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My initial risk of developing cancer by 30 (by 
gender & age in Canada) = 0.0167%

Survival chances (5 years) for breast cancer: 
88%

Individualized 2.0 BOADICEA risk calculation 
results for developing new, secondary cancers 
by age 40:

Breast cancer: 26%

Ovarian cancer: 2.5%

…by age 80:

Breast cancer: 83%

Ovarian cancer:   44%
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1. How does surveillance relate to 

games?  And why do definitions 

like “games” and “play” shape 

how we respond to both?

2. How do games change as they 

move from analogue to digital?

3. Why is gamification important, 

and how does it link to other 

practices such as Quantifying the 

Self?

4. How are quantification and 

surveillance linked through the 

Care of the Self?

5. What are links here to Gambling 

and Addiction?  Where are the 

differences and the similarities?
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Risk and fear of victimization are key lenses for 

viewing surveillance







A game is an activity defined by 

rules in which players try and 

reach some sort of goal.  

Play is ‘free movement 

within a more rigid 

structure’. Play emerges 

both because of and in 

opposition to more rigid 

structures, such as rules.





The ‘fun’ of the game rests on 

the sense of spontaneous 

involvement, the singular and 

exclusive focus on the game on 

behalf of the participants. 

One becomes immersed, 

engrossed in the game and the 

social interactions that the game 

system’s rules and goals evoke.



Work consists of 

whatever a body is 

obliged to do, 

and… Play consists 

of whatever a body 

is not obliged to do.
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5 year 

survival, 

for Grade 

3, triple 

negative 

cancer, 

post-

chemo:

70%





fitbit

fitbit

the competition



1. How does surveillance relate to games?  And 

why do definitions like “games” and “play” 

shape how we respond to both?

2. How do games change as they move from 

analogue to digital?

3. Why is gamification important, and how does 

it link to other practices such as Quantifying 

the Self?

4. How are quantification and surveillance 

linked through the Care of the Self?

5. What are links here to Gambling and 

Addiction?  Where are the differences and 

the similarities?

6. How do we successfully critique gamification 

and similar acturarial practices of 

governance that are masked by “play”?



Games change form, moving from analog to digital

“Free” play in 

analog space

Rules are locally 

negotiated. This takes 

substantial effort.





Games change form, moving from analog to digital

“Free” play in 

analog space

Rules are locally 

negotiated. This takes 

substantial effort.

Structured play in 

analog space

Rules are standardized 

and homogenized.

http://www.thehindu.com/todays-paper/tp-national/tp-kerala/bringing-back-the-good-old-games/article5977444.ece





Games change form, moving from analog to digital

“Free” play in 

analog space

Rules are locally 

negotiated. This takes 

substantial effort.

Structured play in 

analog space

Rules are 

standardized and 

homogenized.

http://www.thehindu.com/todays-paper/tp-national/tp-kerala/bringing-back-the-good-old-games/article5977444.ece

Digital Play

Rules are hidden within 

the black box of 

technology.
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how we respond to both?

2. How do games change as they 

move from analogue to digital?
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Gamification: 

the use of game elements in non-game contexts





theory-crafting in WoW by powergamers



Both games and gambling 

are about risk –

attuning to in-game risk to 

replace other, more 

unmanageable risks. 



Most people define gambling as pure chance, 
where you don’t know the outcome. But at the 
machines I do know: either I’m going to win, or 
I’m going to lose. I don’t care if it takes coins, or 
pays coins: the contract is that when I put a new 
coin in, get five new cards, and press those 
buttons, I am allowed to continue. 

So it isn’t really a gamble at all—in fact, it’s one of 
the few places I’m certain about anything. If I 
had ever believed that it was about chance, 
about variables that could make anything go in 
any given way at any time, then I would’ve been 
scared to death to gamble.  If you can’t rely on 
the machine, the you might as well be in the 
human world where you have no predictability 
either. 

Sharon – (Schüll, pg. 12)







Everyday (analog) 

metering 

reproduces 

everyday life and 

the construction of 

social problems. 

Quantification 

allows for 

aggregation and a 

collective picture 

of the social body.



Measurements make performances visible and 

thus reproducible.
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1. How does surveillance relate to 

games?  And why do definitions 

like “games” and “play” shape 

how we respond to both?

2. How do games change as they 

move from analogue to digital?
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Gary Wolf

“We step on a scale and record our weight. We 

balance a checkbook. We count calories. But 

when the familiar pen-and-paper methods of self-

analysis are enhanced by sensors that monitor our 

behavior automatically, the process of self-

tracking becomes both more alluring and more 

meaningful. 

Automated sensors do more than give us facts; 

they also remind us that our ordinary behaviour

contains obscure quantitative signals that can be 

used to inform our behavior, once we learn to 

read them.”



vs



Technology allows us to measure what was previously 

immeasurable, and share what was previously private. 

Image: Jenny Tillotson





Schüll – pg 154-156.

“Player value algorithms 

set calendars and 

budgets to predict when 

and how much  a player 

can be expected to 

gamble, generating 

“behavior modification 

reports” that suggest 

what kinds of solicitations 

he or she might respond 

to. “



Technology allows us to measure what was previously 

immeasurable, and share what was previously private. 

Image: Jenny Tillotson



Gamification makes the interiority of the body 

actionable by framing it as something to be 

measured, quantified and then acted on.



Games excel at providing actionable feedback, 

on a number of temporal scales, via visualizations. 







Exposing the minutiae of our 

everyday lives and delving for 

meaningful patterns

Using this data to improve 

ourselves; and

Inciting and maintaining 

behaviour change by making this 

self-improvement process more 

pleasurable. 



Gamified running apps use databases, 

automated value judgments, and “juicy” 

feedback mechanisms to stimulate desired 

behaviors.



Gamifying running is a social encounter between 

a community of players with a shared sense of 

identity: the healthy subject. 
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“In the beginning, there was excitement 

about winning, but the more I gambled, 

the wiser I got about my chances. Wiser, 

but also weaker, less able to stop. Today 

when I win-and I do win, from time to 

time- I just put it back into the machines. 

The thing people never understand is 

that I’m not playing to win”…

Mollie

Schüll, pg2



Why play if not to win?

“…To keep playing—to stay in that 
machine zone where nothing else 
matters…It’s like being in the eye of a 
storm, is how I’d describe it. Your vision is 
clear on the machine in front of you but 
the whole world is spinning around you, 
and you can’t really hear anything. You 
aren’t really there—you’re with the 
machine and that’s all you’re with.”

Mollie

Schüll, pg2





Age (New) Breast Cancer Risk 
%

Ovarian 
Cancer Risk

33 5% .2%

40 26% 2.5%

45 41% 7%

50 56% 11%

55 66% 16%

60 73% 21%

80 83% 44%

Individualized 2.0 BOADICEA risk 

calculation results for future 

cancers 



Gamification is about using 

veneers of games to deal 

with risk head-on



Chance 

of starting 

at square 

1 again:

Breast 

cancer:  

83%

Ovarian 

Cancer: 

44%



Gamification creates hyper-

aware actuarial subjects, 

making it much more difficult to 

sustain the “encounter” of the 

game





The gambling “encounter”, 

while equally surveillance-

dependent, is resistant to 

collapse, due to information 

asymmetries







Playful surveillance 

technologies can be 

developed and refined in 

terms of precision, accuracy, 

ease of use, and 

unobtrusiveness, and then be 

exported to other domains.



To unpack digital play and 

it’s implications for everyday 

life, especially governance 

and social control, we must 

unpack the algorithms that 

make it possible.





Thanks!

@jen_whitson


