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Aesthetics vs Gameplay

For my dissertation I have decided to take on the research topic of ‘Aesthetics vs Gameplay’ and look deeper into the full extent of the idea. Within my research I will create questionnaires for a wide spectrum of people to complete.  I will then review and draw together a set of conclusions based on the opinions of what people feel is more important in videogame. Aesthetics, how the game looks, sounds & feels and Gameplay, how the game plays, moves & functions. I will also include aspects about ‘Story vs Action’, do people prefer a game filled with fighting and action or a game filled with mystery and dialogue? I feel that these two topics coincide well together as they both cover the opinions of modern gamers.
The reason I feel that this topic of research is worth looking into is that not only does it spark a deep interest in me as both an artist and a gamer (videogame player), but it also has become a topic of debate amongst a lot of game reviewers and internet gamers (gamers who post videos of themselves playing various videogames). They usually discuss their own personal opinions about what truly makes a game ‘good’ and what makes a game interesting. From my initial understanding, there are many very different opinions, which is to be expected, but I feel that with enough research and analysis I can explore all of their opinions and categorise them accordingly drawing some conclusions as to what the right mixture of these elements makes a great game experience. 
A lot of ‘Triple A’ games, such as ‘Call of Duty’, ‘GTA’ & the ‘FIFA’ game franchise, in this modern age focus more on the gameplay aspects of games while leaving the aesthetics be rather generic than unique. This indicates that games with fun gameplay are far more appealing to players, than games with deep story lines. But this does not mean that there are not many people who like videogames with deep and engaging stories and unique designs. It is my premiss that a lot of people (usually adults) very much enjoy games such as ‘The Legend of Zelda’ series, ‘Professor Layton’, ‘Phoenix Wright Ace Attorney’ & ‘Danganronpa’ for their creative designs and engaging stories. 
There are more examples of ‘Aesthetic vs Gameplay’ in the gaming industry, a lot of which do not   come from large gaming companies such as Nintendo or Saga. I will discuss those alongside my research including the opinions of my fellow students. I will also be researching this topic by reading through the accounts of others as well as watching documentaries about the opinions of the public about ‘how a game looks vs how a game plays’ since this is actually a popular topic for game reviewers to discuss and debate amongst each other. I, however, will not pick a side on this subject as I feel being impartial in this review is important to the final results of this research project. 
Picking a side would end up with bias research and this would not fully explain how games both modern and classic can be good despite any flaws they may have in ether the aspect of aesthetics or in the aspect of game play. However, I will be collecting research through feedback forms and questionnaires. These forms will question the participant on their personal opinions of game aesthetics vs gameplay, but it will also question them on their opinions of certain games that I will pick. These games will come from multiple different genres of videogames and to help them form an opinion of these games (if they have not played or heard of it), I will provide a small description and an image of the game. I won’t make the description long as it would take up too much of the form and I shall only pick 4 games in total. 
The overarching aim of my study is to gather and understand the opinions of others on the topic of ‘aesthetics vs gameplay’ in video games. To achieve this goal, I will have to not only research online 

and through documentaries, but I will also have to conduct research amongst my fellow students, people working in the industry, as well as with my own lecturers and members of my own family who enjoy videogames. Since we are all game design students and gamers, it will be much easier to get results as we will all know about games as well as having our own opinions about all the different genres of games. 
Some of my classmates prefer action-based games, while others prefer story-based games. But this does not initially lead to the topic of ‘aesthetic vs gameplay’. A game with strong action and enthralling gameplay may not have the best aesthetic which could put some people off but engage others and a game with amazing graphics and beautiful colours could have awful game controls as well as choppy gameplay. This is where my proposal of including the 4 videogames in the feedback form comes into play. By giving the participants who undertake the questionnaire a chance to offer their opinion on the 4 different games I aim to  see how people will react to these specific aspects. One person could love a game with poor graphics but amazing gameplay while another could like a game with an amazing aesthetic but poorer gameplay.
The kinds of questionnaires I will be using are computer questionnaires, to make it easier to collect and organise data, as well as multiple choice and open question questionnaires. The multiple-choice parts of the forms and questionnaires will narrow down the results that the respondent will give while the open questions will give them a bit more freedom as to how they explain their opinions (this part will have a word limit, so I am not overwhelmed with data).
Videogames are as unique and as diverse as the people who play them. So, directing my research to look not only into what has previously been said, but also what people think in this current day and age. Having up to date data is crucial for any report as it provides who ever reads it a clear understanding of what people think about the said topic at the time, even if the report is read years later. 
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