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The process of construing

The evolving components of a construal

GAME DESIGNER

OXO GAME

INTERNAL STATE

VISUALISATION

PROGRAMMER

PLAYER

… Behaviour as programmed state change 

Static and dynamic elements of state
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Definitive scripts as “furry blobs”

≡ a definitive script

≡ a nonsense redefinition

≡ a plausible redefinition

≡ a ritualised definition

Plausible : could open the desk drawer

– note continuous spectrum of redefinitions
Ritualised : door automatically closes after being opened
Nonsense : opening the drawer makes the room smaller

≡ a definitive script

≡ a nonsense redefinition

≡ a plausible redefinition

≡ a ritualised definition

USER

COMPUTER

Classical programming …1

Behaviour is derived from a pre-specified 
conception of function and purpose …

… based on interactions whose outcomes 

are reliable and for which the mode of 

interpretation is determined in advance

…motivates declarative approaches

Classical programming …2

… motivates declarative approaches:

output=F(input)

… problematic to deal with a dynamic input, as 
in playing a game

… hence add “lazy evaluation” to model as

stream_of_output=F(stream_of_input)

Traditional programming 
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Empirical Modelling

Requirements 
capture and 

specification

Program design 
implementation

maintenance
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interface 

culture

develop scripts
in isolation

as “furry blobs”
that represent

the observables

and dependencies
associated with

putative
machine-like
components

and
human interactions
and interpretations

identify and document 
reliably

reproducible

sequences of
redefinition / 

chains of “furry blobs”

that correspond to
programmable

automatable
machine behaviours

and ritualisable

human behaviours
and interfaces

exercise, explore,
customise, revise

and adapt

sequences of redefinition
and interpretation
to reflect emerging

and evolving patterns
of interaction and

interpretation;
extend and augment

observables to support

additional functionalities
combining scripts
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