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INTRODUCTION 
By revisiting Gilles Deleuze’s Postscript of Society of Control and philosophy of Gilbert 
Simondon, this paper tries to formulate a philosophical investigation and reflection be-
tween video game and surveillance. In Postscript of Society of Control, Deleuze reviews 
the notion of discipline society and counter-proposes a new form of control outside of 
Focault’s discipline society that is not only about institutions, space or enclosure any-
more. For Deleuze, computer will be the major force of control in our contemporary soci-
ety. His prophetical reflection on society of control is not only foresee the contemporary 
landscape of computational and algorithmic surveillance; but it also hints and yet he does 
not foresee video game as a new form and space of experiencing, exercising and reenact-
ing control and surveillance. In recent years, the issues of surveillance has been one of the 
key themes in game production. Ubisoft’s Watch_Dogs franchise (2014 and 2016) is one 
of the current mainstream examples of how video game incorporating the theme of sur-
veillance in video game. In this paper, with two recent video games from independent 
developers, Orwell (2016) and Paper, Please (2013), this paper shows that these two 
games correspond and echo the notion of control and surveillance of Foucault and 
Deleuze respectively and meanwhile, this paper affirms the power of simulation and Ian 
Bogost’s procedural rhetoric that allows the players to understand the inscribed messages 
inside the game, to experience horror of power and surveillance and more importantly, to 
exercise power with what Ian Bogost called “possibility space”. Grounded with this dis-
cussion, this paper also attempts to take a step further elaborating the relationship be-
tween video game and surveillance based on Deleuze’s concept of modulation that re-
veals the close connection of the philosophy of Gilbert Simondon. This concept is intro-
duced by Simondon in opposing hylomorphism since Aristotle. The notions of modula-
tion refers to the process of individuation by the metaphor of mould and brick. For Si-
mondon, individuation of an individual is continuous and reveals the inclusion of incom-
patibilities into new individuation; this philosophy has revealed in the Deleuze’s article. 
This philosophical insight allows us to bring forth the relationship between video game 
and surveillance: it is not an arbitrary relation but there is, in Simondonian perspective, 
genesis between these two disparate systems through constituting resolution of the ten-
sion between these two systems. From this perspective, this article tries to articulate an 
relational thinking in video game and thinks video game as a system that brings in ten-
sions, problematics and incompatibilities.  
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