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[bookmark: _Toc529260466]Introduction
This is a proposal to test how narrative works in video games compared to films. There will be two tests: the first test will discuss how interactivity can change the narrative between a video game and a film counterpart, and how the responses differ between people depending on which they experienced first; the second will aim to find out whether reactions to either media change when interactivity is changed i.e. when gameplay is placed on a single player while others watch as exampled by online YouTube gamers, versus watching the same story in film format. These tests aim to find out how interactivity affects how the media is experienced, and what differences can be found when the method of interactivity is changed.
[bookmark: _Toc529260467]Project Specific Research
[bookmark: _Toc529260468]Video Game-Based films and their Failures
When games are adapted into film, and films adapted into video games, a key component to their popularity is lost in translation. When games are created from films the overall reception is higher on average than when games are adapted into film (the highest rated video game-based films on Rotten Tomatoes and Metacritic exceed the halfway mark for scores on 4 occasions, out of 34 games). When games are adapted into film, the interactivity of the narrative is taken away, as discussed by Torben Grodal in Media Entertainment: The Psychology of Its Appeal; Video Games and the Pleasures of Control. In his book he discusses the popularity of video games through the player’s ability to control the outcome and become a part of the narrative, as opposed to the passive viewing of films. Becoming immersed in games through the control exerted through play is what makes video games popular these days.
In Playing with Power in Movies, Television, and Video Games by Marsha Kinder, it is posed that film is no longer an important pastime (though this was written back in 1991, and the perpetuation of cinema to this day shows that this wasn’t entirely true). She writes that “the history of entertainment is driven by the pleasure principal—the alleviation of boredom and the pursuit of control or mastery” when speaking of her son’s interests. This shows in more recent studies into the spending culture and pastimes of people in modern times: in 2016 the US video game industry generated $30.4 billion in revenue in comparison to $11.38 billion revenue earned in the film industry.
Upon reviewing these figures, it is understandable that the film industry would try and adapt the popular games into film, to try and take back some of the revenue. But, as discussed above, when it comes to ‘alleviating boredom’ video games are more popular, and it is likely attributed to the interact-ability of said games. When that interactivity is removed, the story is less engaging and suffers as a result (as seen through the waning scores of films based on video games). A review by Roger Egbert for the video game-based film Doom (2005) (based off a popular first-person series of games where the player character fights their way through the hoards of Hell from 1993) pertains to this, saying: “The movie has been inspired by the famous video game. No, I haven’t played it, and I never will, but I know how it is to not play it. Because I’ve seen the movie. Doom is like some kid came over and is using your computer and won’t let you play”. Once again this implies that while video game stories can be interesting to watch, when the interactivity is taken away it loses much of its charm.
Some films suffer from poor screen writing, such as the Tekken film in 2009, which currently holds a 0% rating on Rotten Tomatoes, and was said to have suffered due to the lack of collaboration between the film producers and the developers of the game series, as said by director of the series Katsuhiro Harada. This study aims to understand why games are not easily portrayed through the film medium.
[bookmark: _Toc529260469] The popularity of YouTube gamers and eSports
[bookmark: _GoBack]Interactivity seems an integral part of games, yet there is a rising popularity in both eSports (watching teams play competitively in designated games) and the watching of people playing games on YouTube (often referred to as Let’s Play). The popularity of eSports is arguably like the popularity of regular sports such as football, where viewers identify with specific teams and bond together over the feeling of belonging to a community (as described in an article by Christine Emba in the Washington Post titled Why do we care about sports so much?). Following a team in a popular sport has been integral to social relationships for centuries (even in Wales, with cnapan being a popular sport before rugby and football), but the rise of gaming on YouTube clashes with the theory that taking the interactivity from video games ruins the experience.
Jessy Garza, in an article of ODYSSEY, discusses possibilities of why watching other people play games online has become so popular. In her article she writes about the entertainment aspect of these videos, in which the person playing is a part of the entertainment. The example provided is when viewers are watching these individuals playing, it gives off a “comfortable atmosphere as if they’re right there next to you as they play these games”. Thousands of people come to watch these ‘Let’s Play’ers reacting to different games despite there being no interactivity with the game itself (though through the advancement of the YouTube’s website, it is now possible to communicate with players as they play live via video ‘streaming’), which puts it at odds as to why films based on video games aren’t popular despite interesting narrative. The interactivity has been taken away and left nothing but story for the viewer, with the addition of simply another person speaking over the game as they play. Referencing back to the negative review of the Doom (2005) film by Roger Egbert, where it felt like watching someone else play, it contrasts against the theory that the popularity of games is because of the interactivity.
[bookmark: _Toc529260470]Proposed Methodology
To cover the complexity of the subject, and to gain as accurate a response as possible, the testing portion would be split into multiple tests. This is to study the responses to films based on video games and video games based on films: also, whether the same game and film can be enjoyed with other similarly to the situation displayed when people watch an individual playing a game.
For this test, a short gameplay demo and a short film or animation would be created based on the same story. A completely original story, or one based on an already popular story such as King Arthur, would be suggested, to create as neutral a situation as possible in the experiencing of these pieces of media. Both would be no longer than thirty minutes, to give those participating enough time to familiarise themselves with the material (particularly with the controls and mechanics of the game).
Two test groups would be required: one group would be shown the game first, and then the film or animation, the other would be given the opposite, before both groups would be asked to express which they preferred and why. They would be shown these media alone, with no audience and no outside stimulus, before giving their responses. The responses of both groups would then be brought together and compared, to see whether the ‘game based off the film’ was better or worse than the ‘film based off the game’. This is to test whether there is an actual problem with changing narrative between the two media, or if it is a biased gained from comparing the follow up to the original.
The second portion of the test would use pre-existing games, and their corresponding films. One person would play the game while others watch, thereby mimicking the ‘Let’s Play’ scenario, whilst others would watch the film adaptation of the same game. This would test to see if removing the interactivity from the situation is still enjoyable to the audience, and why it’s different to be watching gameplay rather than a film.
[bookmark: _Toc529260471]Proposed Outcomes
By performing these tests, it is hoped that an understanding is reached as to why subjectively good film adaptations of games are difficult to achieve, and whether interactivity has any bearing on the outcome.
The results of the initial test—comparing ‘the film of the game’ versus the ‘the game of the film’—will aim to find out what causes the greatest difficulties when adapting one for the other, or if it is even achievable. Are these problems biases dependant on which media is seen first, resulting in comparisons being drawn (as films are often compared and derided when compared to their precursor books) or are they a problem in translating narrative between media, where the removal or inclusion of interactivity causes too much of an impact? With this test it is proposed that it is the former, where a bias is formed by the consumption of one before the other (if the material in use is suitably fair to both medias in question). 
The results of the second test—to see what the main differences between watching another person’s gameplay of a video game versus a film adaptation of the same story—require a game-film pairing with similar review scores to keep results fair (for example if the film in question doesn’t correspond with the paired game in terms of reviews and reception). This portion of the test would be more difficult because of the balance between game and film required, but the expected result is that the game is popular because of the addition of a person entertaining as they play when removing the interactivity of the game itself. The person playing can still interact and converse with the audience (as evidenced by YouTube gamers, even if they aren’t actively getting a response whilst recording), whilst films require that the audience remain as silent spectators when regarding the narrative.
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