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Expressive Game

CtP: We propose to qualify as an expressive game a game that allows
to explore psychological, social, cultural issues.

As a game, it will confront the player to choices and dilemmas that
these issues create. This kind of games allows to express individual or
soclal Issues while opening back the opportunity to think about It.

Related Terms: Serious Games, Games with a Meaning, Meaningful Games, Games with a Purpose, Games with a
Serious Purpose, Rhetorical Games, Persuasive Games, Games for Change, Personal Games, Biographical

Games.

Virtual experiences, simulations, social impact games, practiceware, game-based learning, immersive learning
environments, educational simulations, sims, epistemic games, edutainment, edugaming, simulation/gaming,
simulators, virtual training environments

Aldrich 2009; Harteveld 2011



Expression (Utterance)

A thought, an idea, or a concept communicated by language



Functions of Language

Contexte
(référentielle)

Contact
(phatique)

Code
(méta-linguistique)

Roman Jakobson



Reterential Function (Context)






lator

Fconomic Simu




AN

4

-
A

-

o
-

=

x

=
' .
-
-
-
-
T
77
e
,‘
AP
-~ ,
-4
-~
’ -~
.&.’«_"

Israeli Prime Minister

M| o/00 [ ' G010

01 06,2007

ISRAELI APPROVAL PALESTINIAN APPROVAL

L L

.ﬂ

.
» _I ‘:
L
# = s
’(d- = - o
r - - -
. o - -
- o - - }
“:- N —— - 1;-!; TP, - -~
".. L S
- - - J". /“\-’\.- —:“ 5 -
- \al"L~» ' - - - > - -
- - - J;S ¥ = .,n‘;lf‘
- > 5 -
—— . . -
e Ceir Sa Raundh |
» o " - .ﬂ g - - m
.- - » i - N - 3
Sl . e x A - ‘. - = q.‘1=L . - _~
- - 1:;’_‘-’-4!, - » o - N - B
- :‘c\ > 4 - e b - - ’A : o / .s \_‘
= " ¥ ’ - — - i - - > - ‘\
g B e & A —— > - < :
—3 - o : - -" « . ok - W, ST
- r - - - - g~ _ Ve - 4 - o
- - » —— = o - - - - - - » A - ~ - |
= e ~ - - e _“r-., . ’ - R b
A - .;' \/ R - y 3 - . 2 - - oA '\‘- " - 1
» - J 5 -t -
- - . = . - “g -\-“ "/. £ ,’\
- . ., ’ -~ . -
S a gy — > iy W ey Aol - » 3 - ¥ = i
z T AR S 1 SR st s T OO e & A e
- = U, .’.' € - e :\ B ..-’vﬁ'&f . -( Saam - '°Y -
. - 7 > — - - “ b = o - ‘- .w N 4 R » |
. A - —— . L - ’ ‘ S —
- _‘i— — - -~ .4.»— o : phurtenf ¥ ] 1‘. A Y L am ¥ via & - - .“!t:-.-> -
pp -~ ,ﬂ., . - o 1 e Do "‘?: - - { A
p— 2 - - > - -;,'"!, - ;;;} ‘1 - i 2 :;:k .;; - ol e A - -
- R “« o' - ~ ¥ o~ - -
."';-\59' o B \‘, s' Lo -!_ﬁ&- e N B e e -
- - bﬂ -l - -—
1 ‘-.‘y"" a’ 3 v ¢ '-v > .,

GROUPS AND LEADERS

AT

T




Social Realism
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INndividual Context
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Keys of a Gamespace



EXxpressive Function (Sender)



Autobiographical Games
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Conative Function (Recelver)



»playing video games is [a] kind of literacy ...
not one that helps us read but ... that helps us
make or critique the systems we live in«

lan Bogost
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Persuasive Games

Darfur is Dying



Poetic Function (Message)
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Phatic Function (Channel)



Soclal Gaming

Journey (Fan Art



Social Networks

,Twitter Is a massively multiplayer online
RPG in which you choose an interesting
avatar and roleplay a persona loosely
based on your own, attempting to
accrue followers by repeatedly pressing
lettered buttons to form interesting
sentences.”

