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It seems like with every issue of Five out of Ten, fate conspires against our
release! This time the Humble Origin Bundle got me back into Bejeweled
3. I’ve controlled the addiction better than before - no more exploding
jewels when I close my eyes at night - but it’s burned away a few hours
that could have been better spent elsewhere.
Failure in Bejeweled seems like an unlucky roll of an algorithm to a
beginner, but with time and practise comes the insight that it’s a game
of skill and planning. How else can master players avoid the dreaded
NO MORE MOVES fail-state for hours at a time? In both videogames and
the real world, luck is really down to chance and knowledge: a pseudorandom collection of events mashing together to create coincidences
and conspiracies. in his book The Luck Factor, psychologist Richard
Wiseman shows that more perceptive people are also luckier ones,
seeing opportunities that others do not. We really do make our own luck.
However, we’re more interested in making magazines than luck, and
we’ve got another great issue for you: features on different perspectives
of videogames in education, a look at the healing power of the Wii U,
what it’s like to play as yourself in the NBA, and the more divisive aspects
of The Binding of Isaac. This issue marks the feature-writing debut of
our Managing Editor, Lindsey Joyce, and the first cover by our Design
Editor, Craig Wilson. We’ve also got another awesome issue of ME&R
for you to enjoy. Don’t forget to back their Patreon if you like the work!
Even if luck is an illusion, I feel lucky working with such a great team so I thank them for their stellar efforts once again, and I thank you for
helping support the best in independent writing.

Alan Williamson
Editor-in-Chief of Five out of Ten, digital factotum at
Critical Distance and VideoBrains, contributor to MacFormat,
Eurogamer and the New Statesman. I’ll finish writing this
biography after one more game of Bejeweled, I promise.
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get lucky
this is just a sample of what’s in
our latest issue, Luck.
Go to
http://www.fiveoutoftenmagazine.com
to purchase the full mag: ten fantastic
features, and Issue #1 of ME&R!
Your purchase includes PDF, ePub and Kindle downloads.

Playing as Myself
What happens when you’re drafted to a prosports league, but aren’t a pro?
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Paul King
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here was never any reason for the Phoenix
Suns to draft me. I didn’t perform particularly
well in the Rookie Showcase, a match made up
for the incoming NBA draft class to show off their
talents. In particular, it’s made to show off my
talents. Me: purchaser and player of NBA2k, and
the person NBA2k wants to make clear is very
important. I am the centre of its universe.
Despite this, I have no skills. Furthermore, the tutorial section seems largely built on the idea that
I’ve already played one of its several thousand
predecessors before. I haven’t. I’m a newcomer. So,
I go through an insanely long series of individual
lessons designed to teach you specific mechanics apart from each other. I learn to dribble, shoot,
layup, dunk, different layup, different dunk, and
so on. But, even so, on the court I am lost. I flounder when I wish to shoot, passing the ball deftly
into the hands of an opponent. Later on I dribble
directly into an opposing player, and he takes the
ball from me as though it were a birthday present.

After the Showcase, I get not one but three lockerroom interviews with the general managers of
three separate NBA teams. They ask me questions
fresh out of a canned script: am I the kind of guy
who would be looking for a rebuilding process?
How would I feel about moving to a different position? I answer with blindingly positive affirmatives.
If I can’t make baskets, I might as well make a
good Yes Man.
This strategy leads to a tiny, barely animated old
man calling my name while he stands in front of
a large board filled with logos and numbers. This
is a draft; I am being drafted. After an eternity of
(unskippable) selections—that is, computer teams
picking computer players—my name is called. I
am a Sun. My avatar ambles on stage and the
game congratulates me. I have a home, and soon
I’ll have my own billboard too.

Relationships, Vulnerability, and U

&U

Finding solace and personal
acceptance with a friend
called Bayonetta.

Ria Jenkins

T

here’s something comforting about relationships. Knowing there will be someone waiting for you when you get home, even when the
relationship stops working. Sometimes, like an
old jumper with hanging threads which looked
great when you first bought it, it doesn’t quite fit
right anymore. You keep trying it on, thinking one
day it’ll look as good as it did then but, when it
doesn’t, it gets bundled back into the wardrobe
because you can’t bear to throw it out.

It’s been long enough, when you rediscover it
during a clear out, to have forgotten how the
arms are too short, or how it makes you look
kind of square. That cinema trip, your first flat,
long walks with the dog; all the good times you
had while wearing that jumper come back to you
and you start wondering why you never wear it
anymore. It can’t be that bad, can it? But, looking in the mirror, you see all the faults clearly
again and quickly squash it into the back of the
wardrobe alongside everything else you’re not
quite ready to deal with yet.

