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Note: name order for fictional characters is given as first name then surname

Aarseth, E.  21-2, 44, 45-6, 47-8
Abe’s Oddysee 208
absorption 52, 145, 197, 201
acoustic representations: see auditory
clements; sound effects
addiction 51
aesthetic properties 3, 10, 159-60,
180-1, 191, 197
aesthetics 197
see also philosophy of the arts
affective framing 145
affective responses 140, 144, 155
see also emotion
affordances 197
Bomb Da Base II 94
encoding of games 95, 96
fictional action 80
Grand Theft Auto IV 92, 96-7,
109
linearity 97
menu 82
tagged 81
Tetris 108
Age of Empires 21,72
age-play 152, 161
aggression 99, 153-5
see also violence

aircraft simulator thought experiment
135, 146

album example 18
Aleatoric writing 21-2
algorithms 197
artworks 56
games 90-1
goal-directed 95
performance 58-9
procedural narrative 127-8
rules/objectives  8§9-90
vector graphics 64
American Beauty (Mendes) 118
American Ninja 165
American Psycho (Ellis) 161
America’s Army 31
America’s Cup yacht racing 49
Anderson, C. A. 8, 154, 155, 157
Anderson, P. T.: Magnolia 190
animation 64, 65, 69, 72
Anna Karenina (Tolstoy) 141, 143
appreciator 143, 149, 161, 180
arcade games 76, 79, 197
Aristotle: Poetics 182
Arnolfini Marviage, The (Eyck) 70,
174
art
artifacts 191
BioShock 173
challenging 168, 189
classification 173-4



definitions 16, 25, 176, 178
disjunctive theory 190, 192
emotion 131-2, 139, 188-9
Grand Theft Auto IV 68, 191
historical theories 177
judgment 194-5
morality 153, 162
technological developments 59
and videogames 1-2, 11-12, 70,
172, 174, 175-6, 180-95
art direction 172
articulated fictive props 65, 148, 197
artifacts/art 191
artificial intelligence 83, 198
artistic development 4, 6, 8, 193
artworks
aesthetic qualities 159-60
algorithm 56
classification 174
individuality 187
morality 152, 159-60
narrative 161
pragmatics 163
skill /virtuosity 184
status 177-8
see also art
assassin missions 126, 132
Assassin’s Creed 82
attachment 107, 186
auditory elements 61-2, 77, 147
see also music; sound effects;
soundtracks
auteur 113, 186, 187-8, 198
authorial control 58, 115, 125, 128,
129
automatic appraisal mechanism 136
avant-garde 178-9, 190, 195
avatar 70, 205
Azeroth (in World of Warcraft) 35-6,
52

Baer, R. 34

Baldur’s Gate 68

Balicer, R. 37

bank robbery example 150-1, 170
banning subscribers 36
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Barboza, D. 36
Baztlefield: Bad Company 121
bear and tree stumps example 41
beauty: see aesthetic properties
behavior
first-person shooter games 104-5
imagination 145
roles 66
social 156
World of Warcraft 108-9
behavioral norms 11, 51, 102, 198
belief-states 39-40, 134-5, 136
see also make-believe; pretense;
suspension of disbelief
Beowunlf 122
Big Daddies (BioShock) 130-1, 134,
142, 205
biography 38-9
BioShock
alternative endings 126
as art 173
Big Daddies 130-1, 134, 142, 205
branching narrative 148, 198
emotion 130, 189
empathy 130-1
Little Sisters 126, 130-1, 132,
133, 134, 136, 139, 142, 148
in medin ves 124
morality 9, 110, 168, 169
player discovery 124
Rapture 61, 130, 148
respawning 206
sound effects 134
as successor to System Shock series
188
sympathy for characters 147
untrustworthy narrator 125
bitmapping 63, 182, 198
Black and White 72-3,132
Black Hawk Down 111
Blake, B. 156
Blazing Saddles (Brooks) 57
Blizzard 7, 36, 188
blood in games 160-1
board games 30-1, 106
Bomb Da Base II 93-4, 98, 100
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Bond, E. J. 177

boss battle 37,98, 198

bots 83, 198

Bradley, M. 27, 30-1

branching games 118, 148
branching narratives 125-6, 148, 198
Brand, J. E. 7

Bregman, A. S. 147

bronze casting 183, 193
Brookhaven National Laboratory 26
Brooks, M.: Blazing Saddles 57
Brown, D. E. 178

