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Answer Key: Think You Can Deconstruct the Ludic Century? Prove Your 
12th Grade Gaming IQ
Evaluate how procedural rhetoric and ludo-narrative dissonance influence modern socioeconomic critiques 
through an advanced analysis of interactive semiotics.

1. In the context of Ian Bogost’s 'procedural rhetoric,' how does the 2013 game 'Papers, Please' function 
as a socio-political critique?

Answer: B) By using game mechanics to simulate the dehumanizing bureaucracy of totalitarianism.

Procedural rhetoric argues that games make claims not through images or words, but through processes. 'Papers, 
Please' forces players to experience the systemic pressures of bureaucracy through its repetitive, punishing mechan-
ics.

2. The concept of 'ludo-narrative dissonance' refers to a state where the gameplay mechanics and the 
narrative themes are in perfect thematic alignment.

Answer: B) False

Ludo-narrative dissonance occurs when there is a conflict between a game's narrative (e.g., a character who hates 
violence) and its gameplay (e.g., the player killing hundreds of enemies).

3. The '_____ Economy' in gaming refers to the real-world financial systems emerging from the trade of 
virtual goods, often seen in the skin-trading markets of 'Counter-Strike'.

Answer: D) Synthetic

A synthetic economy is an environment of virtual goods that behaves like a real-world market, complete with inflation, 
supply/demand, and currency exchange.

4. Which design philosophy is most evident in 'Disco Elysium' (2019) regarding its approach to character 
agency and failure?

Answer: C) Failing forward, where skill-check failures branch into new narrative consequences.

Disco Elysium is celebrated for 'failing forward,' a high-level narrative design where unsuccessful rolls do not end the 
game but lead to complex, often more interesting, character developments.

5. Ray Tracing technology primarily impacts game performance by utilizing cloud-based servers to 
offload CPU processing tasks to the end-user's local hardware.
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Answer: B) False

Ray Tracing is a rendering technique that simulates the physical behavior of light to achieve photorealism; it is a 
GPU-intensive graphical process, not a cloud-offloading method.

6. In 12th-grade media studies, '_____ storytelling' describes the technique used in 'Elden Ring' where 
the narrative is pieced together through item descriptions and environmental cues.

Answer: C) Environmental

Environmental storytelling relies on the player's active investigation of the game world and its artifacts to reconstruct 
the plot, rather than relying on cutscenes or dialogue.

7. How does the 'Indie Revolution' of the late 2000s, exemplified by 'Braid', represent a shift in the 
gaming industry’s artistic legitimacy?

Answer: C) It demonstrated that 'Auteur' theory could apply to solo or small-team game developers.

The success of games like 'Braid' shifted the cultural perspective of games as mere toys to games as personal artistic 
expressions of an individual creator (the Auteur theory).

8. The 'Magic Circle' is a theoretical concept suggesting that the rules of a game only hold meaning 
within the boundaries of the play space and time.

Answer: A) True

Proposed by Johan Huizinga, the Magic Circle is the conceptual space where the 'real world' is suspended and the 
game's internal rules take over.

9. Evaluate the ethical implications of 'Dark Patterns' in modern game monetization, such as limit-
ed-time 'Battle Passes'. What psychological phenomenon do they most directy exploit?

Answer: B) FOMO (Fear Of Missing Out) and loss aversion.

Battle Passes use time-limited rewards to create a sense of urgency (FOMO), pressuring players to play or spend 
money to avoid losing out on exclusive content.

10. The concept of '_____ Narratives' refers to the unique stories that arise from player interaction within 
a game's systems, such as the unexpected wars between factions in 'Eve Online'.

Answer: C) Emergent
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Emergent narratives are stories that were not explicitly written by the developers but 'emerge' from the complex 
interaction of the game's mechanics and the players' decisions.
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