— Charlie Brooker



Metalingual Function (Code)



4th WaII Game
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THE STANLEY PARABLE

V THIS YOUR SUPERIOR V¥ YéE&QE\k%gA%E
A dead rat ) )
Nis of:?ne ) 3.29.22
A dead rat is objectively ranked... How long does it take YOU

9327th out of 9328 players worldwide.
V THIS IS YOU V¥

9328Th5“’”'e”427] yAcyAkK] Compete against ofhers

fo iImprove your Stanley
You are objectively ranked...

93281h out of 9328 players worldwide.  Parable Career!
The Stanley Parable

fo get 1o the comrect doore

is online.



Expressions and Video Games

Every video game is expressive (meaningful).
Broad definition: Every speech act is an expression (utterance).

Narrow definition: Assuming the terminology of Jakobson (and
sociolinguistics), every speech act has an expressive (emotive,

affective) function.



Video Game Analysis

There is no language of video games but a superposition of several codes



Key elements

Andrew Rolling; Ernest Adams (2003)

Core Mechanics

Interactivity

Storytelling and Narrative

and Narrative



Rules | Play | Culture

Katie Salen/Eric Zimmerman (2004)

Katie Salen | Eric Dimimerman B

Rules of Play |

Game Design Fundamentals




Form | Drama | Dynamic

Tracy Fullerton (2004, 2008)

Game

w A PLAYCENTRIC APPROACH TO
CREATING INNOVATIVE GAMES

by Tracy Fullerton



Key Components

Ernest Adams (2006, 2010)

Core Mechanics

Inputs Actions

> CORE User Interface
MECHANICS

USER
INTERFACE

Outputs Challenges

Player

(Storytelling)



Elemental Tetrad Model
Jesse Schell (2008)

More Visible

Aesthetics
Mechanics
Story

Technology




Mechanics | Dynamics | Aesthetics

Robin Hunicke; Marc Le Blanc; Robert Zubek (2009)

Designer

Rules

—p System —p

“Fu n”

Mechanics describes the particular
components of the game, at the level of data
representation and algorithms.

Dynamics describes the run-time behavior
of the mechanics acting on player inputs and
each others’ outputs over time.

Aesthetics describes the desirable
emotional responses evoked in the player,
when she interacts with the game system.



Actions | Gameplay | Experience
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Gameplay

Fighting / Avoiding Enemies
Race toan end
Discovering Hidden Areas

t

I Acquiring
| coins and
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Jump
Run
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Experience

[ PROTECTION ]

\[ CURIOSITY ]

[PRIDE ]
GREED ]

1 l

[EXCITEMENT] [IOY ]

N
[ FUN! ]

‘0000000000

R2

Roberto Dillon (2010)

Actions: the core, atomic actions that a
player can perform in a game, usually
described in terms of verbs. Examples are
moving, jumping, kicking a ball, punching,
shooting, taking cover etc.

Gameplay: the resulting play that players
achieve by combining and using the
available "actions”. These can be either
verbs or higher level concepts, for example:
fighting, race to an end, territorial acquisition
etc.

Experience: the emotional experience that
players perceive while playing.



Play

Structure | Worlo

Espen Aarseth: Game Ontologies (2011)

Gameplay

(games as process)

P

Game Structure/Mechanics

P

Game World/Semiotics

The mechanical layer of the game object (its game
mechanics) is the engine that drives the game
action, allows the players to make their moves, and
changes the game state.

The semiotic layer of the Game Object is the part of
the game that informs the player about the game
world and the game state through visual, auditory,
textual and sometimes haptic feed- back.