Buckley, K. E. 154, 155

bugs in programs 107

Bushman, B. J. 154

button controls 101

Caillois, R. 91, 104
Call of Duty: Modern Warfare
All Ghillied Up 119
artificial intelligence 83
conversation/narrative
cut-scenes 112
first-person perspective 121
134
narrative 118-19
night vision 39
Pripyat 111-12, 119, 134
role-playing 111
screen color 76
Soap McTavish 73,111, 117, 121,
170
virtual camera
Call of Duty series
camping 107, 198
car racing games 24, 49, 73, 143,
182-3, 184-5
see also Gran Turismo
Carl Johnson/CJ (in San Andreas)
3-4,53-4, 58
Carroll, N. 16, 40, 139, 140, 152,
158, 159-60, 161, 175, 194
cartoons 168
Castronova, E. 44, 102, 104
catharsis 155
causal relationships 141

120-1

music

112
83, 89

censorship 161, 170
Cézanne, P. 183
challenges 116, 117
characters
attenuation 72, 73-4
back-story 9
Euphoria engine
fantasy 114
functionality 116-17
game fodder 147, 166
interactivity 70
leveling up 117, 189, 203
moral significance 166
narrative 116-17
non-player 83
Oblivion 123
sympathy for 147-8
see also player-character
cheating 36, 103, 107, 108

65, 127

checkers 91, 106, 107
cheesiness 113
Chell (in Portal) 5,73
Chernobyl disaster 111-12, 119
chess 207
disjunctive 88
rules 87, 90, 98, 103
transmedial 29, 30, 31

as videogame 24, 27,72

child development studies 157
children
context 169-70

effects of videogames 155
pretense 25,42, 82, 106
social learning 167
Cho, S.-H. 158
choice architecture 98, 204
Choose Your Own Adventure 23, 207
cinematography 67, 112, 194
Civilization 21, 66, 206-7
classic game model 22-3, 88
classification 161, 170, 1734
claustrophobia  146-7
cluster theory 172, 175-80, 192-3,
198
cognitive moralism 159-60, 164,
198



cognitive science 10
cognitive state 198
emotion 132, 137, 200
make-believe 52, 135
morality 151
unasserted thoughts 40
Coleridge, S. T.: Biggraphia Literaria
39
collision detection 35, 65, 198-9
Colossal Cave Adventure 27, 35, 182

Columbine school massacre 8, 157
Commando 165
communities of gamers 167, 174

competition 106, 192, 193
Computer Battleship 27
computers 26, 28, 55, 63
Condemned 124, 147
conditions, set of 177, 199
connoisseurship 174
consciousness, naturc of 123
consenting adults 170
consequences, lack of 146
consequentialism 199
meta-study 154
moral criticism 153-4
negative effects of videogames
154-6, 171
psychological studies
156-9
significance 155

153-4,

consoles 6, 7,55, 101, 180, 199
content 92, 124
context 137,167, 170

contextualization 164, 165, 166
contingency 97, 118, 199
control manipulation 101-2
controller 54, 79, 101, 199

see also motion-sensing
conversation 78-9, 82-3, 120-1
cooperative modes 93-4, 106
coping methods 138-9
correlational links 154-5
Counterstrike 104, 185
Crash Bandicoot 66, 67
crime simulators  150-3
criminality  150-1, 161
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cross-cultural issues 179-80
Csikszentmihalyi, M. 52

Cubism 183
cup, as concept 176-7
Currie, G. 38, 40, 41-2, 115, 128,

162
cut-scenes 199
articulated fictive props 65
excised 120
gameplay 113
God of War 116
Grand Theft Auto IV 110, 112,
113
length of 186
Metal Gear Solid series 113
narrative 94, 112
scripted 110, 114
cyber texts 22
cyberspace 44
Cyrodiil (in Oblivion) 2, 3, 24, 52,
67-8, 77,123, 147

