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Counterstrike is 13 years old 
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A philosophy of sandboxes in 
three pillars 
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Three pillars redux 



The Roman Empire 
(as a mechanic) 



Graph unrelated 
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forever. 

• If it’s done well, people will pay for it 
forever. 

• It’s not trying to be WoW 



Trying to be WoW does not work 
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Summary 

• Players optimize 
towards boredom 

• Intrinsic motivators 
are good 

• Social, goal-driven, 
emergent 

• Use optimization to 
drive high-value 
gameplay 



Questions! 


