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[bookmark: _Toc101985289]Summary 
This dissertation will be researching and discussing the topic of ‘Aesthetics vs Gameplay’ in videogames. First, will explain how the research was conducted through questionnaires, discussions with friends and classmates, watching documentaries, reading videogame reviews, and playing games to analyse them. The first form of research is the questionnaires. These questionnaires specifically asked the participants about their opinions on videogames as well as their in-depth opinion on aesthetics and gameplay within the videogames they play and enjoy. This then lead on to discussions with friends and classmates about the topic and acquired their unique perspectives, which provided a new and different opinion on the topic with a more balanced perspective. Next, watching documentaries about videogame aesthetics and gameplay as well as reading videogame reviews from multiple websites to help further the research results and attaining opinions and facts from anonymous people will make the research far more honest and analytical. Lastly, playing two videogames of similar genres and analysing them to consider the aspects of aesthetics and gameplay in both thoroughly to create a final analysis on this topic.  
[bookmark: _Toc101985290]Introduction
For this dissertation, the research topic will be that of ‘Aesthetics vs Gameplay’ and will look deeper into the full extent of the idea. Within the research there will be a questionnaire for a wide spectrum of people to complete. Once the results are collected, they will be reviewed and drawn together as a set of conclusions based on the opinions of what people feel is more important in videogame. Aesthetics, how the game looks, sounds & feels or Gameplay, how the game plays, moves & functions. Also included with be aspects about ‘Story vs Action,’ do people prefer a game filled with fighting and action or a game filled with mystery and dialogue? These two topics work well together as they both cover the opinions of modern gamers. 
The reason this specific topic is worth looking into is because it has become a significant focus for debate amongst many game reviewers and internet gamers (gamers who post videos of themselves on the internet playing various videogames and providing narrative through the games). They usually discuss their individual opinions about what truly makes a game ‘good’ and what makes a game interesting. From the initial research there are, ask you would expect, many vastly different opinions, however, with enough research, analysis and exploration of all of their opinions and categorising them, accordingly, the ability to draw a conclusion as to what the right mixture of these elements makes a great game experience will be arrived at. 
A lot of ‘Triple A’ games (high-profile games which are produced and published by large studios), such as the ‘Call of Duty’ (2003-present), ‘GTA’ (1997-2021) & the ‘FIFA’ (1993-present) game franchises, focus more on the gameplay aspects of games while leaving the aesthetics more generic than unique. This indicates that games with fun gameplay are far more appealing to players, than games with deep story lines. However, this does not mean that there is not a section of the game playing community, who like videogames with deep, engaging stories and unique designs. It is a premise that a sizeable number of people (usually adults) very much enjoy games like ‘The Legend of Zelda’ (1986-present) series, ‘Professor Layton’ (2007-2017), ‘Phoenix Wright Ace Attorney’ (2001-2019) & ‘Danganronpa’ (2010-2021) for their creative designs, engaging stories and the requirement for participants to “think” about the game’s aesthetic as part of the game play. 
There are more examples of ‘Aesthetic vs Gameplay’ in the gaming industry, a lot of which does not originated from the large gaming companies like Nintendo or Sega. These will be discussed alongside the research, including the opinions of students and those outside of the university. This topic will be researched by reading the accounts of others, as well as watching documentaries about the opinions of members of the public on ‘how a game looks vs how a game plays,’ since this is a popular topic for game reviewers to discuss and debate. Being impartial will be critical to completing this research.  
Choosing a side would end up with bias research and would not fully explain how games, both modern and classic, can be great despite any flaws they may have in either the aesthetics or in the game play. Additionally, research will be collected through feedback forms and questionnaires. These forms will question the participant on their individual opinions of game aesthetics vs gameplay. It will ask them about their favourite genre of games, whether they choice leans more towards the aspect of aesthetic or gameplay. 


