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· Lots of shallow friendships = 00
· Common design mistakes: :m>Match based systems, viral

&systems, unsafe chats *
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seeingyou again ! · Repeated+ by chance interactions Basic Tools Anti Patterns· Persistent Identity· Density : #of ppl around matters
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·Separating Player by Skill· Offline CommunitiesKOGG.NISTICSSTISS · Rooms ·.MATCHES
· Preserve Cohorts· Friendships rarely transfer online

because of concurrency ratios
·Garbage Collection

·Need to build up new friendships
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Basic ToolsSimilarityFrance
USA

· Faction

·· People make friends with people like themβ o
.

N. Shared Experience> lower cost of social negotiation · Shared Interets/Goals☆ USSR
> often negative + strong filter ·Positive Fictional
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Identities

Reciprocity Basic Tools Anti Patterns
· Trade Scamming/DeceitMake a · Automated Initial Interaction
· Lack of Predictability

· Each intfriendlyoffergetapositive represent ⑱Non-zero Sum Guild Rewards · Extreme Power Differentials- · Trust grows Slowly, but crashes quickly
· Roles-fail if

you
don't collab. · Overdesigning for FreeloadersTrust allows us to increase stakes of eachα · High Interaction Costsinteraction

, deep friendships $$☆ · We are wired to reciprocate
s Can be bad... Manipulation
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。。我州面睡Disclosure Basic

Tools)
Anti Patterns
Immediately Introducing...Cone of Silence
· Real Names

· Real Friends Can SkipRisky,buttheonlywaytooa · Voice Chat
· Real Location
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