Dahl, R. 169

Damasio, A.
146

Dance Dance Revolution 54

dance games 20, 54

Dark Brotherhood (in Oblivion) 123

Darth Vader (in Star Wars) 43, 44,
57

123, 136, 138, 144-5,

Davies, S. 16, 25, 142, 162, 177
Dawkins, R. 12
death 118

see also respawning
death-match 93, 106, 199
decapitation 161, 168, 170
decision space 144
declarative prompts  94-5, 199
default controller configuration 101

definiteness 119, 127
definitions
art 25
disjunctive 25, 28, 29-30, 88, 177,
178, 200

essential 18
nature of 25
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definitions (cont’d)
necessary and sufficient conditions

17-18, 199
nominal 16-17
real/empirical 17-18, 205
videogames 15-16, 25-32

DeGaetano, G. 9, 154

Dennett, D. C. 83, 90

depth of focus 112

152-3, 154, 155, 199
98, 112, 131, 132,

desensitization

Devil May Cry
133-4

Diablo series 188

dialogue 79, 122, 186

Dickie, G. 176, 177, 190

diegetic representation 74, 75, 76,
82, 199

digital technology 6-7, 48

Dill, D. E. 8, 154, 155, 157

direct address to audience 57

disclosure, narrative of 124, 204

disconnectedness 114-15
discourse generator 128
disgust 134, 137

disinterestedness 104
disjunctive definition 25, 28, 29-30,
88,177, 178, 200
disjunctive theory of art
Disney movies 168-9
Dolby audio 76
Donkey Kong 30, 66, 89, 191
Doom 8,75, 157, 182
dragons 44

190, 192

Drake’s Fortune: see Uncharted: Drake’s

Fortune
Duchamp, M.: Fountain 178, 179
Dungeons and Dragons 21-2, 59,
70-1, 117, 206, 207
dupe 107
Durkin, K. 154
Dutton, D.
aesthetic qualities 180
art 178, 189, 191
artworks 192
avantgarde 178-9
cluster theory 177-8, 188

disjunctive theory 25, 190
imaginative experience 183-4
skill /virtuosity 184
special focus 187
dynamic graphical models
47-8, 49
dynamic objects

45-6,
64, 65

Eco, U. 12
Edge 63
editing 84, 112
Edwards, C. 156
Ekman, P. 136, 138, 144
elation/frustration 131, 133, 145
Elder Scrolls, The: see Oblivion
electronic games 27
Ellis, B. E. 161
email logs 79, 131
emergent gameplay
emergent narrative
emotion 200
appropriate 143
arts  131-2, 139, 188-9
automatic appraisal mechanism
136
BioShock 130, 189
cognitivist 132, 137, 200
Devil May Cry 131
eliciting 135, 136-7
132,134
fictive 141-2, 144
game world 11, 139
interpretation 13
involvement 131-2
lack of consequences 146
139-40
mistaken beliefs 134-5
music 77-8, 134
physiological response 138
player-character 122