[bookmark: _Toc101985291]Research 
The overarching aim of the study is to gather and understand the opinions of others on the topic of ‘aesthetics vs gameplay’ in video games. To achieve this goal, not only will there be online research but also through viewing documentaries and also via research conducted amongst students, people working in the industry, as well as with lecturers and those who just enjoy videogames. Since the majority of those who will provide opinions for this research are games design students and gamers; it will be much easier to get clear opinions as they have good working knowledge of games as well as having their own definitive opinions about all the different genres of games.  

Some of these students prefer action-based games, while others prefer story-based games. Unfortunately, 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. 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 questionnaire that will be used is a web based, internet accessible questionnaires. These specially designed questionnaire applications make it easier to collect, organise and analyse data, as well as providing templates that use both multiple choice and open questions. Not only do internet-based questionnaires make it easier to collect data, but they also make it easier for the participants of the questionnaire to access them and answer the questions presented to them. This allows not only for a higher number of participants completing the questions but also wider range of results to analyse. The wide range of results garnered for this dissertation, the more in depth the research will be. With this wide range of research being presented, it will allow the presentation of not only a personal view of ‘Aesthetics vs Gameplay’ but also how others view the topic in their own personal ways. One point of view does not provide much of an argument, but multiple points of view allow the whole aspect to be analysed, reviewed, debated and summarised. 

The multiple-choice parts of the questionnaires will provide a parred down option for the respondent, while the open questions will give them a bit more freedom to they explain their opinions (this part will have a word limit, so it is not too overwhelming to summarise and analyse). 

Videogames are as unique and diverse as the people who play them. Therefore, directing the research to look, not only into what has historically been said, but also what the current thinking /perceptions are. Having up to date data is crucial for any report as it provides the reader with a clear understanding of current thinking on specific topics, even if the report is read years later. So, to ensure the authenticity of the thematic of this report, not only will the most current games be research but also historic, iconic games.
To collect data for the historic games the survey was sent to videogame players of an older generation, in which they were asked what videogames they enjoyed playing. Surprisingly, a lot of them talked about more modern games but thankfully one or two of them talked about older games like the original ‘Doom’ (1993-2019), which in the timeline of videogame evolution of gaming history is a big player. Others talked about games such as ‘Tetris’ (1984-present) and ‘Solitaire,’ (1990-present) which were originally videogames available for computers but also then transferred across to mobile phones at a later stage when technology allowed. 
On the other end of the spectrum, the survey was also sent to players of a younger age to see what kinds of games they enjoyed. Unsurprisingly a lot of the games that they said they liked were, of course very modern, which would be expected as they are games that they had grown up with and had been exposed to. Games like ‘The Witcher’ (2007-present) and ‘Minecraft’ (2009-present) to name just two, but some did mention games that came out before they were born which was surprising, games like ‘Professor Layton’ (2007-2017) and ‘Street Fighter’ (1987-present). This shows that, despite older games not being the most popular or technologically advanced, there is something about vintage game play which appeals even to younger gamers. 







[bookmark: _Hlk101957837]Fig 1: Screen shot of first survey results of participants opinions of videogame genres

Below there are the results to the first question of the survey. Participants were asked “what is your favourite genre of videogame?”. This may seem irrelevant to the topic of ‘Aesthetics vs Gameplay’ but in fact it is vital to the rest of the survey. Knowing what kinds of games people enjoy most shows what people find more important in a videogame.  Surprisingly the results of this question show that whilst action/adventure games were the most popular, coming in a close second were puzzle games. It is this split that could account for the results from the next question.
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Fig 2: Screenshot of second survey question results
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[bookmark: _Toc101985292]Comparing Aesthetics & Gameplay