Triadic Game Design

Casper Harteveld (2011)

Citing: Aldrich (2004), De Freitas/Oliver (2006),
Frank (2007), Hall (2009), Winn (2009)

Reality

Simulation, Context, Realism, Content

DESIGN SPACE

V Meaning
MEANING REALITY Pedagogy, Training objective, Functionalism, Theory

Play

Game, Representation, Engagement, Game Design




Ludic stratum
(historical formation
made up of ways of
saying and ways of

seeing games)

Pragmatic context
(exterior reality)

Game structure:
Model player

Play structure

(rules and means
which structure the ludic attitu

Game structure:
System of rules
including a given
playability

Intermediate
space of
experience
{play territory)

| udicisation

Sébastien Genvo (2014

Fiction
(Interior reality)

i

Diagram of ludicisation
(deterritorialization of
ways of playing)

Game structure :

Ludic ethos

Play Structure
Pragmatic Context

Fiction



Game Industry
Job Categories

http://www.games-career.com/de/Fachrichtungen/

http://www.gamesindustry.biz/jobs

http://creativeskillset.org/creative_industries/games/job_roles

Producer

QA / Localisation

Business / Analysis / Metrics
Controlling / Payment / Finance
HR / Recruitment

Marketing / PR

Sales

Editor / Journalism

Education / Training

Narration Audiovision  Technology

Mechanics

Play

Developer
I'T / Technical Support
Technical Artist

Sound / Music
Art / Animation
Web Development / Design

Writing
L ocalization

Game Design / Level Design
Programming

Interaction Design
Community Management



GAME-SPECIFIC SUBSYSTEMS

[ Weapons ]

(=) (=) |

Game-Specific Rendering

Termain
Rendering

Watear Simulation
& Rendaring

Player Mechanics

Game Cameras

State Machines & Camera
Animation

Relatve Cont
(HID)

-

Sl

Fixed Scripted/Animated
Camera Camera

[ Goals &

Decision Making

] [ Actions (Engine ]
Interface)

Player-Follow Debug Fly- Sight Traces & Path Finding
[ e ] [ o ] [ Movement ] [ Camera ] [ Theough Camera ] [ Perception (A%
Front End Gameplay Foundations
( Y
Heads-Up Display Full-Motion In-Game -
[ (HUD) ] [ Video (FMV) ] [ Cinematics (1GC) ] High-Level Game Flow Systemf SM
- J
In-Game Wrappers / [ 1
[ In-Game GUI ] [ Menus ] [ Asract Mode ] Scripting System
\ J
Visual Effects Static World Dgnamic Game Real-time Agent- Event/Massaging World Loading /
Elements bect Model based Simulation System Streaming
[ Light Mapping & ] [ HOR Light ] [ it ] Hierarchical Object
ng ubsur ierarchic jec
Dynamac Shadows Scatter Attachmant
[ P ] [ R ] [ S ] Skeletal Animation Online Multiplayer Audio
Systems Mapping Animation State Inverse Kinematics Game-Specific Match-Making DSP/Effact
Tree & Layers (1K) Post-Processing & Game Mgmi. e
Scene Graph / Cullin timizations LERP and Sub-skeletal Object
Ph 9Op Additve Blending | Ammason Playback Animation Authority Policy SoAvdoRose
Spatial -
ini Occlusion & Animation Game State Audio Playback /
[ ﬁ::?v&%nm(;ﬁp) ] [ PVS ] [ LOD System ] ( Decompression Replication Mlanage:nont
4 s Skeleton Mesh Ragdoll
) Rendering )_ Physics
Low-Level Renderer Profiling & Debugging balljsion & Physics Human Interface
Maternials & Static & Dynamic Forces & Ray/Shape Device (HID)
i ) . ¥
Shaders Lighting Cameras Text &Fonts Recording & Playback Constraints Castng (Queries) -
T Ga'me-igeafoc
Prmav e Viewports & Virtual Texture & Memory & mersce
Submission Screens Surface Mgmt Debug Drawng (Lines, etc) Performance Status Rigid Bodées Phantoms
Graphics Device Interface (DirectX & OpenGL) In-Game Menus or Shapes/ Physics / P"”i‘m)o"i“
Consoles Colidables Colision World
Resources (Game Assets)
3D Model Texture Material Skeleton Collision Physics Game
Resowrces Resource Resource Font Resources Resources Resources Parameters WorldMap otc
Core Systems
Module Stant-Up 5 Memory Stings and Debug Prnting Localization :
and Shut-Down Assertions Unil Testing Alocation Math Library Hashed Stnng lds & Logging Sewvices Movie Player
Parsars (CSV, Profiing / Status Engine Config Random Number Curves & RTTI/Reflection Object Handles Asynchronous Memory Card VO
XML, etc) Gathenng (INI files, etc.) Generator Surfaces Library & Senahzaton & Unique s File 11O (Older Consoles)
Platform Independence Layer
; Atomic Data Collections & File Network Transport : : Threading Graphics Physics/Collision
Platform Detection Types Algorithms System Layar (UDP/TCP) Hi-Res Timer Library Wrappers Wrapper
3rd Party SDKs
DirectX, OpenGL, Havok, PhysX, STL/STL Granny, Havoc
hbgcm, Edge. etc ODE etc Boost++ Port Kynapse Animation, etc Euphonia ok
0S
Drivers
Hardware (PC, XBOX 360, PS3, etc)