97, 123, 200
123, 200

fictional

make-believe

players 143-4
pretense 139
responses 138-9, 151, 188-9

self-directed 143-4
significance 160
social 148
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sounds 76-7 post-apocalyptic society 8, 168
soundtracks 77-8, 134 violence 8, 160-1, 170
videogaming 11, 132-3, 143-8 fanboys 185-6, 200
see also paradox of fictional emotions  fantasy characters 114
empathy 130-1, 143 fantasy games 67,71
Empirve Strikes Back, The 43 see also specific games
encoding of games Feagin, S. 40, 143, 162
affordances 95, 96 fear 131, 137-8, 140, 142, 188-9
fiction 104 FEAR 99
form/content 92 fiction 200
gameplay 126 appreciator 105-6, 143
linearity 119 causal relationships 141
rules 107 encoding of games 104
separateness 146 immortality 153
endings, alternative 126 make-believe 40-1
engagement 55, 56, 136, 139, 174 modal 76
episodic TV sitcoms 124 and narrative 23-4, 117
epistemic access 79-80, 146 nested 82, 100
epistemic actions 66, 74, 80, 133 pragmatics 38-9
epistemology 74, 83—4, 200 virtuality 48-9, 50-1, 60
ergodic items 21-2 visuospatial 62, 76
Escape from Monkey Island 79 Walton 50
Escher, M. C. 5 fictional actions 24-5, 41, 53, 80—4,
essence 18, 200 152, 153, 163
Euphorin engine 65, 127 fictional interaction 55-6
event generator 128 fictional world 151
Everquest 44, 45 affective framing 145
executions in videogames 150 and game world 44, 200
experimental literature 22 ontology 42-3
exploits 37, 107, 108, 200 props 42, 67-8
exploration 182-3 fictive practice 159
Cyrodiil 147 fictive props 61-2, 84
first-person shooters 124 articulated 65, 148, 197
freeplay 88 cliciting emotion 136-7
Liberty City 58, 84 fictional worlds 67-8
linearity 2 make-believe 136
sandbox games 80 manipulation 101
explosion effects 99 self-preservation  65-6
extrinsic 104, 200 first-person shooters 201
Eyck, Jan van: The Arnolfini Marriage behavior 104-5
70, 174 BioShock 130
Call of Duty 111
Fable 2 169 characters 73
Fallour 3 11 childhood pretense 106
maturation 169 default controller configuration 101

narrators 115 exploration 124
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first-person shooters (cont’d)
force-feedback controllers 79
frustration/elation 107
gameplay 103
Half-Life 75
motion-sensing 545
multiplayer 83
System Shock 2 124
and tag 96
team-based 99
Timesplitters 2 106
Unreal Tournament 3 69
see also player-character
flight simulators 23, 25, 28, 34,
50
see also aircraft simulator thought
experiment; Microsoft Flight
Simulntor
flow 52,181, 201
focal depth blur 67
Folklore 67
force-feedback controllers 79
form and content 92
formal channel 98
formal property 92, 201
Forrest Gump (Zemeckis) 48, 163
fragging 106, 201
frame-rate 65, 69, 201
frantic gameplay 181
Freedman, J. 154, 155
freedom, personal 170
freeplay 87, 88, 108, 114, 201
freewill 130
Frogger 31, 191
frustration 107, 131, 133, 1434,
145
functionality
characters 116-17
extrinsic 104
gameplay 114
Peter Jackson’s King Kong 75-6
representation 62
situational qualities 102

game-books 22, 23, 125-6, 198
game engine 62-3, 84, 89, 201

game world

discrete 105

emotion 11, 139

epistemology 83-4

experiencing 74-9

and fictional world 44

harvesting resources 9

proxy, fictional 74

and real world 116

status 44

and work world 43, 57, 58
gamepad 81
gameplay 201

arts 174

cut-scenes 113

emergent 97, 123, 200

encoding of games 126

frantic 181

functionality 114

Grand Theft Auto IV 92-3, 99,

109, 114

interactive involvement 86-7

kinesthetic pleasures 181

Metal Gear Solid series 186

Myst 86

narrative 116, 129

on-rails 67,119

Portal 95-6

rules and objectives 29, 90, 103

sustaining 165-6

virtual camera 112
Gameplay 5
gameplay chute 98
games 90-2

as artforms 174

branching 118, 148

definition 86

ludic 87-8, 203

and puzzles 20, 88-9

rules and objective 21, 29, 88-9
games magazines 185-6
games studies 10, 15, 103, 152, 201
games theorists 15, 151
gaming

community 174

critiques  185-6



history of 34
intellectual challenge 189
Internet review sites 179
objective-directed 88
unbalanced 106-7
see also videogaming
gaming tournaments 104
gangster genre  99-100
Gaut, B.
aesthetic qualities 180
art 16, 176, 189, 191
artworks 192
cluster theory 177, 188, 193
morality/art 152, 153
skill /virtuosity 184
geeks  166-7
Gentile, D. A.
Gibson, W. 44
glare effects 67, 112
God of War 89, 116, 160
god-gaming 72-3, 132, 201
gold-farming 36, 201
Goodfellas (Scorsese) 112
Gordon Freeman (in Half-Life) 75,
121
Gran Turismo
collision detection 199
frustration 143-4
NASCAR driver 156
real race tracks 24
sound effects 76
vibrate function 79
Grand Theft Auto: San Andreas
5-6, 53—-4, 58, 81
Grand Theft Auto I1II 73—-4, 108
Grand Theft Auto IV
acoustic modeling 77

