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Hyperobjects are objects that stretch so far 
across time and space that no one individual 
can experience them.

Hyperobjective is an online multiplayer 
game that lets you experience a hyperobject 
through experimental gameplay.

Within Hyperobjective is a real-time 
interactive simulation of earth’s projected rise 
in sea-levels: 10 meters over 2000 years. 
Not  simulated years - 2000 real years. 
The process is imperceptibly slow, but it’s 
unstoppable and irreversible. It will put large 
parts of London underwater. 

The game uses a second player P.O.V. and 
a 2000-year gameplay loop to foster a new 
form of subjectivity among its community of 
players. 

This subjectivity will constitute the ‘mental 
upgrade’ that Timothy Morton claims we 
need to collectively undergo in order to 
confront the hyperobject of global climate 
catastrophe.

THE HYPEROBJECT

subjectivity

HYPEROBJECTIVITY



Within 2000 years the gamespace will be 
flooded and all players will drown. 

Players have until then to build a solution. 
They must source, pool together and 
transport wood towards one collective 
construction site, where they will construct 
the hyper-project. 

The hyper-project will save everyone from 
the apocalypse. But apart from its use of 
wood, no one knows exactly what the hyper-
project will be. There are rumours of an ark, 
a rocket, a city on stilts - it’s too early to say.

The hyper-project is its own hyperobject - 
it’s so large that players can’t comprehend 
it. Gathering wood will take centuries, and 
construction of the hyper-project will take 
millennia, depending on how many players 
contribute and how collaborative they are.

Players will hand down this game to younger 
generations of players, who themselves will 
never live to see the completion of the hyper-
project. A generation of gamers will complete 
construction from a future that we cannot 
know.

THE HYPEROBJECTIVE





When you first sign into Hyperobjective, you’ll be 
given an avatar. It will look identical to every other 
avatar and will spawn at a random location on the 
map.

Hyperobjective restricts you from playing from your 
own avatar’s perspective. Your first job will be to use 
the POV toggles to locate yourself.

GETTING STARTED
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Traditional 1st and 3rd person gameplay perspectives 
glue the player to the centre of the universe and 
push everything else to the periphery of her vision. 
Her view of the gamespace derives from her 
movement. This limits opportunities for shared forms 
of subjectivity, embodiment and empathy.

In Hyperobjective’s second person gameplay, you 
control your avatar from the perspective of other 
players. Your body appears on-screen only when 
another player is looking at you, making all players 
entirely co-dependent. If that other player turned 
away, you’d be out of view from yourself.
 
Two or more players must spectate each other 
throughout the map to complete objectives. The more 
players spectate each other, the more efficiently they 
can complete the hyper-objective.

2nd person GAMEPLAY

1st person

3rd person

2nd person



a group of players go hunting for wood:
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CONTROLS P.O.V. BUTTONS

It’s important to explore the P.O.V. buttons so 
that you can spectate in new and unexpected 
ways. You’ll start to empathise with players 
that you’ll never meet but who are working 
towards the same hyperobjective.

Press R2 to spectate yourself from the 
player to your left. From fresh eyes you’ll 
realise that the way you are being perceived 
by others is not at all how you perceive 
yourself. This will be disorientatng, you might 
need a break from yourself.

 Press R1 to inhabit the body of a random 
player. You are now on the other side of the 
map. 

Press (R1+CIRCLE) for precision P.O.V. and 
body-hop from player to player. Spectate a 
group of 500 dedicated players chopping 
wood together; spectate a drowning avatar 
whose player has recently died; spectate the 
very first shipment of wood arriving at the site 
of the hyper-project. Continue this for a few 
months until you arrive full circle back at your 
own body. 
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death button
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A player’s avatar will die if

- it drowns
- The player holds down the death button
- The player dies in real life.

When an avatar dies, their body can be eaten to 
increase the strength and stamina of other avatars, 
or stitched together so make rafts with which to 
transport wood (picture right). 

