Answer: C) Core Gameplay Loop

A core gameplay loop refers to the repetitive cycle of actions that keep a player engaged with the game mechanics 
over time.

3. The 'Uncanny Valley' hypothesis suggests that as a computer-generated character becomes nearly 
indistinguishable from a human, it creates a sense of unease or revulsion in players.

Answer: A) True

The Uncanny Valley describes the psychological discomfort humans feel when looking at humanoid objects that are 
almost—but not perfectly—realistic.

4. The 1983 North American video game crash was primarily caused by which economic and quality-con-
trol issue?

Answer: C) Market saturation of low-quality software and surplus hardware

The market crashed because it was flooded with poor-quality games (like E.T. on Atari) and too many competing 
consoles, leading to a loss of consumer trust.

5. In professional Esports, the term ______ refers to the most effective tactics available, which players 
must synthesize to compete at the highest national levels.
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Answer: C) META

META (Most Effective Tactic Available) describes the strategies currently favored by the community to ensure the 
highest chance of winning.

6. Procedural generation, used in games like No Man's Sky, means that every single rock and tree was 
manually placed by an individual digital artist.

Answer: B) False

Procedural generation uses algorithms and math to create content automatically rather than having artists build 
every asset by hand.

7. Which of these best describes 'Ludonarrative Dissonance' in a video game context?

Answer: B) When a character's actions in gameplay contradict their personality in the story

Ludonarrative Dissonance occurs when what the player does (the 'ludo') clashes with the story being told (the 
'narrative').

8. The practice of ______ refers to the intensive, mandatory overtime often expected of game developers 
near the end of a project's production cycle.

Answer: C) Crunch

Crunch is a controversial industry practice involving extremely long work hours to meet a release deadline.

9. The 'Indie Revolution' of the late 2000s was fueled by the rise of digital distribution platforms like 
Steam, which allowed small teams to bypass traditional publishers.

Answer: A) True

Digital distribution lowered the barrier to entry, allowing independent creators to sell games directly to consumers 
without physical store discs.

10. How does 'emergent gameplay' differ from scripted sequences in a game like Breath of the Wild?

Answer: A) Emergent gameplay results from complex systems interacting in ways the developer didn't 
specifically plan.

Emergent gameplay occurs when the game's physics or AI systems interact to allow solutions or situations that 
weren't pre-written by the programmers.
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