I have an 11 year old son named Kayleb. He’s a “good kid”. At least,
that’s what his teachers have been telling me ever since he was
diagnosed with Attention Deficit/Hyperactive Disorder (ADHD).
Symptoms include inattentiveness, impaired concentration, hyperactivity, and impulsivity; common behaviours making mistakes
due to carelessness, distraction and difficulty finishing tasks, and
forgetfulness. Without an understanding of the symptoms, people
with ADHD may appear simply to lack social graces.

Videogames for
a Good Kid

In my son’s case, being diagnosed with ADHD has led to being
re-labeled as a “good kid”:

1st grade: “He’s a good kid, he just has trouble ignoring his impulses.”
2nd grade: “He’s a good kid, but he shouts out answers without raising his hand.”
3rd grade: “Kayleb’s an Escaping
incredibly
good inkid,
thebright
stigmasand
of ADHD
thebut he has trouble focusing.”
classroom through videogames.

4th grade: “Look, he’s a good kid, but his workmanship needs...work.”
5th grade: “Kayleb needs to be more responsible and more organized. He’s so kind,
but his thoughts and his papers are just all over the place.
6th grade: “We’ve noticed Kayleb’s work ethic slipping. Is he taking his meds?
He’s such a sweetie, but he needs to get it together before 7th grade”

Videogames for a Good Kid
Lindsey Joyce

K

ayleb became a good kid in 1st grade and he’s
stayed that way. Before 1st grade, people used
other words to describe him: spirited, energetic,
curious, and intelligent to name a few. He’s still
all those things, but as far as the school system
is concerned he’s just a “good kid”. Being a good
kid means teachers can pretend his disability
isn’t there. If he were a bad kid, they’d blame his
badness on his ADHD and use it as an excuse for
his shortcomings as well as their own, but because

he’s a “good kid” they make no allowances and
offer no support. They ignore his disability and
then, without any sense of irony, punish him for it.
Good kids know better. Good kids can take their
own initiative and problem solve independently.
This silencing and erasure of his disability is detrimental to his learning and to his self-esteem. His
goodness has become something which is always
attached to a qualifier: “You’re a good kid, but…”

A Burnt Offering
The body horror and religious decoration of Binding
of Isaac is ultimately lacking in meaning.

I quit playing The Binding of Isaac after the
third time I picked up a miscarried sibling
as a powerup. Isaac triumphantly held
“Brother Bobby” over his head, and then
the shape dutifully followed him around,
shooting its little tears at Isaac’s enemies.
Bobby’s half-formed body floated around
in a circle, hovering above the ground,
his body tapering to a squiggle, with little
cartoon Xs for eyes.

A Burnt Offering
Bill Coberly
I

t wasn’t that I couldn’t “take” the sight of a dead
baby floating around and helping my avatar. While
I’m not an enormous fan of gore, I do like horror,
and the frequent pairing of the two has desensitised me somewhat to violence and shocking
images. I understand the value of Cronenbergian
“body horror,” though it’s not my favorite genre. But
after several hours of trying to get into this critically
acclaimed game, it was Brother Bobby that made
me realize that maybe The Binding of Isaac isn’t
about what everyone says it is about.
Body horror can be about more than just cheap
shocks intending to elicit giggles from teenaged
boys. Well-deployed, the sort of graphic mutilation and mutation found in Carpenter’s The Thing
can mean something, can radically remind the
audience that for all our artistic achievements
and emotional connections, human beings are
still just ambulatory bags of meat and blood. As
Julia Kristeva notes in Powers of Horror, traumatized bodies and corpses inspire not just disgust
but awe; through them we are reminded of our
own materiality. We are all of us only one horrific
moment away from being reduced to an unrecognizable pile of flesh, bone, and blood.

Learning Through Play
The learning potential of the Learning and Teaching Scotland
project “Consolarium” is cut short alongside its funding.

I

n 2006, Learning and Teaching Scotland (LTS) embarked
on an extraordinary new research program. The goal
of the program, called the Consolarium, was to harness
the inherent learning potential of games. Not the dull but
worthy educational software many of us will recall from
our school days, but real games. Commercial, off-the-shelf
games. Games built for fun and not for learning.

