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I would like to talk about an example of two events that occur in video games, the first being in Spec Ops: The Line and the second being in Call of Duty: Modern Warfare 2.
 
Spec Ops: The Line is a third person shooter released in 2012 and is made by Yager Development and published by 2K games. Spec Ops focuses on the psychological effects of war on soldiers. In this game you play as Captain Martin Walker a Delta Force member who is accompanied by First Lieutenant Alphanso Adams and Staff Sergeant John Lugo. Delta Force is sent on a mission to find survivors of 33rd in the post apocalyptic city of Dubai after it was hit by several sandstorms resulting in most of the city being buried. For this game I will be focusing on the ‘White Phosphorus’ event.

Throughout the game you watch how the mental state and relationship of Captain Walker and the rest of his squad deteriorates due to the events that transpire and the choices they are forced to make and how in turn this affects the audience.

Call of Duty: Modern Warfare 2 is a First person shooter released in 2009 and is made by Infinity Ward and published by Activision. Call of Duty: Modern Warfare 2 is game where you play as several different military personnel throughout the campaign with many of which being deceased by the end of it. As well as continuing the story from the original Modern Warfare but with two new villains in the forms of Vladimir Makarov and Lieutenant General Shepherd.
[bookmark: _x88wyj7079f2]The Events
[bookmark: _wjnszdmnpays]Spec Ops: The Line
The first major event that that has a significant impact on Captain Walker and the rest of Delta Force as well as the relationship between them is known as the ‘White Phosphorus’ scene. Delta Force needed to cross an area which was crowded with hostiles. Just outside the area they discover some highly toxic and flammable White Phosphorus. A debate ensues about whether to use the lethal substance which would constitute an act of chemical warfare. Captain Walker argued that they had no choice as there was no other way to cross the hostile camp. Lugo was absolutely opposed to the idea. Eventually the decision is taken to use it. Via a laptop and thermal camera the player directs a remote-controlled mortar to fire the white phosphorous into the camp, all the player is able to distinguish from the grainy pictures are the thermal silhouettes of soldiers and vehicles as they fire the White Phosphorus into the enemy camp. 
[image: ]
(Spec Ops: The Line, 2012)
At this point a lot of players feelings may be split between those that are invested in the story and those that are playing the game because its a game and have detached themselves from the violence. However after the player is finished raining down fire and they begin to walk through the camp the game makes it very clear to show the player exactly what it is that they have done which is something not many games do. This is when the player begins to experience regret for their actions as they see soldiers clinging to their last shred of life or try to drag themselves away as their legs have been blown off while others cry out for help all the while somba/ominous music plays in the background. Once they player reaches the other side of the camp a cutscene starts playing in which a dying soldier asks walker “Why?” and states that “We were helping” as he gestures off screen where it is revealed that many civilians were caught up in the attack and were killed or were suffering from horrific injuries.
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(Spec Ops: The Line, 2012)

Upon seeing the death wrought upon innocent civilians both Delta Force and the audience are immediately shocked and appalled by their actions which causes Delta Force to begin casting blame and fighting amongst each other.

[bookmark: _udaoo8eu26ro]Call of Duty: Modern Warfare 2
The event that I will be talking about form Modern Warfare 2 is a level known as ‘No Russian’ which was designed primarily as a way to get Russia to invade the United states in order to move the story along.  In his level you play as Joseph Allen an undercover C.I.A agent who which the player goes undercover as one of Makarovs and has to shoot his way through an airport and subsequent response force. At the end of the level it is reveal that Makarov was aware that Allen was an undercover agent and kills him to make it seem like it was an American sponsored terrorist attack.
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(Call of Duty: Modern Warfare 2, 2009)
The most disturbing part of this level happens during the first five minutes where the shooting on unarmed civilians occurs however it should be noted that the player doesn't actually have to kill any civilians in order to complete this section of the game and that the entire level was made skippable after being deemed ‘disturbing or offensive.

This section of the game caused a huge stir with the morality of the level being in question however the actual game fails to provide an explanation of why these events should be happening in the first place. Although nothing is officially confirmed during the game it is hinted that the games other antagonist Shepard could have been working with Makarov in order to eventually cement his status as an American hero.

