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it a historical game world?
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.Y James J. Gibson

» Theory of ecological perception

« Affordances

“The affordances of the environment are what it offers

the animal, what 1t provides or furnishes, either for
good or for 1ll” (Gibson, 1979 p.127)



Theory of ecological gameplay (Linderoth, 2011)

acting or
transforming on
salient features of the
environment

explorative actions
“actions that has as its

goals to discover.
affordances”

player / learner

GAME ENVIRONMENT







Timothy Ingold

* The hylomorphic model
» The “leaking” of objects




“the forms of things are not imposed
from without upon an inert substrate of
matter, but are continually generated and
dissolved within the fluxes of materials
across the interface between substances
and the medium that surrounds

them” (Ingold, 2007 p. 1)




Lines

- “Life 1s open-ended: its ) N
impulse 1s not to reach a ‘ "
terminus but to keep on , ‘\\ 1l

going” (Ingold, 2010 p. 10) J !

A BRIEF HISTORY

TIM INGOLD

READ IT, AND YOU WILL NEVER FEFL QUITE THE SAME AGAIN AROUT
USING A COMPUTER OR TAKING A JOURNEY."

Steven Rose, [he Oper Liweruty
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Figrere 3.1 The meshwork of entungled lines (above) and the network of connected
puints (below).
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Bruno Latour

* Actor Network Theory (ANT)
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Bladder

Energy
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Mrs. Disraeli through the slum

ot get detected by thugs in the slum
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Do you know this geaitleman isia... oliiwhat ‘was it? Yes, a "costermonger” of all the
0 things.'Remap Xa ble how the working



My model

FICTION presentation of the world (geometry,
textures, sounds, etc.)

O - historical narratives and events

ludo-narrative X

dissonance

X

CONFLICTS

translation of historical
meanings into

challenges/actions
VIRTUAL O O REAL
- world simulation - personal experiences in
including physics, \/ the real world
Al, sound, object - previous conceptions on
Interaction, etc. X “how the world works™



SIGNIFICANT
THINGS



Potion of Fortify Enchanting
Potion of Fortify Enchanting (30)

| Potion of Fortify Restoration (49)

Pafion of Fortify Smithing ﬂl)
Potion of Fortify Smlthlng
Potion of Fortify Smithing (9)

Potion of Forify Restoration (33) - A3~ " 524

POTION OF FOR?lFY RESTORATION (49)

WEIGHT 0 5§ VAWE 1738627456
Restoration spells are 78650224% stronger for 60 seconds.
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Drop

Favorite

Carry Weight 112/409 Gold 117374 < s






Tim O Brien

THE THINGS
THEY CARRIED

*A marvel of storytelling. .. a vital, important book — a book that matters
not only to the reader interested in Vietnam, but to anyone interested
in the craft of writing as well” — NEW YORK TIMES
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'SIGNIFICANT OBJECTS

100 EXTRAORDINARY STORIES ABOUT ORDINARY THINGS

Jonathan LETWEM Dan KATYCHON Tom MoCARTWY
Cwrtis MYTENFELD Shelly WET Pen GRIENMAN
Nl LeabT Lytia MILLRY Lretey JACER LOMN
Mol AR AVITS Wikaem GBSO Brece ATEIRLING
Meg CABOTY Ancie WOCENT! AnE 34 o' ™ey

.

‘A Literary and EConomic Experiment by
. .08 v '

.