To games enthusiasts, the ability of games to teach is obvious. The process of getting to grips with a title, making
incremental adjustments and improvements, isn’t just fun or
satisfying: it’s also a learning curve. For mainstream education, though, this was a bold and innovative departure.
In strictly academic terms, the project was a success.
Modestly funded, with a staff of two and a budget of
ten thousand pounds, it generated plenty of interesting
research. Yet if you search for it now, the internet offers
little aside from ghosts and shadows. Education Scotland,
the successor to LTS, has a placeholder page about the
Consolarium, but links none of the research. There’s a blog
by the project director Derek Robertson and that’s pretty
much all that’s available. Where’s the detail on the output
of this fascinating experiment? Why was it disbanded?

ME&R #1: Forgotten

patreon.com/meandrzine
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Learning to Lose
Ria Jenkins

Learning to Lose
Mario Kart 8’s spirit, nostalgia, and its mix of skill
and luck all combine to make losing fun.

B

attlefield 2 and Call of Duty 4: Modern Warfare
were among my first online multiplayer experiences, and they set the tone for the type of game I
tend to play online. Guns, men, and grunting; dripping in hypermasculinity, dull environments and
war propaganda, these aren’t the kind of games
I can champion as life-changing or even “must
plays”. I mostly find myself apologising for playing
them, let alone enjoying them. Desperately seeking to reassure people that I’m not “one of those”
first-person shooter fans who buys every iteration
of the series and declares it the best Battlefield/
Call of Duty game ever, I’m pained to admit it, these
are still games I have a deep affinity for.
Unfortunately, they also turn me into the worst kind
of person. I shout and swear, I turn off the console,
and I sit in a mood for hours. “I could’ve fucking
killed him if he wasn’t bunny hopping around like a
prick.” I rage-quit, I blame my team for being shit, I
get unreasonably angry at campers - “why’s there
a fucking sniper on fucking deathmatch?” - and I
fall victim to the “just one more go” fallacy, cursing
myself through another five rounds.
I can (and regularly do) waste hours upon hours
playing game after game of deathmatch: shoot,
die, respawn, shoot, grenade, die, respawn, die,
respawn, die, respawn, shoot, reaching a point
of anger-fuelled fatigue where my brain turns off
and I single-mindedly trudge around the map,
running to the same choke points, making the
same basic mistakes, and blindly shooting the
same people. Yet, for some reason, I keep pushing through and playing until I get to the point
at which a poor game means the remainder of
my day might as well be a write-off as I spend it
pouting and brooding.

Random Number Gods
If the randomness of Baldur’s Gate and XCOM
is a vicious God, at least it’s a fair one.

Bill Coberly

Random Number
Gods

A

ll bow before the Random Number Generator,
the holy RNG, Master of Destinies and Ruler of
Fates. The people of the Internet call it “RNGesus,”
and know that as surely as it gives, so too does
it take away. Displease the RNG, and your game
will be short and unpleasant. Bask in its glorious
favour, and you will achieve your ends.

See, there’s almost nothing worse than missing
in a game governed by an RNG. A miss generally
means you’ve wasted your entire turn, possibly
using up limited resources in the process. It is
far better to simply do nothing than to miss. The
only thing that might be worse is getting hit by an
opponent in a radically unlikely fashion. At least
when I miss an enemy in a shooter like Gears of
War, I have no one to blame but myself. Sure, I can
complain about a faulty controller or maybe some
distraction in the real world, but the truth is that
I pulled the trigger at the wrong time. The game
didn’t make me miss, I missed. On the opposite
side, if an opposing player snipes me from across
the map even though I’m running through fog, that
player deserves all the credit for hitting me.
When I miss an enemy in Baldur’s Gate, however,
it’s not really my own fault, but rather the fault of

the Random Number Generator, that most fickle
of deities. Similarly, if an opposing player hits
me, despite the odds being in my favour, it’s not
because of anything they did, but because of the
RNG.
In games like Baldur’s Gate, where the player is
more abstracted from the action than in a shooter
like Gears of War, the success or failure of any
given attack is outside of the player’s control. You
don’t press a button to attack in Baldur’s Gate.
Instead, you issue an order to a character, who
attempts to carry out that order. The RNG determines if the character is successful, based on a
series of statistics you may or may not be able to
affect. The character’s accuracy rating and cover
bonuses and whatever else may grant her a 99%
chance to hit, but if the RNG rolls that infinitesimal
1-in-100 chance, she will miss, and there’s nothing
you can do about it.
Most games involve some element of random
chance, but some games are positively dominated
by the petty tyranny of the RNG. Nearly every
action you take in Baldur’s Gate is mediated by
the RNG and, if it decides to, it can make your
playthrough much more painful than it has to be.

