Crash course on digital games

Mark Chen – Feb 6 and 13, 2008 – Dixie Massey's literacy materials class

Definition of game

· Play activity with goals within a system (see Salen & Zimmerman)

· To play a game well it is necessary to learn the system = pattern recognition

· Pattern recognition is fun therefore learning is fun. (Koster)

· Different than other media because inherently interactive with embodied action

· but what is being learned?  game system or what it represents?  Or is that too simple and it's actually all socially mediated?

Genres of digital games

· Top-level uses an inconsistent categorization scheme – e.g. what's a flight sim?

· action

· adventure

· rpg

· strategy

· sport

· casual

· Action-based

· shooter, platformer, etc.

· Content-based

· horror, sports, etc.

· System-based

· rpg, turn-based squad combat, etc.

· Lots of genres have paper-based history (crpgs, strat games, etc.)

· Game studies should use all of these axes?  or maybe affective axis, embodied action axis, etc?

A couple of issues and controversies

· Violence – misunderstanding of games

· trainers – most gamers recognize how game system is not accurate simulation of offscreen life (Joseph)

· content – again, most gamers are focused on learning the system; difference between portrayed violence and embodied violence

· Addiction – treats games as valueless

Some affordances

· identity play (Gee) and perspective shifting (Galarneau)

· games as process, not object; games as culture, not artifact

· content and emotion merged in one (Lemke)

· systems thinking

· promoting sense of self in social system (like concept of networked webs – Dewey?)

· transmedia participation

Trends in games for education

· Serious games movement (Sawyer)

· COTS games for education (Squire)

To understand, use, and critique games requires a certain level of games literacy.

To do for next week:
1a. Play Arcanum:

· http://en.wikipedia.org/wiki/Arcanum:_Of_Steamworks_and_Magick_Obscura
· http://arcanum.rpgplanet.gamespy.com/
OR

1b. Play some free adventure games:

· http://www.indiegames.com/blog/articles/index.php?c=ad&y=2007&gid=0
· To play these on a Mac you'll need to download the Adventure Game Studio (AGS) engine: http://new.bigbluecup.com/yabb/index.php?topic=30021.0
· http://www.kongregate.com/games/Trickysheep/anikas-odyssey/?referrer=Trickysheep
2. Play some free web games (the ones we played in class):

· Planet Gambro - http://planetgambro.com/login.php
· Dragon Fable - http://www.dragonfable.com/
· Portal the Flash version - http://www.newgrounds.com/portal/view/404612
· Club Penguin - http://www.clubpenguin.com/ - join the Fjord server

· Feel free to IM me while playing: Gtalk: markdangerchen@gmail.com,

MSN: markdangerchen@hotmail.com, AIM: mcdanger999, Yahoo!: markdangerchen

3. Spend some time reflecting on the experience.

· Were there interesting decisions you had to make?

· How difficult were they to get into?

· What could you see of value?

· How important is the online community for these games?

· etc.

Other resources

Games culture websites:

· http://www.1up.com
· http://www.newgrounds.com/
· http://www.gamespot.com/
· http://www.gamerankings.com/
· http://www.gametab.com/
Games research:

· Terra Nova - http://terranova.blogs.com/
· Games and Culture - http://www.gamesandculture.com/news/
· http://gamestudies.org/
· Artificial Wisdom – reviewers of COTS games for educational and social benefits: http://www.artificialwisdom.com/
· Barry Joseph on Grand Theft Auto in the library - http://www.holymeatballs.org/2008/01/staff_reflections_gaming_the_d.html
· Galarneau, L. (2005). The power of perspective: Games and simulations for transformative learning. Games * Learning * Society (GLS) Conference. Madison, Wisconsin.

· Gee, J. (2003). What video games have to teach us about learning and literacy.

· Koster, R. (2004). A theory of fun for game design.
· Jay Lemke's site - http://www-personal.umich.edu/~jaylemke/
· Salen and Zimmerman. (2004). Rules of play.
· Ben Sawyer and the serious games movement - http://www.seriousgames.org/
· Kurt Squire's site - http://website.education.wisc.edu/kdsquire/
· Constance Steinkuehler's site - http://website.education.wisc.edu/steinkuehler/
· Taylor, T.L. (2006). Play between worlds.