Aesthetics are important to videogames where the player has to pay a lot of attention to their surroundings. Games like the ‘Mario Bros’ (1985-present) franchise and the ‘Silent Hill’ (1999-present) games. These games hold a lot of focus on what the player sees as they travel from place to place. While the ‘Silent Hill’ games have much deeper stories than the ‘Mario Bros’ games, they both make sure to give off the exact vibe the player should be expecting when they play the game. A Mario game will be bright, fun and colourful, whilst a ‘Silent Hill’ game will be dark, grim and scary. Both games do just what they say on the box. The gameplay within these two games is quite “simplistic” since one is mostly made for younger players and the other is based more on its story rather than its gameplay. This does not mean the developers of the games did not pay attention to how the game plays, it just means they put just as much effort into the way the games look and sound as well as the game’s story. 
[bookmark: _Hlk101957923][image: ]
Fig 3: Promotion art for ‘New Super Mario Bros’ (2006)
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Fig 4: Scene from ‘Silent Hill’ (1999)
Gameplay is also important to videogames. All kinds of gameplay matter when considering the quality of the game. Games like ‘Undertale’ (2015) which takes inspiration from the ‘Earthbound’ (1989) series, has very entertaining turn-based gameplay, whereby the player has to perform an attack or an action against the enemy before the enemy attacked them. This game specifically had something called ‘pacifist’ and ‘genocide’ routes where the player could either kill every enemy they encountered, or they could spare them. The ‘pacifist’ route which is much harder than the ‘genocide’ route, but it was also the more satisfying. This kind of gameplay is not seen anywhere else in the gaming world as it was created by ‘Undertale’s creator Toby Fox and this makes it so much more unique. This individuality made ‘Undertale’ skyrocket to the top ten of many people’s games lists and the most common rating for the game was 5-star review, an exceedingly rare rating to get for a game that started out as a Kickstarter game. 
[image: ]
Fig 5: Interaction between the player and a character from ‘Undertale’ (2015)

Another kind of gameplay is ‘real-time’ gameplay, where the player must fight and strategize against multiple enemies. Sometimes in a limited amount of time or sometimes at their own pace. Games like ‘God of War’ (2005-2018) and ‘Legend of Zelda’ (1986-present) perfectly show this kind of gameplay, as it has the player fighting mass amounts of enemies in real time. Both games do have what is called ‘quick time’ events where the player must swiftly act upon incidents that the game presents them with and punishes them if they do not act quickly enough. It is the kind of urgency in gameplay that keeps players on their toes, but it is not something that every gamer likes, understandably.
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Fig 6: Fight scene from ‘Legend of Zelda: Breath of the Wild’ (2017)
Some gamers prefer turn based games and others prefer puzzle-based games, which focus solely on the player solving puzzles and progressing story elements. This kind of gameplay is more blended with aesthetics due to visual puzzles being far more commonly used, than just word-based puzzles. Games like ‘Professor Layton’ (2007-2017) fall under this category. 
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Fig 7: Puzzle 111 from ‘Professor Layton and the Diabolical Box’ (2007)


Videogames with much simpler aesthetics such as ‘Wii Sports’ (2006) and VR games (Virtual Reality) like ‘Super-Hot’ (2016) focus far more on their gameplay. ‘Wii Sports’ is far more focused on the accuracy of the sports it is letting the player act out. It makes sure that the tennis game is accurate to how tennis plays and also for the rest of the sports available too. For ‘Super-Hot’ the aesthetics are extremely simple with the surroundings being shades of white and the characters blank slates of red, so to remedy this the developers made sure that the gameplay was engaging for the player and was exciting by making it a VR game. This meant that the player could move around as if they were in the game. This was quite a smart move since the aesthetics were so simple or because the aesthetics were so simple it made the gameplay stand out and more engaging.
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Fig 8: Tennis game from ‘Wii Sports’ (2006)

[image: ]
Fig 9: Promotion art for ‘Super-Hot’ (2016)
[bookmark: _Toc101985293]Game Reviews