Players are therefore encouraged to kill their own 
avatars in these three ways. 

death button

Rafts made of dead avatars



The gamespace is on a 1:1 scale of earth. There is 
only land, sea and trees. 

Players need to construct carts, bridges and boats 
to get wood back to the construction site. This 
transportation will itself be made of wood.

GAMESPACE
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In contrast, Hyperobjective’s 2000 year 
meta-loop (above) represents the ecological 
duration of rising sea-levels. When the 
gamer dies, the meta-loop continues.

All game design is made of concentric 
gameplay loops. 

Here are the gameplay loops of a traditional 
first-person shooter:

2000-YEAR GAMEPLAY 
LOOP

The core gameplay loop (or the ‘compulsion 
loop’) describes what a player is doing on 
a minute-to-minute basis. The secondary 
gameplay loop describes a player’s larger 
objectives, and the meta-loop describes the 
overall arc of the game.

A player distracts herself with smaller loops 
in order to complete larger ones.

Traditional meta-loops, like the one on the 
left, are limited to the duration of a gamer’s 
lifespan, representing the ideological 
duration of individual subjectivity.



Don’t think about dying soon. Distract 
yourself with small tasks, and soon 
you’ll be contributing to large tasks. 
Your death is only one of these small 
tasks, it will be collaborative and 
necessary. The large task involves 
everyone’s death, so you won’t be 
alone. 

If I’m going to die 
soon, why should I 
keep playing?



We often don’t care about or act upon 
hyperobjects because the hierarchy of 
problems is complex and non-linear. We 
can’t reconcile global issues with our 
immediate personal problems. This is the 
limit of subjectivity. 

Like all good games, Hyperobjective 
streamlines problems. The game doesn’t 
produce any problems distinct from the 
hyper-objective. All personal struggles are 
subsets of the collective struggle. 

This produces Hyperobjectivity: a collective 
experience that stretches beyond any one 
player’s body and lifespan.

Hyperobjectivity
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singing

Why am I singing? 

You aren’t. You are being sung to (you 
can’t tell the difference anymore).

All players are encouraged to sing together 
through their headsets in order to keep 
morale high and to pass the time while they 
gather wood.

Initially, players will sing competing songs 
over each other. It will sound awful.

But over decades, as comradery and 
hyperobjectivity grows, players will converge 
into one unified song. It’ll be a mash-up of 
hundreds of motivational melodies and lyrics 
and, hyperobjectively, the greatest and most 
inspiring song to gather wood to. It’ll be the 
only way players communicate with each 
other.

The fourth generation of players will set up a 
Hyperobjective E-Sports collective in 2400. 

E-SPORTS



DEATH SPIRALDEATH SPIRAL

You’ll love being dead, it’s just like You’ll love being dead, it’s just like 
being alive, you won’t even notice being alive, you won’t even notice 
the transition. the transition. 

Pictured: an ant death spiral, in Pictured: an ant death spiral, in 
which an army of fire ants circle which an army of fire ants circle 
around eachother until they die of around eachother until they die of 
exhaustion.The death spiral is a exhaustion.The death spiral is a 
testament to an ant’s commitment testament to an ant’s commitment 
of its body to the group, and should of its body to the group, and should 
serve as an inspiration to all players serve as an inspiration to all players 
of Hyperobjective.of Hyperobjective.



Game Testers needed!

If you are interested, please include short responses to 
these questions in your cover letter:

• On a scale of 1 to 10, how afraid are you of the 
climate crisis?

• On a scale of 1 to 10, how actively involved are you in 
tackling the climate crisis?

• Would you play a video game if you knew you would 
die before completing it?

• Are you afraid of dying?
• In what year do you expect to die?

Submit to hypeorbjective@gmail.com
 We look forward to hearing from you!

EARN £££££ PLAYTESTING 
THE SUPEROBJECTIVE PROTOTYPE! 

NO EXPERIENCE NEEDED!