Jason Gregory: Game Engine Architecture

Technology (Platform, Dispositiv

Audio-Visuals (Art, Aesthetics, Interface
Narration (Story, Drama
Ludition (Form, Mechanics, Dynamics

Performance (Play, Experience

Context (Culture, Discourse



Video Game Expressions
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http://www.youtube.com/watch?v=zsb-WQiPick


http://www.youtube.com/watch?v=zsb-WQiPick

Video Game Tourism
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Choice of Broadsides

The Captain yells out, "Fire as the guns
bear!" You give your gun crews orders to
load and fire as quickly as they can, without
waiting for the rest of the broadside.

They swab out the bore, push in a charge of
powder, push wadding down on the powder,
load the shot, push the gun out through the
gunport, and fire the cannon, with you
commanding each step of the process.
"Swab, powder, wadding, shot, fire! Swab,
powder, wadding, shot--"

The world turns upside down as the enemy's
broadside rips through the hull some ten
feet away.

Narration

& X & .i193% @™ 11:15

93 '..‘ ‘"

Choice of Broadsides

What do you do?

@ Attend to the wounded personally--the
safety of my sailors is my top concern.

O Give some quick orders for them to be

taken to the surgeon in the cockpit, then
turn back to my duty in commanding the
guns.

O With a gut wound like that, Davies is

done for, but Fisher can still be saved. I
order some sailors to take Fisher to the
cockpit but leave Davies on the deck to
die. I need the extra sailors to use the guns
effectively.

O My duty to the ship outweighs my

duty to two sailors. I ignore the wounded
and concentrate on firing my guns as
quickly and accurately as I can.

W X & .l 92% ™ 11:17

92 ’n.‘ ‘"

Choice of Broadsides

Show Stats

This game is set in a fictional world, similar
to our own but with some differences.

For example, perhaps the ships are crewed
by women. You are a young and gallant
officer, but are you a young gentleman or a
young lady?

O I'm a young gentleman, of course, and
rather confused by the question.

© I'm ayoung lady. The idea of

gentlemen going to sea and being exposed
to the horrors of combat--it's a frankly
revolting idea.

& X & .l 92% ® 11:17

92 'o..‘ .|

Choice of Broadsides

Excellent. As the game begins, your officer
may be described as follows:

o Madam Midshipwoman
Horatia Baker

Age 19

Nam

Sailing

Gunnery

Leadership Bt

Iii

Fighting

Patronage Eil

Tact

Likeability &;

Honor g8

Courage BV

Choice of the Broadsides



Late Thursday night.You've had a hard day and the last thing you need is
this: shopping. Luckily, the place is pretty empty and you're progressing
rapidly.