154-5

3-4,

affordances 92, 96-7, 109
alternative endings 126
as art 68, 191

assassin missions 126

book on 173

branching narratives 127, 198
cooperative modes 93-4, 106
110, 112, 113
94-5

cut-scenes
declarative prompts
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driving in 101, 181
Euphoria engine 65
explosions 99
fictional mobile phone 82
freeplay possibilities 108
game/narrative balance 148
gameplay 92-3, 99, 109, 114
hilarity 162
immorality 153, 162, 165-6
length 117
lighting effects 173
maturation 169
multiplayer modes 93
release of 187
representationally robust 92
sympathy 147
virtual camera 67, 75
water effects 69
women,/minorities 164
see also Liberty City; Niko Bellic
Grand Theft Auto series
beliefs 39
4,167-8
contextual sophistication 170
exploration 80
free-gaming 58, 87
interactivity 53, 167-8
missions 204
morality 8-9
multiplayer death-matches 167
sales 7

comedic

soundtrack 78
4,9, 58, 150
virtual camera 67, 75
see also specific games
graphical representations
161, 165, 180-1
graphics cards 180
graphics pipeline 67
Gray Prince (in Oblivion) 132
Greece, Ancient 192, 193
Greenfield, P. 97, 184
Grid: Race Driver 184-5
griefing 103, 108, 202
Griffiths, M. 154, 155
Griffiths, P. 137

violence

69-70, 114,
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Grimm, Brothers 169
grinding 36, 201, 202
Grossman, D. 8-9, 154
guilt 9,133, 139, 142, 149
gun as prop example 45-7

Haidt, J. 137

Hakur the Soul Flayer (in Worid of
Warcraft) 137

Hualf-Life 4,75, 121

Halo series 7, 103

Happiness (Solondz) 167

haptic elements 61-2, 76, 79, 202

Harris, E. 8, 157, 166

haze effects 67

head up displays (HUDs) 75-6, 82,
202

Heavenly Sword 180

helicopter flying 94, 100

Higinbotham, W. 26, 34, 63

hilarity 162, 168

Hobbes, T. 168

Hobbit, The (Tolkien)

145, 202

160

44-5
homeostasis
horror elements
horror movies 132, 143
Houser, S. and D. 187-8
HUDs (head up displays) 75-6, 82,
202

Huizinga, J. 91, 102-3, 104, 203
humor 4, 78, 167-8
Hunt the Wumpus 27, 35, 182
hybridity of videogames 23, 26
hypothetical thinking 202

see also fiction; make-believe; pretense

icons 81

Id Software 182

identity 70, 73-4, 123, 124

imaginary 137-8

imagination 38, 41-2, 68, 88, 145,

202

imaginative experience 183-4

immersion 11, 44, 183, 187
absorption 52, 145

magic circle 102

make-believe 51, 139-40, 184
self-awareness 61
immorality 151-2; 153, 163, 168
improvisational theatre 47
Imran Zakhaev (in Call of Duty)
111-12, 120-1
in medin ves 124, 189, 202
individuality in art 187
Infinite Jest (Wallace) 190
intentionality 38, 83, 202
interactions 81, 82-3, 88
Interactive Entertainment Association
7-8
interactive fiction theory 15, 19,
23-4,53-9, 115, 133, 151
interactivity
characters 70
defined 22, 32
Grand Theft Auto series 53, 167-8
improvisational theatre 47
Internet sites 28
Liberty City 95
127
narrative 11, 23, 114, 120-9
novels/videogames 45
physical 181
props 52
strong/weak 56-7
videogames 29, 32, 46, 101
interdisciplinarity 10
internalism 52
Internet 7, 28, 179
interpretation 13, 54, 90-1, 116,
125, 161
202
151, 152-3, 154, 165, 202
86-7, 88, 114, 131-2,

limitations

intrinsic
intuitions
involvement
143

see also absorption; immersion
Iraq war 39
isometric game 66, 202
James, H.: Turn of the Screw 43
James vs. Meow Media 157
jerkiness 181
Johnson, S. 116



