Lecture Notes- Video Games

· Myst, cyan 1993 (mac)/ 1994 (windows Pc)
· True 3d not only creating an illusion
· I, Robot, Atari, 1993.
· Wolfenstein 3D, Id soft ware, 1992.
· 3D graphics – useful fruitful point of view on the action. 
· Neverwinter nights, stormfront studios/SSI/TSR 1991.
· Multiplayer- important feature innovation of wonderful consul.
· Online RPG
· MInecraft, Mojang, 2011.
· E sport 
· Cory Arcangel, super Mario clouds 2002 

Halo 
Space – niche 
Not genre of games only one game
Prince of Persia 
Online multiplayer theory of gaming 
Video games and story telling 

Canon – of important games 
Successive generations of gaming hardware (mainframe computer arcade machines, homes consoles personal computers handhelds, mobile device)

What is a video game? How do we define it?
Defining video games:
· The concept of medium- medium is the message. 
· Essential elements: graphics, sounds, interface, gameplay- how fun is the game, what is the object of the game, and story analysis.
· Video games genres – action games it continues to evolve and develop.

· [bookmark: _GoBack]Auteur theory – method from film study author of the game stylistic stamp on series of games. Applied retroactively (problematic)
Auteur |əʊˈtəː, ɔː-|a film director who influences their films so much that they rank as their author.

· Theories of games and play (intro): Huizinga & callous 
· Galloway’s theory of “gamic action”
· Video game vs. electronic toys 
· “Simon electronic game (Milton-Bradley)
· Lite- Brite (Hasbro)
· Guitar hero vs. karaoke.
· The elements of a video game


Tables 2.1 in J. Newman, Videogames, 2nd ed.

· Graphics – any image that displayed and any effect performed on them, this includes 3d object 2d tiles 2d full screen, statics informational overlays and anything else the player will see.
· Sound – any sound 
· Interface- joy sticks any direct contact with in order to play the game
· Gameplay- how fun the game is 
· Story- background establishing services, all information any information player learn from the game
Genres 
7 categories of video games (Newman)
1. Action and adventure 
2. Driving and racing 
3. First-person shooter 
4. Platform and puzzle 
5. Role playing 
6. Strategy and simulation 
7. Sports and beats-em-ups.

· Problematic – generic are insufficient.
· Stop gap – fully analyzing of a game.

Notes continued
· Ludic 
Expressed clearly; easy to understand: a lucid account | write in a clear and lucid style.
• Showing or having the ability to think clearly, especially in intervals between periods of confusion or insanity: he has a few lucid moments every now and then.
• Psychology (of a dream) experienced with the dreamer feeling awake, aware of dreaming, and able to control events consciously.

· The point of arcade system what is the function of the machine- to make much money as possible (Computer space arcade cabinet, Bushnell/Nutting, 1971.)
· (Book by Newman) – defines video games negatively.
· What video game isn’t?

Article Galloway- Gaming: Essays on Algorithmic Culture

Expands the field of video game
· Gamic in action four moments
· 1st – distinguish between the operator and the machine.( the player, the operator and the machine),
· 2nd -diegetic and he non diegetic space (diegetic the world of the video, the space you imagine the action, the world of the game, non-diegetic real world space living room where you are playing the game)

Diegesis |ˌdʌɪəˈdʒiːsɪs|
Noun (pl.diegeses |-siːz| )
a narrative or plot, typically in a film.

· Action made medium 
· Diegetic machine acts and non diegetic machine acts, diegetic operator act, and the non diegetic operator act (the four components according to Galloway)
· Operator face the world of the 
· What are the dimensions of a game?
· Ambiance act.
· 
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