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Speedrunning a game like 
SMO is good for learning 

philosophy

While comparing my speedrunning work to other parts of my 
life, I notice that it has features that other parts of my life don’t 
have. So speedrunning helps by giving me practice doing these 
learning-related things. I can then carry over these improved 
(error-corrected enough) skills to other parts of my life.

feature: engage with existing 
knowledge instead of using 
knowledge that hasn’t been 
error-corrected enough. Helps 
avoid overreaching.

one huge advantage of 
speedrunning SMO over other 
projects is that there's tons of 
existing knowledge re project 
planning/organization than 
compared to other projects. 
especially considering that other 
FI people are/have 
speedrunning SMO. This helps 
avoid overreaching for people 
who aren’t yet good at planning 
learning projects.

Add link to mindmap of Tradition

Connect to structured vs 
unstructured/fragile knowledge. 
Maybe make mindmap and link 
it here.

feature: self-guidance, instead 
of needing constant feedback 
from others.

feature: having 
good attitude 
towards a learning 
project.

feature: working on 
a learning project 
over a long period 
of time.

feature: documenting/
summarizing what happened on 
each session of doing the project. 
This helps me analyze my 
existing habits/policies so that I 
can do better at changing them.

feature: creating customized 
solutions (geared for my 
current skill set) from 
generalized solutions already 
created by others.

feature: writing down 
my process of learning 
harder parts of the 
speedrunning route and 
following it. Then 
improve it and follow 
the improved process. 
Then repeat repeat 
repeat.

Example: add link to tree

feature: create my own 
project plan. set my 
own goals for the whole 
project and for each 
subproject.

feature: creating 
my own clear 
success/failure 
criteria.

feature: using clear 
success/failure 
criteria purposed 
for self-evaluation.

feature: easier to recognize 
when I’m overreaching.

feature: breaking down 
something into parts. 
Learn the parts 
individually, then 
combine them and learn 
the combination. Helps 
avoid overreaching. 

feature: work on 
learning simpler stuff 
first, which builds up 
skill, then try harder 
stuff using my improved 
(error-correct enough) 
skills.

feature: go slow 
(when learning 
something that’s 
not error-corrected 
enough). Helps 
avoid overreaching.

feature: discussion 
of easy-enough-for-
me topics instead 
of trying to discuss 
too-hard-for-me 
topics.

feature: taking 
suggestions from 
more knowledgable 
people even if I 
don’t fully 
understand why the 
suggestions work.

feature: exposing 
(on my own 
initiative) meta self-
discussion 
regarding exactly 
what I should do 
next for potential 
feedback.

feature: indirection.