Continuing the research, game reviews online were analysed to ascertain what they thought about many different games. Seeing their reactions to games and the in-depth information on gameplay and aesthetic they shared from not only playing the game but analysing it as well. One videogame review channel on YouTube that was investigated was a channel named ‘Nitro-Rad.’ This channel looks over many games, old and new, and the depth which the content provider of that channel goes into about how the game looks as well as how the game plays is incredible. However, it was noted that he did lean more towards how a game plays over how it looks. In a few of his videos on old games with incredibly old graphics he talked more about how the game played than how it looked, though this was not just limited to old games. Games such as ‘Psychonauts 2’ (2021) and ‘Fatal Frame’ (2001) were critiqued with both good and bad aspects of gameplay highlighted. 
This is not always a terrible thing though. Videogames are created for playable enjoyment and when a game has good gameplay it is much more enjoyable. Games such as ‘Forbidden Siren’ (2003) have gameplay quite like the first ‘Silent Hill’ (1999) game, which is understandable as it was created by the same game developers of the first four ‘Silent Hill’ games, Team Silent. The gameplay focuses on using what is called ‘tank controls’ as well as diverse types of weapons to defend yourself. Mele weapons such as pipes and baseball bats, long ranged weapons like pistols and other forms of guns and finally weapons that cause the enemy to take damage but you can only use the weapon once, such as flaming objects or glass bottles. Of course, these types of weapons are only found in games that are based in more modern settings, but they do make the gameplay enjoyable for those who like that kind of setting. 
Going back to ‘Forbidden Siren’ the game developers opted to use an incredibly unique style for their character models. Instead of moulding the character models to have faces and then adding textures, they decided to take live photos of the faces of the actors playing each character and use facial tracking. This gave the characters a sort of ‘uncanny valley’ feel as their faces looked so realistic for that era of games (Fig. 10). This kind of aesthetic can really make a videogame much more frightening as well as making the player feel uncomfortable, which is what horror games are supposed to do to a player.
[image: ] 
Fig 10: Example of character design using actors and facial tracking from Forbidden Siren (2003).
Looking at other game reviewers, one named ‘Zeltik’ who not only reviewed the ‘The Legend of Zelda’ (1986-present) but also other games by ‘Nintendo’. He focused mostly on the game’s aesthetics as well as the game’s stories, with the gameplay aspects being faintly touched upon. However, talking about ‘The Legend of Zelda’ in general is difficult when not talking about how it looks and how the story plays out. Another game reviewer named ‘PeanutButterGamer, also focuses on Nintendo’s games, especially the Zelda and the Mario Bros games. The ‘Mario Bros’ (1983-present) games are much more focused on their gameplay, no matter how simple they may be. The first level of Super Mario Brothers is widely regarded as a good tutorial to it is gameplay, as Malloy states in an article from 2020 - “The intro level teaches you something new constantly and simply through visuals.” (1)
Nintendo’s ‘Mario’ franchise is far more focused on the fun of the game rather than how it looks, or even the story for that matter, the games always have the same plot with one character being kidnapped by another character and then Mario must go save them. In the book ‘Game Over: Press Start to Continue, The Maturing of Mario’ by D. Sheff, Mario is described; “Mario, the main character, made an unlikely hero – a plumber who can wisely choose to avoid enemies as well as to confront them.” Quite simple. It is this simplicity that makes it so any person can play the games and have a fun time playing the game, even if it is not their usual choice of game genre.
[bookmark: _Hlk101958143] [image: ]
Fig 11: Cover of ’Game Over: Press Start to Continue, The Maturing of Mario’ by David Sheff 
To finalise the research on game reviewers it can be said that some are far more critical than others while some are quite emotional with how they analyse the games they play. Personally, it is far more important for a game reviewer to be straightforward and analytical when they talk about the quality of a game. A game review online is considerably different from a casual conversation between friends and thus the way it is worded must be framed professionally and logically. The game reviewers who review games through videos are far more likely to be more emotional about the game they are reviewing, this is because they do not really present these videos as actual reviews of the game but instead as a humorous way to talk about the game to a large public audience. 