Joyce, J.: Ulysses 174, 183, 187

joysticks 54, 81

judgment 151, 194-5, 202
“just a game” justification 152-3
Juul, J.

consequences of games 104
emergent gameplay 97
fiction in videogames 38, 95
gaming definition 15, 88
hybridity 23, 26

magic circle 102
progression in games 182
rules as algorithms 89
transmedial games 21
videogames,/board games 30-1
videogames as fiction 22-3

Kant, I. 104
Katamari Damacy 73
Kelman, N. 172-3
Kenny, A. 132
Kent, S. 34
Kentucky school shooting 157
Kerlow, I. V. 66
key frame animation 65
keyboards 54, 81, 101
Khaled Al-Asad (Call of Duty) 111
killings 117-18, 166

see also assassin missions
kinesthetic pleasures 181

kinetic stories 20, 111
Kivy, P. 134

Klebold, D. 8, 157, 166
Kojima, H. 113, 186, 187
Kutner, L. 154, 167
Lamarque, P. 38, 40, 140
language 38, 89

Le Doux, J. 137, 138, 141

Legend of Zeldn, The 116

LEGO Star Wars 57

Lemmings 189

Leopold Bloom (in Ulysses) 183

Lester Burnham (in American Beauty)
118

leveling up 117, 189, 203
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levels 189, 203
Levine, K. 188
Levinson, J. 132,139, 162, 177
Liberty City (in Grand Theft Auto IV)
200
aesthetic representation 183
bank robbery 150-1, 170
details 67-8
driving around 181
exploration 58, 84
freeplay 114
immersion 52
interactivity 95
multiplayer modes 93
ontology 43
Liberty Valance example
lighting effects 67, 173
lily concept 17, 18
linearity 203
affordances 97
as criticism 98
definiteness 119
encoding of games 119
exploration 2
normativity 119
sandbox games 97
linguistic representations 76, 78
Little Sisters (in BioShock) 126,
130-1, 132, 133, 134, 136, 139,
142, 148
LittleBigPlanet 197, 205
Livingston, P. 111
loading screens 69, 203
Lopes, D. M. 22,56, 59
Lost 190
lost-wax technique, bronze casting
183, 193
Lucas Arts 79
ludic games 87-8, 203
ludology 15, 19, 21-2, 203
Luke Skywalker (in Star Wars) 43

45-6

McCauley, R. 137

machinima 173, 176, 203
Madden NFL 21

magic circle 91, 102-3, 187, 203
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Magnavox Odyssey 34
Magnolin (Anderson) 190
Mahabharata 103, 203
Mabhler, Gustav 174
make-believe 203

cognitive attitude 52, 135

emotion 139-40

fictions 40-1

fictive props 136

immersion 51, 184

play 87

videogames 42, 44

videogaming 136

Walton 55

see also children: pretense
Manbunt series 150, 164, 165
Maori carvers 178
Mass Effect 57,79, 122, 147
Massively Multiplayer Online Role

Playing Game (MMORPG) 7,
203

Medal of Honor: Frontline 113, 144
media representations 49, 156
media studies 50
Meier, S. 188

