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Script: 

Ryan:  

Welcome to the podcast series The longest Rainy Sunday. This is episode 

2 (insert name of episode). We’ll be talking about KIDS, a relatively new 

game that was released in May 2019, just last year. This is a minimalist 

style game or interactive animation as some may consider, that was 

designed by Mario Von Rickenbach and Micheal Frei. And straight from the 

official description of the game, KIDS allows you to move with and against 

crowds until everyone is gone. 

My name is Ryan and I am the producer for this episode. 

Wendy:My name is Wendy and I’m the assistant producer for this episode.  

Roy: I am Roy, the line producer and main editor. 

Ryan:  

We’ll be having a conversation today about the playstyle, visual, audio, 

and some of our interpretation of the themes of this game. 

Roy:  

Alright so my first impression of the game was that it was hand-drawn. The 

art style had a very simplistic approach in its black and white aesthetics 
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and almost minimal use of background music. There were only a total of 

around 30 levels of the game, each involving multiple and identical hand 

drawn characters which looked like they came straight out of a Keith 

Haring painting. 

And so as its playstyle. The control methods were very intuitive as it only 

involved in clicking the mouse and dragging characters across the screen. 

Ryan:  

Yep, the game has minimalistic user interface, controls, and playstyle. 

Other than the episode select and main screen you're playing on, the only 

options you have are language, info (which is the credits), and quit.  

So this means there’s no explanation or instruction of what to do or how to 

progress in the game. We had to look at what’s going on in the animation 

and explore the options we have, which like Roy just said involved only 

clicking and dragging things. 

Wendy:  

Without clear instructions, when I first played it, I had no idea how to make 

progress on it. In the second scene, after the people pictured on screen 

jumping down the hole, I stuck for almost 5 minutes watching them falling, 

since I didn’t know where to click.  

Ryan:   

Yeah I actually have seen some gameplay in videos prior to playing so I 

had some idea of how to progress and didn’t get too stuck. But yeah In 



KIDS your only option is to try different things and interpret the feedback. 

So in your case after clicking on one of the figures, it slows in its fall and a 

mellow kinda dark bgm turns on, and You’ll need to keep trying to find out 

what the clear condition of the game is. 

Roy:  

I agree, when I started the game I had no idea how to go through the 

levels either, but I picked it up pretty soon haha. In the end I got stuck on 

this one level, where I control this one kid, but everyone else is 

surrounding him while keeping a circular distance around him.  

Wendy:  

I remember that scene about one person running in the crowd while 

everyone else keeps running away trying to avoid him or her. Especially 

living in the city, sometimes you will feel isolated or alone while 

paradoxically in a large crowd of people.  

Roy: 

Right, wherever he goes, it felt like the crowd was isolating him, just 

constantly, pushing and pulling him in a never-ending run. It was kind of 

depressing actually. But in the end, I realized that all I had to do was to 

continue running in any one direction. Until the crowd clears the path.  

Ryan: 

Yeah I think some stages of this game does require you to persist in your 

choice and follow through in order to clear the stage.  



This reminds me of the stage/scene where you had to control a figure to 

swim upwards against all the other figures who are sinking down. And 

once you reach the top and break through the surface, you find other 

figures and group up with them while forming a chorus. I feel like this 

represents how people with different ideas will eventually be able to find 

their own group with a similar voice, but in the end they become a group 

again and the same cycle goes on with people conforming their ideas and 

following the lead of others. Just like what happened in one of the next 

stages where you control a figure swimming down the water, with a few 

other figures following you. 

Wendy: 

That reminds me of the main theme of this game, conformity. While I was 

playing through the game, the word “crowds” in big bold letters came to my 

mind. It illustrates different ways that we interact in a crowd, the ways 

sometimes moving with the crowd and the ways moving against it. The 

game doesn’t make any commentary, but by presenting a series of mostly 

static scenes, it conveys to me the idea of how people’s ideas are easily 

changed by peer pressure.  

Roy: 

Yeah, I agree that people can very easily conform to social norms and 

pressure. How do you feel about the way conformity is portrayed in this 

game?  



Wendy: 

For me, conformity is not in itself a good or bad thing. While I play, the 

game is always looping in similar scenes over and over again yet every 

time it’s slightly different. In the scene of people pictured on screen 

pointing in different directions disagreeing with each other. At first, they all 

have different ideas on which way to go. I was able to progress by clicking 

on the people to change their minds until they agreed on pointing the same 

way. At last, they agree on a decision and progress to the next scene — 

falling down the hole. The hole could represent everything unknown.  

Ryan: 

Yeah, I feel like the hole could represent anything or a general trend. 

Maybe like playing the game that your friends are playing, choosing the 

popular major when applying to college.  

Wendy: 

Yep, sometimes you will feel more fit in and comfort conforming to the 

social norm. The scene that Roy talked about earlier about a kid running in 

the crowd while everyone else was keeping distance. I feel like this really 

shows the fear of disapproval by others and why people conform. 

Ryan:  

I agree, and now, looking at how much this game encourages us to think, 

as well as exploring in order to learn, in this case probing. Something 

Steven Jonson argued to be one of the qualities of and benefits of games, 



this little interactive animation that takes only about 30 minutes to play may 

seem more like a game than any other games. 

Ryan:  

And as we get past the stage of simply trying to find out the clear 

conditions, I’m sure you guys probably also tried to some extent instead of 

meeting the condition I often go on and play with the little figures on the 

screen. I have tried flicking them away or dragging them in different 

directions to see what the reaction of my controls will be. I found their 

actions and interactions to be especially amusing and satisfying thanks to 

the great visuals and audio of the game. 

Roy: 

Personally I think the overall vibe of the game that we discussed 

previously, was very effectively illustrated ( through the artwork and audio).  

I liked it when most of the time it’s a complete silence. And suddenly 

something you do would result in footsteps, clapping, and even all the kids 

singing in choir, which creates a very strong contrast. Similarly, the artwork 

also shows strong contrast with the black and white scenes. 

Ryan: 

Alright, since our time is almost up, I’d like to conclude this episode by 

relating back to the topic of our podcast series - The Longest Rainy 

Sunday. 



During quarantines and social distancing, in this time of crisis. People may 

have been exploring different games at home. And KIDS, a game that is 

amusing in it’s animation, playing experience, as well as its deep topic, 

came into people’s views and provided something to think about and 

reflect on in this long rainy afternoon. 

That concludes our episode! Thank you for tuning in and listening till 

the end, please look forward to the next episode next week!  

(Thank you) 

 