[bookmark: _Toc101985294]Personal Research
For the personal research, two games were chosen, played, and then reviewed. The two games chosen were ‘Paper Mario: Origami King’ and ‘Pokémon Shield.’ Both games were released by Nintendo and have a similar feel to them, which makes it easier to analyse and compare the aesthetics and gameplay of each game. 
First ‘Paper Mario: Origami King,’ after playing this game which had beautiful aesthetics with the entirety of its world looking as if it were really made from paper. Not only that but some of the characters that were made, not from paper, but were just standard office supplies, which looked almost real, like someone had just thrown a picture of them in there, which is quite impressive. 
[image: ]
Fig 12: First ‘League of Stationary’ boss from ‘Paper Mario: The Origami King’ (2020)
The game’s levels are all incredibly unique and each have their own personal charm that makes them stand out against each other. Not only this but the soundtrack of the game makes each level feel different and new, also the soundtracks never really got boring or annoying. The one level that was distinctly memorable from the play through is ‘Autumn Mountain’ which had a very traditional Japanese Autumn aesthetic to it that really made it stick with me and the music for this level fitted it like a glove. With the kokyu (a traditional Japanese string instrument played with a bow) in the music and the smoothness of the background instruments it truly makes you feel as if you are adventuring through a real Japanese autumn. This music also works extremely well with the look of the level. Everything in this level is coloured in shades of red, yellow, orange and brown that emphasise the sense of autumn, and the colours do not overwhelming either, they all nicely meld together so that your eyes are not strained to figure out where your character is on the screen. (Fig 13)
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Fig 13: Scene of ‘Autumn Mountain’ from ‘Paper Mario: The Origami King’ (2020)
So, with all this focus on the way that the game looks, how it sounds and how it feels, the attention paid to how it plays is lowered. While the game does have a decent turn-based system with a cool twist of having the player rotate sections of the battlefield so that the enemies are in a certain alignment for them to attack, it does become repetitive towards the middle of the game, making the player lose a little bit of interest. It does make up for this in the boss battles, but they are so far apart that it can become frustrating. Although on a more positive note, the boss battles are quite fun as each of them introduces a twist to the battle system. 
The fire boss (The Fire ‘Vellumental’) uses its flaming feathers to block certain parts of the battle arena, making the player think carefully about what path they should take to inflict damage onto the boss and avoid having damage inflicted on themself by running into the fiery feathers. It incorporates a sense of decision making into the battle, alongside the short amount of time the player has to figure out the puzzle presented to them. To help with this battle and the other ‘Vellumental’ battles a ‘magic circle’ is placed on to the battle arena for the player to use. These circles can either use the game’s motif of ‘The 1,000-fold arms’ or having your sidekick character, Olivia, turn into one of the previous ‘Vellumental’ bosses already battled, to fight against the current boss that you are facing. 
During the game you face not just the ‘Vellumental’s but also the henchmen of the game’s main antagonist, The League of Stationary. As the name suggests you will be fighting against a plethora of office supplies like a set of colouring pencils, a bunch of rubber bands, a hole punch, a tape dispenser, a pair of scissors and a stapler. Each of these bosses gives the player a new challenge by making the battle much harder. The hole punch makes holes in the battle arena and the scissors have an attack that ends in a one hit “game over” for the player. The scissors boss was the hardest boss in the game, even surpassing the final boss according to a YouTube channel named ‘Shroob Invader,’ they stated that “Once scissors take its scissor guard off or you break it, its attacks one shot you.” 
Despite this, all the stationary bosses were a lot of fun, each of them has a unique personality which really added to the fight against them. The little quips they make during the fight made it, ensuring the fight did not get boring in anyway. Additionally, within these fights each have their individual quirks, like the tape sealing up parts of the battle arena and the stapler trapping Mario before it attacks, these idiosyncrasies very much added to the fights. If they had not been included it would become very boring to fight the final bosses of each stage,  as each one would become the same ‘find the weak point and hit it’ kind of battle and someone who plays a lot of videogames would say, they would get very bored of this game very quickly. 