Mélies, G.: A Trip to the Moon 193—-4

Meninas, Las (Velasquez) 70

mental shifts 40

menus 78, 82, 101, 203

meta-game 100

Metal Gear Solid series 113, 185,
186

Metris 27-8

Microsoft Flight Simulator 23, 32, 50,

87, 150
Microsoft Word paperclip 25, 28
Miller, R. W. 162
minorities, representations of 164
missions 82, 100, 119, 204, 206
assassin 126, 132
Miyamoto, S. 188
MMORPG (Massively Multiplayer
Online Role Playing Game) 7,
203
mobile phone, fictional 82
modality 61, 76, 83-4, 204

modularity 69
moral criticism 152, 159, 164
moral panic 152, 204
moral qualities 159-60
moral response 151, 162
moralism 159, 168-9
cognitive 159-60, 164, 198
morality
art 153, 162
BioShock 9, 110, 168, 169
cognitive judgment 151
fictional actions 53, 153
freewill 130
Grand Theft Auto series 89
intuitions 165
maturity lacking 153
pretense 163
significance 152, 164-5, 166
videogames 1,9, 105
videogaming 8, 93, 162
violence 151
Moravcsik, J. 177
motion capture 65, 72
motion-sensing  54-5, 81-2, 101-2,
204
motivations, internal 65
mouse 81, 101
multi-appreciator fictions 105-6
multiplayer modes 35-6, 83, 93,
105-6, 109, 167
Murray, J. 19-20
muscle memory 101
museums 190
music 77-8, 134
see also soundtracks
music games 20, 54
Myst 86, 182

narrative 204
branching 125-6, 148, 198
Call of Duty 118-19
character 116-17
conversation 120-1
cut-scenes 94, 112
of disclosure 124, 204
disconnectedness 114-15



emergent 123, 200

episodic 124

and fiction 23-4, 117
fractured 117-18

functioning of 110

and gameplay 116, 129
imagination 68

interactivity 11, 23, 114, 120-9

plot 111

Portal 5

procedural 127-8

puzzle games 20, 189-90

quest form 122-3

Sims, The 117

sustaining 117, 118

videogames 19-21, 110, 114, 115,
120

narrative arc 124, 132

narrative artworks 161

narratology 15, 19-20, 204

narrators 79, 115, 125

Nathan Drake (in Uncharted: Drake’s
Fortune) 71-2,117-18

Nathan Hale (in Resistance) 124-5

naturalist definition of art 178

Naughty Dog 72

Nazi Party Congress film 163

Neill, A. 136, 141-2
Neolithic cave paintings 178
nesting of fictions 82, 100

neural pathways 137

New Zealand Ministry of Internal
Affairs 165

Newman, J. 15-16, 24-5, 52, 87,
105

night vision technology 39

Niko Bellic (in Grand Theft Auto IV)
71-4, 84, 99-100, 113, 136, 148,
151

Nintendo Wii

nominalism, categorial

non-fictive things 47-8

non-productive activity 103-4, 187

41-2

98, 108, 189, 204

162

6, 54, 81-2, 101-2
18, 19, 204

novels
nudges
Nussbaum, M.
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objective-directed gaming 29, 90,
103
Oblivion 6, 30
aesthetics of 2
affordances 81
articulated fictive props 65

characters 123, 147
Dark Brotherhood 123
dupe 107

evil/guilt 9
fictive complexity 2, 24, 74

goblins 24, 33
Gray Prince 132
HUD 75

invisible barriers 68
musical styles 77
personalization 122
quest narrative 5, 20, 122-3
role-playing 71
stutter in animation 69
78, 122
tutorial section 71
see also Cyrodiil
obsession 51
occlusion 67, 204

text use

offensiveness 160

Olsen, C. 154, 167

online games review sites 185
online videogames 29, 167

on-rails gameplay 67, 119
ontology 42-3, 44, 50, 51, 142,
204
oscilloscope 26, 34, 37, 63

Pac-Man
as art 191
bitmapped 63
as boardgame 31
design 181
Greenfield 97
player-characters 73
sound 76
2D graphics
as videogame
paidea 87
Paintball 96

208
29, 30
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paradox of fictional emotions 132,
139-40, 141, 205
paradox of tragedy 139
patches for virus 36, 37
Paul Jackson (in Call of Duty)
111-12, 119
pedophilia example 152, 169
personalization 122-3
perspective 63, 121
see also point of view
Peter Jackson’s King Kong 75-6
pets, digital 83
philosophical approach 1-2, 12
philosophy of the arts
aesthetics 10, 180
belief 39-40
cluster theory 175-6
gaming 92
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