On to the next aisle.

Interesting... fresh Gnocchi--you haven't had any of that since... Rome.

The aisle stretches to the north, and back to the south. The shelves on
either side of you block your view of the rest of the supermarket, with
only the brightly coloured aisle markers visible.

You have stopped your trolley next to the pasta section, bright plastic
bags full of pale skin-tone shapes.

There is a brunette woman a few metres ahead, filling her trolley with
sauces.

>

Sam Barlow: Aisle
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ANNUAL 5STATE OF THE KINGDPOM REPORT
For vear 1 of your mostT roval rnmrule

There were o people who starved.
over > new people moved To T™he Cr 1y,
The population 1S now 10909,

The Ci11Ty nNow owns 1000 acres.

YOoOu harvested 38 bushels per acre.
YOU have 250089 bushels stTored.

The rats ate 29 bushels.

Land 1S Tradang at 2Z5 bushels per
acre, how many acres do you wish To
buy?

Hamurabl



News Messages Statistios

purchase )

messages Deddop Laptop| MMedia

submit & view RF Qs

quotes from suppliers

| —

orders from suppliers

:l Jul 21, 2005
Jul 20, 2005
Jul 19, 2005 500
Jul 18, ZG)S|ll |
Jul 17, 1‘(!)5].l 500

Jul 18, 2005 250
Jul 15, 2005

+

Jul 14, 2005
Jul 13, 2005
“Jul 12, 2005

+

e, RN
,. i - i

IAVOIC % 20 pay

Financial Statements

I messages

received RFQs

- -
quotes under teview
-

orders to confurm

Jul 21, 2005
Jul 20, 2005
Jul 19, 2005

Jul 18, 2'006. StaﬁSﬁCS

Jul 17, 2005
Jul 18, 2005 Bank account

Jul 15, 2005
Jul 14, 2005

Jul 13, 2005'
Jul 12,2005 |

Received | Sent | Compose |

Jul 17, 2008

income dollars 00

00

expenses dollars

total dollass G4

Global Supply Chain



shard l!- now playing as jack - click here to 1og out - discuss - contact us - wiki - sgidump
Your rows will become wvulnerable to deletion if you stay logged ocut for 92 days (based on row upgrades)

Browse Rows
SELECT * FROM rows WHERE row id>=0 and row_ id<l10;

[cost 1 fuel - zefresh) pows 10 to 12 >2

Your Rows
Refresh
row_id 4 14 24 34
name testy test2 test3 testd
owner jack jack jack jack
money_factories 10 10 10 9
monoy 3550 4180 3470 3105
fuel_factories 5 2 1 3
fuel 1775 714 347 1035
attackers 0 0 0 0
attack_multiplier 10,0 3.0 1.0 6.0
defonders 3 3 3 3
defense_multiplier 10.0 5.0 3.0 4.0
row_creators 1 0 0 0
Queries For Row 4 ("testy”):
Units
cost ue
0.25 ::.1to ATTACK rows WHERE row_ide  FROM
!‘:i:t.::. :’row_iduc WITH attackers=0 ;
next: 20 UPDATE rows SET attackers =
money attackers+ 1l WHERE row _id = 4;
next: 10 UPDATE rows SET defenders =
money defenders+1 WHERE row_id = §;

row_ name owner money money fuel_
id factories factoriea
0 First! Stevo (Root) 15 442343 12
1 MNostly BarmlcProcessBlue (18 1948581 15
2 Indigo nailbnny 10 3520 15
3 &gy diego (NV)[SI12 4212 10
s row your boatJackanapes 14 123466 11
6 my other row diego (NV)([(SI11 4551 10
7 internetexplc¢Adrian 10 3540 5
9 Row 13 ifoundthetao 12 644750 9
9 lower borkencode 10 3530 10
— —_— Sy
Query Log J
Befzesh | Global | Pexsonal
Today run by Dorkvader: 0.123