It is these aspects of the game that are why it has been given such high reviews on websites like ‘Imore.com’ and ‘espn.com.’ As stated in a review by R. Spear in 2020 – “Before Paper Mario: The Origami King's release, I was a little wary. I was afraid of getting my hopes up too high considering how I did not appreciate the last two games in the series. However, after getting my hands on a copy and completing it, I can definitely say that The Origami King is the best Paper Mario game to come out in the last decade.” A game with ratings like 7/10 and 8/10 is certainly worth buying as well as playing, even when watching others play the game and seeing their reactions to not only the aesthetics of the game, but the story and gameplay truly makes this game memorable. 
If someone were to review this game and give it a score out of ten, ‘Metacritic.com’s response of an 8/10 would be the best. This is because while the ring battle system is not exactly good, being able to adventure through a land that looks as if it were hand crafted into origami out of real paper is truly breath-taking. Also, the quips from all the characters you meet along the journey just add to this wonderful experience and truly make up for the lack lustre battle system.
The second game played was ‘Pokémon Shield,’ the sister game to ‘Pokémon Sword,’ both developed by ‘Game Freak’ and released by ‘Nintendo’ in November 2019. At the time they were a revolution in the Pokémon franchise as they gave the player the ability to explore wide open ‘wild areas’ just as if they were real Pokémon trainers going on an adventure with their Pokémon partners. 
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Fig 14: Example of wild area in the ‘Pokémon Sword and Shield’ (2019) games
During the play through of the game, the wide-open spaces and feeling of freedom with so many Pokémon around made the experience of the game far more fulfilling. The design of the game world really makes use of the large spaces so that the player can explore with each wild area, as they have their own ‘microclimate’ allowing many types of Pokémon to thrive. For example, the ice type Pokémon in an area with snow and hail, and the water type Pokémon in a rainy, wet microclimate area. These weather conditions provide the Pokémon with an advantage, as well as fitting with their aesthetics. However, this is not the case for all the Pokémon. Ghost type Pokémon only get an area with cloudy skies which just slightly dims the light of the area, the same goes for the dark types as they do not even get a special weather condition, the weather is just sunny for them which is the opposite of their type’s namesake. It would have been better if the ghost and dark type Pokémon came out at night as Pokémon games do have a ‘Day/Night’ system which determines what time of day it is in your game based on the time on your console. 
[image: ]
Fig 15: Example of the ‘day/night’ cycle in ‘Pokémon Sword and Shield’ (2019)
An additional feature that these wild areas have is the ability to, purely by chance, run into a Pokémon with a level much higher than your own Pokémon; what this means is that normally you would not be able to catch  these Pokémon  in a ‘pokéball’ and fighting them would be extremely difficult. What this does is give a sense of danger to the player, making them check that the areas they travel through are safe before they head out. It does become easier as you earn more ‘Gym Badges’ and your Pokémon become more powerful. Levelling up your Pokémon is a noticeably big part of the game and these wild areas do give the player a wider space to train and level up their Pokémon team. Compared to previous Pokémon games this is a huge improvement. Prior to this development you had a straightforward path from one town to the next with a small off-road path if you had the right move or Pokémon, but with these wild areas you can find more Pokémon and even find rare Pokémon( if you know where to look), which makes the game feel more like an adventure. This kind of change has been built up over the last few games, however it has only become expansion in this game. 
The downside to this wide open spaces is the time it takes to get to one place from another. This problem is address later in the game with a fast travel system, but during the initial stages players are forced to travel long distances through the wild areas and have many encounters with Pokémon who are much stronger than they are which can cause issues with the player’s Pokémon fainting and them having to return to a Pokémon Centre to get them healed. Another issue in fighting these strong Pokémon is that you cannot escape from the battle and players end up wasting a lot of resources (potions and other health items) to try and beat that opponent, as stronger Pokémon will be able to deflect your poke-balls if you try to catch them. So, in summary, its either a win or lose with these stronger Pokémon, which is quite unfair.
