Reasonable semblances of procedural fairness are absolutely achievable for all players in the debate-game model to incentivize prep and clash 
Rodriguez, 2006- media theory professor at the City University of Hong Kong with a PhD from NYU (Hector Rodriguez, December 2006, “The Playful and the Serious: An approximation to Huizinga's Homo Ludens,” published in Game Studies, vol. 6 issue 1, fg) 
There is a core feature of playing that offers a huge potential for serious game designers. According to Huizinga, the consciousness of play as a separate and self-contained sphere is often reinforced by the pervasive tendency to enclose the players within a spatiotemporal frame, the so-called "magic circle", which isolates their game from the more serious tasks of daily living. The separation often consists in a literal physical precinct: a chessboard, ring, arena, field, stadium, stage, altar, etc. There are also sharp temporal boundaries, a clear beginning and an end, which clearly mark the game off as a temporary interruption of ordinary life. The game unfolds within a temporarily closed world. Moreover, the existence of the magic circle is closely related to the existence of artificial rules or conventions that hold only within this enclosure.[4] Higher cultural forms also unfold within a magic circle. The temple or sacred area, for instance, provides a self-contained enclosure for the performance of religious ceremonies in accordance with strictly codified regulations. Many other cultural practices, such as initiation rites, require the demarcation of a special place characterized by temporary norms of behaviour that hold only for the duration of the ceremony. The boundaries of the playing field mark off the arena wherein the special rules of the game hold absolutely. These rules often generate ideal conditions. Playful competition often requires, for instance, that all players be given an equal chance at the outset. Two chess players always receive the same amount of pieces in the beginning of the game, to avoid favouring one player at the expense of another. While perfect equality may be difficult to achieve in practice, competitive games establish artificial conditions designed to neutralize potential sources of unfairness from the outset. Thus questions of ethics lie at the heart of many forms of play. Huizinga himself asserts that gaming often has an ethical import, and so tends to acquire at least a touch of seriousness. To play is in many instances to test the player's strength, intelligence, effort, persistence, manual dexterity, spatial reasoning and so forth. The idea of fair play also suggests an element of moral evaluation at the heart of many games. Huizinga clearly recognizes the presence of this ethical element, which strongly implies that the demarcation of play from obligation is not absolute. The institution of the magic circle is a core element in the ideal of an ordered life ruled by agreed-upon conventions, which lies at the heart of human society. 
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