RISE 6F THE VIDEOGAME 2ZINESTERS
@ THE PROBLEM yTH VIPEO GAMES

J0E0 GAMES AS ART FORM D Transmib AeaS & culint

° Bechiel Testi( 1) At L EeAaSF ZwomeN

2) whe falk +o each ethev
5) abont Some-f'bu'nj oH e Fan A ma n

*Moct JQVVIEJ are eorfcs of s'uMss‘pM‘JﬂmeS , made bf msular gronp

WHAT VIDEO GAMES NEED i come Fom ydev vawj“ of- pevepechve S

«Bawiev «mﬂ?g games: sechaical o(l‘fF\(‘u(h/ 40 wake

Make 3°'M dev opern 4o Gveﬂ[oV"C ’ Fwom( twt“l"‘"jgm[

L nedworle TV vs. Youtube

CULTURE OF ALIENATION k";

*Games as Mﬂ‘ﬂ"o“"”“”ﬁ“"d co b, M‘C-—dm'”akd aundicace
=7 wm(C— Am‘“ﬂ"‘d M"'M

- resullz U (eSS aa:cssib\hl-»,
cruncH

- 6hd(2S connince det Hat Hoey need 4o do counth .MM‘I\/ e
gt ooy with ble claim only vonte 4o game dev

WHATARE GAMES GOOD For?!
media SuifFed v diffewenr lc wds
ecplor Cyﬂcmfk dypwtmla‘

* Deffestnt of expusston
c RuleS =

- rM-FAAS‘WP blw aoﬁm/cuo_lu k CM”,W“'



@ BY YOuR m@ooT STRAPS

#q
#2

#2.

#q—:

#6:

CHouSE A Tool ﬁ“
INTRODUCE A CHARACTER %
TEACH YOUR CHARACTER -To Do SOMETHING @

L’Tcﬁ“\ ch‘av-loha INPUT FYGVMPhIeV
uve‘zs: when P‘“YCV Aﬂcs X/ chav d’e.s r

(NTRODUCE A SECOND CHARACTER %23
"’lzewhmsmP veteen charactes

WAKE SoME Not1S€ <)

ch(arl(—\’ (wevrhos w/ seincl efCects

RouND OuT THE PLAYER'S VUMBULM‘(QQ

L>(;;(¢¢, movl vﬁ/lﬂs/ mMove (vayS +O
commmuntcate v gamt

cEsiGN A Level ]
L> sequeng oL erears le’ev nCJM Mfl'j vevlsS

© RNISH THE stoey O3

L l%eJmn}nj k end of stevy aw thoA-mVl«"‘

L 7He Screen k end scveen = P(w[ev‘-‘
nderpretahon of gams

# 1 UAVE SOMEONE PLAY IT | THEN CHANGE 1T
b Haw s wnfamdor w) game iy it
l> e many ploydestors ag FO;S',LIL

#0: DISTRIBUTE YOUR Game

LNo ‘,0(;!" ) malc-(nj qava‘F no ont

i
#1 MmaE ANOTHER GAME ﬁ



