
 

RISE OF THE VIDEO GAME 21NESTERS

TheProblem With Video Games

createdby a publishers act as
small insular gatekeepers of gamecreation
group of

LET money at stakepeople

Result

onlysellsgamesto
a

publishers
only publish becomes
games that more 233followpreestablished more

insular audience
model

gamesonly predominantly
have1 maleyoungadults
perspective

enterthe
gameindustry

What GamesNeed as f fA pluralityofvoices
to be free anyone can contribute
tothis art form even hobbyists

WhatGamesDon'tNeed a transmissionof ideas and
culturefrompersontoperson

a culture of alienation as personalartifacts

falsesense thatknowledgeneeded tocreatevideo
not impersonal

games is unattainable w o specialinstitutions
elitism
Crunchtime1crunchmode
the industrygetsawayin it bc ithasconvincedemployees thatthesejobsaretheonlywayto
makevideogames

obsession w makinghits shouldallowourselves toexperimentfreelyinstead

what Are GamesGood For
A diff forms of art are better at communicating diffexpressions



Games suited forexploringsystemsanddynamics
Gamesgood communicating relationships

conclusion Gomnes as a form of art1expressionshouldn'tbe limited to
only the privileged

IchapterTH ByYourBootstraps

Below a series of tasks to stimulate youcreatively

Task 1 choose aTool
GameMaker Unity Twine etc

Task 22 Introduce a character

Task 3 Teach YourCharacterto Do something
meinput Press A to make jump forexample
Think about howcharacter's actionscharacterizesthem

Task 4 Introduce a Secondcharacter
whatis the relationship b w characters 1 and2

Task 5 Make SomeNoise
AddSfx

Task 6 Round Out the Player's Vocabulary
Givethe player more ways to communicate
fleshout rules

Task 7 Design a Level
Level Story

Task 8 Finish the story


