
TALKing with
VIDEO GAMES:
LOVE AND 
DEATH

“The goal of this dialogue is to try 
out possible plots until the shoe fits: 
the user is playing for the plot” [1]

“How we interact with computers 
influences our outlook on the world 
and our perspective on ouselves.” [2]

TALK

“(...) older children - from nine 
or ten - are in a relatioship to 
the machine that seems driven, 
almost evoking an image of 
addiction.” [2]

“The user controls you by trying
command, such as “kill troll”
or “grab gold” that are intended
by a simple verb-object pursue.”
[1]

“The computer game’s power 
makes it possible for the game 
to respond to the level of the 
player’s skill.”[2]

“Like Narcissus and his 
reflection, people who work with 
computers can easily 
fall in love with the worlds they 
have constructed or with their 
performances in the worlds 
created for them by others.”[2]

“(...) invited the user to
participate, but soon revealed
that this was impossible and
that subordination was the name
of the game.”[2]

“The game is relentless in its 
demand that allother time stop 
and in its demand that the player 
take full responsibility for every 
act, a point that players often 
sum up by the phrase 
“One false move and you’re 
dead.””[2]

“(...) when they compare computer-based 
adventure games topaper-based ones, the 
only difference they can find is that
the latter do “not yield the sense of true 
dialogue that one gets from computerized 
interactive fiction.”[1]

“Computers offer the possibility of creating 
and working within artificial worlds, whether 
to simulate the behavior ofeconomies, 
political systems, or imaginary subatomic
particles. ”[2]

Message Control
“The special relationship that players form 
with videogames has elements that are 
common to interactions with
other kinds of computers.”[2]

“When they try to describe the 
games in terms of other things, the
comparison is more likely to be 
with sports, sex, or meditation.”[2]

“The liberation of the video game from the 
“real world”allows more than freedom for 
the designer’s imagination. It allows the 
games to become a more perfect 
expression of the player’s actions.[2]

Love
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