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Ways of Perceiving

My exhibition will be displaying the correlation between how we preserve Nordic history and mythology in modern pop-culture. I will be referencing popular media forms of film and games to help back up my points. My exhibition will contain a chance to walk through a virtual space via a VR headset to walk around both old Nordic settlements and modernised portrayals of Nordic lore, these will be inspired by the games and films we will talk about below.
Age of Mythology
We will first be looking at the game released on the PC in 2002 called “Age of Mythology” (Ensemble Studios 2002, Age of Mythology, Video game, Microsoft Windows, Microsoft Game Studios, North America). This game was an RTS or Real Time Strategy that also gave young and old gamers a chance to combine their curiosity in games while simultaneously learning about actual historical lore and mythology. “Gee artfully conveys a plethora of applications of different game genres for use in educational settings, particularly real-time strategy (e.g., Age of Mythology), construction and management, and turn-based strategy” (Gee, J.P., 2007. Good video games+ good learning (pp. 1-82). New York: Peter Lang). This game allowed new and older gamers the ability to enjoy their favourite game genres while also learning about different forms of mythology such as Greek, Egyptian and Nordic. The biggest difference between the eras was the architecture between each. (Studios, E., 2002. Age of Mythology. Microsoft Game Studios [PC]. Redmond, WA). Below are temples from each of the different eras. Each are significantly different and unique to how you would imagine the temples to look. Also depending on the Gods, you choose to worship within the game will change the statue outside the temple. This gives the player a little insight on how the god is portrayed in statue form.
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	Norse					Greek				Egyptian
As you progress through the game and gain favour through the various ways of worshipping. These methods of gaining favour consist of praying for Greeks, building monuments of faith for Egyptians and then prowess and honour through battle for the Norse.
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Inside my exhibition I will have access to the game to allow people to experience the different structures and different eras. Once they have done seen the game’s experience, we will give access to a VR experience that will be re-created the temples and statues in 3D software. This however is the truest form of history before we move onto a more modernised form of portrayals.
Too Human
[image: ]We will be then coming to a more modernised version of Norse history. Another game called “Too Human” (Silicon Knights 2008, Too Human, Video game, Xbox 360, Microsoft Game Studios, North America). This game was released in August 2008 by developers “Silicon Knights” and is an RPG (role playing game) made for the Xbox 360. The game still has very historically accurate references with the names. However, it also has modern sleeker architecture as well as the weaponry in the game isn’t solely swords and hammers.







[image: ][image: ]The base of the game has strong links with Norse gods as you can see above that all key character within the game are named after Nordic gods and goddesses. Also, within the game there are entities called “Valkyries” which appear upon death, and carry the player off to Valhalla, this being the place warriors are taken to after being slayed in honourable combat (O'Donoghue, H., 2008. From Asgard to Valhalla: the remarkable history of the Norse myths. IB Tauris.). This folklore is well implemented in this game as they introduce it early and there is an animation every time the gets depleted of health. 





[image: ][image: Image result for asgard too human]From this game we will have both the game and a VR space of the central hub known as Asgard, that the player navigates throughout in the game. This will be made directly from the game and made so the player can walk around as in the game. The purpose is to showcase the architecture to how the Norse structures have been modernised.
Marvel
[image: ]Another form of media I will be using in the exhibition is film. The film I will use will be Thor: Ragnarok (Thor: Ragnarok 2017, Directed by Taika Waititi, USA, Marvel Studios). This film was well received in pop-culture and gave the viewer both knowledge of the architecture and God hierarchy. In the film they depict Asgard with similar structures as Too human’s modernised portrayal. 







However, in the film we don’t see too much of Asgard, but the portrayals of the Gods are what we will focus on in the Marvel films.
In Thor: Ragnarok we see characters such as:
· Thor, God of Thunder
· Odin
· Hela, Goddess of Death
· Valkyrie
· Loki, God of Mischief
All these characters are depicted in different ways but don’t tend to stray too far from Nordic mythology. We will be comparing the portrayals next to each other, one from the film and then another from other media sources.
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[image: ][image: Image result for loki smite]Loki 





As seen in these examples we can see that all portrayals have small differences, but all have the key features that distinguishes them as the same person. Even though these games and films have many years between each other, they still stay true to the lore of how the gods are supposed to be depicted. 
Inside my exhibition there will be small movie clips of Marvel films and 3D printed models of the God from each media on showcase. This is to show the similarities between all different media sources.





Norse gods depiction in games
Here I will be focusing on how the Nordic gods specifically Loki is depicted and how they implement lore into the game by giving him abilities that correlate to the character. As we can see from the above pictures, we can gather that Loki has consistent themes behind him, specifically with horns. Even though each game and film show him in the same way, each one has similar powers. For example, throughout the Marvel series Loki, God of Mischief shows various abilities such as creating clones of himself to deceive his allies and enemies, goes invisible and a few others, which is true to myth (Lindow, J., 2002. Norse Mythology: A Guide to Gods, Heroes, Rituals, and Beliefs. Oxford University Press.). These abilities are also present in the games such as SMITE (Hi-Rez Studios 2014, SMITE, Video game, Microsoft Windows, Alpharetta, Georgia, United States) and Warframe (Digital Extremes 2013, Warframe, Video game, Microsoft Windows, London, Ontario). In these games we see Loki possessing similar abilities allowing him to make clones or decoys to distract and deceive his enemies and possessing the ability to go invisible. This shows us that the game designers have tried to re-create the character based on the lore. Therefore, producing a true representation of what the god would do.
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Conclusion
In conclusion we can see that throughout the years both film makers and game designers have preserved history via different medias of pop culture. Also, despite there being advancements in technology, the only aspect that has changed may be the architecture has been modernised. However, the core of how Norse history has been portrayed has stayed relatively true to lore.
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