
 
Why is Hello a game? 
Why would you use a game to start conversations about a serious topic like death? 
We get this question a lot. When people hear the word "game" they often think of a trivial 

activity, but in fact, the way we behave when we play a game is anything but trivial. What 

defines a game is how we act when we play it: We take the limitations it imposes on us seriously. 

We don’t just accept the game’s rules, we embrace them. Think of any game, such as Monopoly, 

soccer, or even Tic-tac-toe. Each is defined by the boundaries and rules that are specific to that 

game, and to play, everyone must submit to the rules. You can tell how seriously we take games 

by thinking about what happens when someone defies them. Breaking the rules is a serious 

cultural taboo.  

 

Once we agree to the rules of a game, we really start to explore what we can do and find new 

ways to accomplish our goals. This generative nature is why games are exciting: we've entered a 

special space where learning is the natural outgrowth of the rules. 

 

In Hello, we've created a game based on a set of rules that helps everyone feel safe. Because it is 

a game, players feel naturally inclined to embrace rather than resisting those rules. And once 

they embrace the rules, they begin to explore the possibilities of the game – interpreting 

questions in new ways and discovering things that they didn't expect.  

 

That's why we chose to make a game about death and dying. But like any game, to understand 

Hello you really have to play it. If someone handed you the rules to Poker, you'd likely never see 

all the complex behaviors that result from a simple set of cards and rules. So if you want to see 

why we made this game, play Hello. We think you'll see why it's a game within 15 or 20 minutes 

of flipping the scoring coin.  