Losing Luck, Finding Control

Losing Luck,
Finding Control
Videogames can give us a feeling of control
that’s often absent from our lives.

Lindsey Joyce

I’m five years old and I’ve just found out
my parents are getting a divorce. I can
barely say the word which feels large and
adult in my mouth, but it hardly matters; it’s
happening. When they tell me the world
seems to get suddenly bigger in a way
that wrenches my stomach. I feel small.
Nothing I can do will matter, will change it.
My parents are getting a divorce.
I don’t believe in luck. I haven’t since I was a
child. I don’t begrudge others a belief in it, but
I’ve preferred to always seek order and control
in the universe rather than attribute anything
to mystical external forces. Luck is a nebulous
concept: something we associate people with
having, or an intrinsic part of someone’s being.
But it stems from a lack of control, an absence of
agency: it defies possession and ownership. As
Alfred Mele has argued in Free Will and Luck, luck
is problematic because it impedes control over
one’s self, or highlights gaps and shortcomings
with control.

Luck is really only that which happens outside our
ability to predict occurrences. It’s the disconnect
between the butterfly flapping its wings in Brazil
and causing a tornado in Texas, a way to cope
with a system that is too big to be mapped out or
to be understood by any one individual. It is a way
to sidestep probability and the logic of cause and
effect. Karl Popper argues that it is impossible to
prove the existence of chance scientifically, and
when we talk about chance or luck, we are really
identifying our own lack of understanding of the
underlying rules. Luck is a futile attempt to keep
ourselves the focus of a system in which we are
actually quite insignificant. It’s a way to reclaim a
loss of control.

The Card Players - Anonymous Artist, after Lucas van Leyden

The Puzzle of Permadeath

The Puzzle of
Permadeath
The threat of permanent death in Angband and Dungeons
of Dredmor helps us take responsibility for our actions.

Matt Thrower

It’s the hole that keeps me coming back. Beneath
that hole are twenty levels of tedious grinding. After that, there could be anything: a vault
thronged with nightmares, a comedy level of
teleporting jellies, an epic battle straight from
Tolkien.
With every new game of Angband I stare at that
hole, dagger in hand, entranced by what could be
down there. The lightless pixels create an event
horizon beyond which the impossible is true.
Spells work, goblins exist, and ordinary humans
can carry ninety-nine Wooden Torches.

This is the magic of rogue-like games: a finger
ever-beckoning toward the mysterious and unpredictable. As with most magic, it’s founded in luck.
Random seeds flower into levels, treasures, and
challenges that are different every play. Luck,
however, is a slippery beast. Too much luck robs
players of agency, reduces them to spectators,
and tosses them on the seas of fate.
Striking that balance between luck and agency is a familiar challenge to David Baumgart of
Gaslamp Games. While discussing Dungeon of
Dredmor, the acclaimed and wacky rouge-like he
helped develop, Baumgart told me, “The appeal is
that you get a new experience, your own experience, every time”.

The Legend of
Chaos
Luck versus experience explored through the myth
of the Chaos Orb in Magic: The Gathering.

The Legend of Chaos
Paul King

support us
Five out of Ten is now on Patreon! We’re the magazine for
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Year Two

Year One: Reloaded

The Best of Us.
Enjoy our second year – Change, Power, Space,
Time, and Heart – in one lovely package.
A portion of sales from Year Two help support the
videogame charity SpecialEffect.

Remastered. Reloaded.
The first amazing year of Five out of Ten. Fifty
outstanding essays that refine videogame writing: investigative journalism, personal experiences,
childlike wonder and adult encounters.

#12 - Future

#11 – Soul

Shape the future.
Cinema, game theory, fathers, strong female
characters, the torture of choice.

Your words are as empty as your soul!
Hear the stories of Rogue Legacy, enter the
rhythm game community, learn about the
games time left behind, trace the fall of Max
Payne, explore adolescence in Kingdom Hearts.

VideoBrains
Talk about games,
with brains.
26th May 2015: Competition
Meltdown, 342 Caledonian Road, London N1 1BB
Chris Thursten, Philippa Warr, Alexis Trust, Chris Higgins,
Charlotte Roach, Ed Fenning, Christos Reid
Get tickets: http://bit.ly/videobrains

20th June 2015: All-Day Saturday Party!

Loading, 97 Stoke Newington Road, Dalston, London N16 8BX

25th July 2015: VideoBrains on Tour, Nottingham
The King William IV, 6 Sneinton Road, Nottingham NG2 4PB
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Watch talks online and pitch your own at http://www.videobrains.co.uk
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