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Simulation and Perception

Introduction
This exhibition is called Simulation and Perception, the whole idea around it is that Personality and Characteristics can be simulated in a videogame. What I will be looking into is Character Creation as a game developer and as a player, how the developer gives personality to character and how other games allow the player to determine the personality.
The exhibition will be split up into two sections, the first will be a gallery space that shows certain games that have character creation such as The Elder Scrolls series, and the Fallout series. This gallery space will also contain examples of personality in characters that the developers have made, such as The Witcher 3: Wild Hunt.
The second section in the gallery space will be an interactive area where participants can create their own characters, use the characters in a VR environment and print them out to be placed on a Corkboard for the remainder of the exhibition.

Exhibition
Character Customisation has been used in role-playing video games to give the player more choice, in order to immerse themselves deeper into the world in the way that they want to experience it. In Bethesda’s Fallout 4 (2015), the player is given a choice to customise the characters looks and change the personality through the way they play. The game allows for different dialogues that the player can choose depending on the way they feel, as well as different skill sets that the player can develop throughout the game. The wide variety of options presented to the player allow them to role-play any character they would like, whether it is a suave gunslinger who has low intelligence’s or a heroic knight in shining armour. Whereas, The Witcher 3: Wild Hunt (2015) has a set character with a set personality created by the developers, although the players can progress certain skills they all fall within the main character’s personality. Having a character with a set personality on screen can give the player a new perspective on the story and what is happening on screen, it can also have a wider effect on the daily life of the player. Walking a mile in someone shoes, even a fictional one can be a really harrowing experience. I want to show in the exhibition why both pre-set characters and player made characters are equally important in different aspects.


Perception has a great deal to do with characters and how they work, they need to feel empathetic for the player while not being too on the nose. Although things like a good storyline, a supporting cast and general gameplay all come into making a good game, having a character that you can empathise with and understand is equally important. Game developers take inspiration from the people around them, their movements, and their mannerisms; this makes a character relatable. Todd Howard, as part of his keynote speech at the DICE Summit back in 2012 said “Define it [the game] by the experience you want to have” this reinforces the idea of having a relatable character, as the audience would be alienating it by the experience otherwise.

As for simulation, many games strive to make the experience as authentic as possible. One proponent of this is the Japanese videogame developer Hideo Kojima, who has said “Games are a way of escaping reality - that’s why you need that heroic factor.” In context this quote explains that it’s about giving the player an authentic way to face difficult situations that they would never come across in reality. The heroic factor that Kojima talks about acts as a filter for the player, to allow the player to deal with a situation such as killing someone, the heroic factor is to say that you are the good guy and they are the bad guy.

The second part of the exhibition is an interactive area, with a VR space, a character customisation space and a place to put your finished character on the wall for everyone to see. I find that as part of the exhibition is interactive it would appeal to more people and be more meaningful to those who take part. This area is all about changing the perception of the audience, by creating a simulated version of themselves and then putting them into a simulated space. I’d like to use VR in the exhibition as it is still a burgeoning platform and not as easily accessible. It gives a new perspective to the player, as you are dropped right into the VR space; in the exhibition they will be three different worlds to be dropped into one a city, the second a forest and third a spaceship. There will be a few menial tasks that players can complete in these different environments to see how their character works, it will be filmed, so the player can look at later. There will also be a few monitors around so that bystanders can watch what’s happening in VR.



Relating to Jean Baudrillard’s work on simulacra and simulations games allow for you to converse with simulations of people i.e. NPC’s. These are in ways the representation of everyday life interactions, a simulacrum of sorts of everyday life with a few simulated events thrown in. In Bethesda’s The Elder Scrolls V: Skyrim (2011) you are encouraged to interact with many different NPC’s so that you can progress gameplay. Some NPC’s is a vital decision quest lines such as the main quest whereas others just give flavour text, which is interesting for gameplay. The player can also choose different lines of dialogue to fit the character, certain lines are for arrogant players whereas others can be for more reserved players; some of the vagueness in the lines can allow the player to interpret what they mean.

Conclusion
To conclude, in the exhibition the audience will be able to they work of game developers such as The Witcher: Wild Hunt (2015), The Elder Scrolls V: Skyrim (2011), Fallout 4 (2015). These will be set out in double sided boards hung from the ceiling in the layout seen in the floor plan below, with a seating area centre. This allows for reflection on what is seen about simulations and perception. The audience can participate in an ongoing workshop where they can create themselves in a virtual space and see that virtual space to a VR headset.
[bookmark: _GoBack]The themes, as discussed revolve around simulation, perception in videogames specifically. These two key themes allow players to empathise with the game’s concept and interact with the game on a more personal level. Videogames use factors such as narrative devices like the hero factor, immersive technologies (i.e. VR), and unique experiences to engross the player.
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