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“FISH” is initiatively originated from my weary feeling. There was a time when the heavy working
loads make me feel both mentally and physically exhausted and then | began to imagine myself
as FISH which can swim in water, freely without big ambition, but small wishes. The idea

gradually turns into the motivation of this game.
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In contemporary game design, a lot of games are oriented by various purposes and behaviors,
such as money, damage, killing, war, plunder, occupation etc., however, most behaviors are for
a purposes, which reflects people’s various desires in real life. These games are intended to
meet the social and personal desires and provide temporary entertainment when initially
created. However this design method becomes the principle of a lot of games. Developers and
publishers are hoping to create more economic values through attracting more and more

people. If the initial purpose of a game is not just for entertainment, but money or the

10f3



satisfaction which are difficult to be obtained in real life, then the game is merely a nerve
paralysis tool. With such understanding, we hope “FISH” will be kept away from material gain,
providing a feeling of “Do whatever one wants, but with rules”. Players can get spiritual
entertainment through visual sense, auditory sense etc., rather than the superficial satisfaction
out of numbers. Therefore the concept of game mechanism is weakened in “FISH” and you can
find a large number of methods for the interaction between players and game world. Different
objects will have connection with players to distinct extents. This “micro-mechanism” will enable
players to enjoy the game at their own willing, instead of being constrained by some values and

rules in the game as well as becoming exhausted.

EFEHEERFD, XHERE: BEFXbzEMORER . £EFER, RREWE, EIF
THEXRIFERBZ B, BEIRAE—, YEBE. EINNES, EFREIATN T M
B9z, #2EMNEZELRRR, ARSI, A4 RETFHBNNERLE.
ANERZSFRE, AMIEXRET, BXRKRE, EEMNHRHPESFITHSPIREMNIE
K, RN EWAR—MHENENBER LA - ——MUIREERZHENBERE . KXE
BTHEXR—FAENAEESYIR. BHit, RAELHE &) f1, AMEBTEREXG—TIBEMH
HEY), BEERMAZFATOERNIMES, ATHEHR, mMASLTRE

In “Unfettered Excursion” written by Zhuangzi, there goes a quote “wandering in the world with
free mind“. In the opinion of Zhuangzi, the best excursion is the unfettered one in the world
nature and people are in harmony. At that time, Zhuangzi had the awareness that the social
reality that people were pursuing benefits, killing each other are actually driven by materials and
life is restricted in various distorted values. Similarly in some games, players are pursuing coins,
equipment, carrying their desires into games in the pursuit for the satisfaction in real life. Games
are taken as a spiritual tool to meet desires-- a kind of spiritual opium for desires, which is far
away from the content and original intention of games. Therefore, the motivation behind FISH is
to help people can get rid of purposeful behaviors, integrate themselves into the unfettered

excursion of games and prompt them to live in joys instead of desires.
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The nature of games should be interactive arts. Games are definitely capable of more artistic
interactions rather than merely reflecting people’s real desire. Game systems are used to
engage players in a recognition process. It puts the emphasis on that players will get full
understanding of various parts of the game and then they will move forward in continuous
studies and researches. However, on the other hand experience is also an important way for
interaction. In “FISH”, we hope to create a kind of game experience with no-purpose and no-
methods excursion and what players can experience is an inner heart journey without logic,
concept and recognition. What we have done is still far from the final goal; however, the
encouragement we got makes us feel warm. | sincerely thank every one who come and see our
works. Even though we still have a lot of hard work to do, we still wish what we have done so
far bring you some positive feedback and your encouragement will motivate us to go further and

further.
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