Despite being the whole reason for the rest of the events that happen in the game the No Russian level doesn't seem to have that much effect on the rest of the characters in the game.
[bookmark: _mnv9sg9m3dyb]The Comparison
I will now be comparing how both of these games handled these events. The main difference between these two games is that in Spec Ops: The Line the death of the civilians happen as an unintended consequence of the player’s actions while in Modern Warfare 2 the events happen around the player and are deliberate.

During the White Phosphorus event the the player has no idea that the civilians are even there and thus are an indirect consequence of the players actions and it is that lack of knowledge that makes the player feel guilty. This fits with the theme of the game where the main character is constantly trying to justify their actions.
While Modern Warfare simply has the deaths of the civilians happen around the player since the whole objective point of that section of the level is to murder civilians which takes away form the shock value of the event itself especially since you are told before going into the mission that it will be disturbing. However in spite of this there are few security guards only armed with pistols which combined with regenerating health means that the player shouldn’t really need to take cover which adds to the feeling of a one-sided slaughter compared to the rest of the game.

Another way they handle the events differently is in the order in which these events happen. In Modern Warfare 2 you are presented with the action and the result simultaneously which gives the player no time to contemplate their actions since they are in the middle of a firefight. Add to this the fact that once you get to the end of the mission you are immediately killed which almost overrides the shock factor of your previous actions the player ends the mission in a daze of confusion. Spec Ops meanwhile shows you the results of the firefight afterwards meaning that the player has nothing to distract them from fully taking in what it is that they have just done. 

Pacing is another factor that goes into how these two events were handled. In both games the character is forced to walk slowly through the levels. this emphasises the shock value of both games however in Modern Warfare 2 it is especially noticeable since it is normally such a fast paced game. The fact that you are made to walk in Modern Warfare 2 while killing all the civilians just makes the whole event seem more methodical as you casually amble through the level. 
Meanwhile Spec Ops: The Line frequently uses several cinematic events where the player is forced to walk so they are already familiar with not being in full control of their character. However as stated previously the player is not actively engaged in a firefight at that moment meaning they have nothing else to focus on.

Perspective is one of the fundamental differences between these two games since Modern Warfare 2 is a first person shooter (viewing the game through the character’s “eyes”) while Spec Ops is a third person shooter (viewing the game over the shoulder of the character). In Modern Warfare 2 you are more immersed in the event and feel like the gun is in your hands since the game is first person which allows the player to clearly see what is happening. 
Spec Ops however being a third person shooter has more of a disconnect between the player and character so they feel less responsible for the actions their character. However the third person camera means that the player is able to take in more of the environment and in such a narrow area means that they are able to see everything they have done. In addition to this when you actually see the civilians you’ve killed it is done in a cutscene where the camera angles have been chosen with the intention of having maximum impact on the player’s emotions.
 
Characters and motivations is probably the biggest difference between these two events. In Modern Warfare you are with the villains of the story who have strategically planned this event and know exactly what they are doing and show no hesitation or regret in their actions which greatly dehumanizes them as characters. In addition to this the character you play seems like nothing more than an empty shell purely designed to house the player making them more of a vessel than a character. In fact if you aren’t really paying attention to the game you will forget that you switch between characters every mission. 
In Spec Ops however the characters have been forced into the situation and the decision to use the White Phosphorus is done out of desperation and without knowledge that there will be civilians caught in the crossfire. In addition to this you also get to see the main characters reaction as he stares at one of the corpse for several seconds before apparently snapping back to his senses. All the while Lugo is angrily yelling at him stating that he has made them murderers. All of this allows you to empathise with the character since you as the player also had no choice in whether or not to use the White Phosphorus. 


[bookmark: _fa98h1gqpmxe]Conclusion
Although these games both handel a very heavy topic they handle them very differently. Both events are essential to the story however they have very different effects on the player, in Call of Duty: Modern Warfare 2 hundreds of civilians die with probably thousands more dying in the ensuing war however the player is never given enough time to really process the events with the game immediately moving on. In Spec Ops: The Line the player is responsible for a comparatively fewer (47) civilian deaths but despite this, the game makes sure that the player is fully aware of their actions and the consequences they have giving the whole scene much more emotional weight. 

Over all Spec Ops: The Line handles the consequences of player action with far more care and respect than Call of Duty: Modern Warfare 2 with the actual death of civilians having more of an emotional effect on the player causing them to truly reflect and feel guilty for their actions.
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