The aesthetics of the game are quite impressive too in some respects. The designs of the main characters and the playable characters are quite memorable and stand out in their own unique way. One character design like this was that of Marnie, one of the rivals you gain during your adventure. She has a very punk like design with a leather jacket and leather boots, both studded with metal spikes, she also wears a pink dress and has her hair held up in two pigtails with parts of her hair being shaved off.
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Fig 16: Final concept art of Marine
This design really stuck and made the game more interesting as there were many points to battle her repeatedly through-out the game. Another design that stuck out was that of the Pokémon Champion of this game, Leon. His outfit looked like something a football player would wear and with his cape and hat he looked a bit like a king as the front of the hat has a crown pattern on it. Since he is the champion, having this look makes a lot of sense. He is the king of the region, the Pokémon Champion. Having not seen this done with a champion before,  it was quite fascinating to see it done so well. 
[bookmark: _Hlk101958363][image: ]
Fig 17: Full body art of Champion Leon
Another aspect of the aesthetics is the colour scheme of the day to night cycle. During the day, the colour of the sky will change depending on the time, when the sun is at it is peak the sky will be a bright blue colour with the sun shining brightly. When the sun is setting the sky will change to warm pink, yellow and orange colours with the shadows of the trees getting darker as night-time begins to fall. These colour effects have a real impact on the game and how the player plays the game. Being able to tell what time of day it is can help player manage their time and act as a reminder when they can perform certain tasks inside of the game. From what has been researched certain Pokémon will only ‘evolve’ during specific times of the day, meaning that the player must know what time of day they need to be playing the game and when or where they need to level up their Pokémon. This is an interesting mechanic that was introduced in ‘Generation 2’ (debuting in October 2000) also known as the ‘Gold & Silver’ generation of Pokémon games. In these games multiple Pokémon could only evolve during either the day or night and also certain events would only activate at specific times of the week. This ties back to the gameplay, so ‘GameFreak’ have cleverly integrated their aesthetics into their gameplay making the two works harmoniously. It is one of those instances where a game developer can let the player enjoy the aesthetics and gameplay equally. A rare instance but one that makes the game immensely popular. 
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Fig 18: Two Pokémon who only evolve during day or night
Games like ‘Psychonauts 2’ also use this harmony of gameplay and aesthetics, which has ensured the game received remarkably high reviews from multiple game review websites such as ‘Metacritic.com’ and ‘gog.com’, both websites giving the game a 4.8-star rating, with game reviewer ‘edweird’ stating in their review of the game – “The art direction and graphics are gorgeous, cohesive, and full of quirky character. The gameplay is varied and interesting without becoming confusing or over-complicated.”  This kind of rating is quite difficult to get and prior to this game ‘Psychonauts’ was not a very well-known game but now it is much more popular and available on far more consoles than just the PlayStation. More consoles mean more people can play the game. 
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Fig 19: Scene from ‘Psychonauts 2’ (2021)


[bookmark: _Toc101985295]Conclusion 

In conclusion of everything that has been researched and discussed in this dissertation, aesthetics and gameplay in videogames are equally important, there is no doubt of that now from the research into multiple games of varying genres. However, when it comes to the individual perceptions while playing games, sometimes the aesthetics are more important than the actual gameplay and other times it is the reverse. It is truly just down to individual opinion. 
This is not always the case when it comes to reviewing games, however. When a person “professionally” reviews a videogame, they must mute their individual opinion and analyse the game through a more analytical eye. When they are presenting these reviews, they are giving people who have not yet played the game a glimpse into, not only, how the game plays but also how it looks and what the story is like. They cannot give away the entire plot of the game as this would just spoil the experience for the future player, but they can just subtly show what the player what they can expect to experience in the main parts of the game.
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