21:17:52UPDATE rows SET attackers=attackers-~4+40,
moneymmoney+18848, fuel=fuel+6267-13300
WHERE row_ide=27;
UPDATE rows SET attackers~attackers+0,
defenders~defenders+0, money-money-18848,
fuel=fuel-6267 WHERE row_id+=34;

Today zun by Dorkvader:

21:17:36UPDATE rows SET attackers=attackers-2+0,
money=money+20910, fuel=fuel+2088-6300
WHERE row_id=27;
UPDATE rows SET attackers~attackers+0,
defenders~defenders+0, money-money-20910,
fuel=fuel-2088 WHERE row_id~24;

Today run by Dorkvader:
212162 1A1TPNDATE rawn SET attackearasattackara-d+0.

0.128

0.169

g

-
v

MySQL Game



TheoryCratft

A | | =] , C : U | E | r | O | H . 1 ' J K_ ‘ L ' Wl
} Spell Name Cost(%bm) | Mana Cost| Avg Heal | Coefficient
 Prayer of Mending 15% 579 1043 | 80.68% Mana Efficiency (hpm)
. Renew 17% 657 1400 | 188.00%
[Flash Heal 18% 695 2040 | 80.68% e
p |Power Word: Shield 23% 888 2230 80.68% 25:00 Iﬁ
5 Greater Heal 32% 1236 4270 | 161.35% 20.00
f Prayer of Healing 48% 1854 2150 80.68% 15.00 ; B Base
Penance 16% 618 1580 105.71% 10.00 ,
E Circle of Healing 21% 811 1008 | 40.20% 200 ke
. B 0.00 ® Holy
1| Mana Efficiency (hpm) Q&o e“é\ ~2g;a} @5 j & e,é\(& o""(\& e,'§\°% Disc
2 Spell Name Base With Gear| Holy Disc \é‘e’ 7 Q\,g,“ o*b zz\e’ 0\‘2‘ Q% 63‘
3 Prayerof Mending | 9.01 2294 | 3149 | 27.29 & Pl o
lav‘ Renew 2.13 7.85 10.29 9.46 ¢ < *
5 Flash Heal 2.94 5.26 6.81 7.52
|6 Power Word: Shield 2.51 4.33 4.71 12.12
7 Greater Heal 3.45 6.07 7.06 6.51 & e e o TR 1 e
E,prayer of Healing | 5.80 1015 | 1696 | 13.08 Speed Efficiency (hps)
Penance 7.67 17.93 N/A 21.46
0 [Circle of Healing 6.21 1117 | 15.27 N/A 100000
= 12,000.00
= 10,000.00
2 | Speed Efficiency (hps) 8,000.00
3 Spell Name Base With Gear |Holy Disc 6,000.00 B Base
r; Prayer of Mending® | 521.50 | 1,328.30 | 1,458.68 | 1,422.17 4,000.00 _
5 Renew 93.33 344.00 | 432.73 | 372.93 200000 R
- - 0.00 ® Holy
6 Flash Heal 1,360.00 | 2,435.73 | 2,838.40 | 2,779.29
7 Power Word: Shield |  148.67 256.24 | 278.54 | 430.36 &@3 é\"‘ ,gf} & Cg«\ é\o* Q,o&e’ q%o% Disc
E_‘Greater Heal 1,423.33 | 2,499.00 | 3,489.60 | 3,050.04 & T3 P
| Prayer of Healing* 3,583.33 6,272.67 | 8,387.20 | 8,602.34 o«° OC‘\ \\e} é\‘b
I0 | Penance 2,370.00 | 5,541.30 | N/A 6,348.83 & o < 4
1 Circle of Healing* | 5,040.00 | 9,060.00 [12,384.00] N/A K osbiicatalsis bolndlrccs e
2 |




rocedural Metaphors
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Performance
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ame c£xperience

Batches (purity is Unhealthy) -
20,2611 Manufacturing L

6.5 per second (net)

Hardened Glass Boilers

Further improves meth purity by 3 $ 1 5, 000
IPUs

Glass Flasks 4

Further improves meth purity by 1 IPU

Abandoned Warehouse 0o
“ $55,000 — A large abandoned warehouse with vaulted ceilings
- Cooks 150 per second (base)

Small House 2
$13,500 — A small house in a bad neighborhood

- Cooks 10 per second (base)

SELLI Used RV 5
” $3,600 — A Jow cost RV, perfect for remote cooking

- Cooks 1.5 per second (base)

You have purchased a Drug Mule Storage Shed "
Game saved! $4,410 — A cheap shed with electricity

You have purchased a Drug Mule - Cooks 0.5 per second (base)
You have unlocked Industrial HVAC -
Game saved! Distribution
Game saved!

You have purchased a Storage Drug Cartel
Shed

You have purchased a Used RV
Game saved!

LG EV TGO EREG RS EN R ITE Night Club 1
Game saved! $6,000 — Purchase a run down night club and sell your classy product to the patrons

Game saved! Sells 15 per second (base)

You have purchased a Storage
Shed Drug Mule 5

You have purchased a Dealer $3,600 — Someone to stuff drugs in their rectum and distribute them -
Sells 1.5 per second (base)

Cash Money ($3.5 ea)

$2,109.7
$92.8 per second

Stainless Steel Cookware J

Improves meth purity by 0.5 IPU

Cheap Cookware

Used to cook stuff

You have purchased a Drug Mule

Titanium Burners $35,550

Spaceship-grade burners improve meth purity by
7 IPUs

Steel Burners J

Improves meth purity by 1 IPU

0o

Gas Stove

Improves meth purity by 0.5 IPU

Electric Hotplate v

Used for cooking

Hazmat Suit $15,000

Now you can cook without regard for personal
safety! Make an additional 100 batches at a time

$55,000 — Drug cartels can move a lot of product, but they cost so damn much
Sells 150 per second (base)

Portable Power Generator v 4

Provides extra power to your RVs - adding 0.5
production per second

5

Dealer

$720 — A common street thug to sell your goods

Spinnin’ Rims v
Roll with style! Improves the sale rate of your
dealers by .2/s

Clicking Bad

Sells 0.5 per second (base)




Allegoric Performance

STUM CRLL TR

Augmenting Anger Control Therapy with a nge Control Re-Mission 2 A Video Game Improves Behavioral
Videogame Requiring Emotional Control: A Outcomes in Adolescents and Young
Pilot Study on an Inpatient Psychiatric Unit Adults With Cancer: A Randomized Trial
http://www.benthamdirect.org/pages/ http://pediatrics.aappublications.org/content/
b_viewarticle.php2articlelD=3182314 122/2/e305.full


http://pediatrics.aappublications.org/content/122/2/e305.full
http://www.benthamdirect.org/pages/b_viewarticle.php?articleID=3182314

Expresswe Performance
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Interpreting Performance
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Expressive Games: Revisited

CtP: We propose to quality as an expressive game a game that
allows to explore psychological, social, cultural issues.

| Referential function: Real world contexts]
As a game, it will confront the player to choices and dilemmas

| mechanics] that these issues create [narration]. This Kind of
games allows to express [expressive function?| individual or
social issues [context] while opening back the opportunity to

think about it [conative function].



Conclusion

Every video game IS expressive.

The expressive-ness of a game can be analyzed in
audiovisual, narrative, ludic and performative categories.

The term ,Expressive Game' refers to games with constraints
to Its referential, expressive and conative functions.
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