Which one is more effective in telling a story (1500 words) by Chloe Booton

We see story telling everywhere, a delightful story captivates people and opens our imagination to a situation that is entertaining or educational as we question the morals in these stories. Some stories are real, and some are inflated as well as improvised. Story telling can surface into multiple medias including film, tv, art, video games and music. I will be researching into video games and art to discover which form of media effects the audience, by comparing and seeing what type of reaction people have when being told a story that is uniquely disturbing that denotes different feelings and thoughts to each viewer. 

Looking into the gruesome work of Jake and Dinos Chapman, we see two artists work to produce provocative creations for the public to see. In Jake and Dinos’ interpretation of the Nazi Concentration Camps created with air fix models and various sculptures, ‘What the Hell, 2000’ consists of Nazis experimenting on each other, bloody bodies, naked and disfigured. In the book This is Modern Art the writer asked the artists “what are you doing?" the artists response was “that they want to try to drag refined aesthetic natures towards something more base.” (Mathew Collins,2000) I personally think they did exactly that by looking at one sculpture alone we see a grizzly, traumatic scene of a concentration camp. A portrayal so horrifying that represents how awful the camps were. In history the Nazis were not mutilating each other but instead the thousands of victims that were captured and brought to the camps. It is said that “Brutal treatment, torture and humiliation was commonplace.” (The Holocaust Explained, 2020) inside the concentration/extermination camps, so for Jake and Dinos to take the horrifying theme and make people engage by looking closer at their exhibitions at the sight of death was remarkably interesting. In Jake and Dinos’ interpretation it is not romanticized or glorified like we often see in Hollywood movies due to censorship “The Stranger (1946), Judgment at Nuremberg (1961), and The Pawnbroker (1965) are about events that occurred after the end of World War II and only briefly reference the factory-like murders in the camps using very short newsreel film clips.” (Nancy Copeland Halbgewachs,2011) often tip toeing around the real atrocities but in Jake and Dinos Chapmans work we instead see something that is raw and painful to look at. 

When you look at various aspects of this work  you see more meaning when you are engaging and creating more of a dialogue to the work. 
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Jake and Dinos’ interpretation captivates the audience but does not tell a story it leaves the impression that this unnatural state of human consciousness is purely a sick fantasy but does not stray far from the truth of the wrong doings in the concentration camps. In the documentary "How sick is your art" Jake is interviewed and speaks about how art just intensifies life as we question our relationship with what we are since we question what it is, why and what is going on. We see how intense the sculpture of hell is as it leaves an impact on our minds that has us thinking about what the story is, as opposed to it being handed to us and shown through an interactive process like video games.

Contrastingly we see an entire reality fixated with the same theme of anguish and pain in the Last of Us 2. (Naughty Dog,2020) The Last of Us 2 was released onto the PlayStation 4 in 2020 by the video game company Naughty Dog. This action-adventure game set in a post-apocalyptic world of zombies brought me true emotional pain as you play as the main character Ellie. Especially during the part of the game where we see Ellie suffering from a PTSD flashback (see video.) Tearing through fights with zombies and camps of people as you play through the narrative of seeking revenge for the loss of her close friend Joel. During this game we see what Ellie does to survive, climbing buildings, stealthily creeping past enemies and crafting weapons as she hunts and murders those responsible for Joel's death. We see at the end Ellie spares the life of the main antagonist who was responsible, but she had already massacred an endless amount of people on the way, because of this I found the ending difficult to come to terms with. 
[image: ]The Last of Us Part 2 , Naughty Dog (2020)

Firstly, I would like to talk about storytelling in video games all together. People usually play videogames for the gameplay, doing something fun, exciting, and extreme would describe a good video game. Popular video games such as Call of Duty, Grand Theft Auto and Skyrim engages with the player and adds entertainment value. When we bring a huge story into a video game with characters and detailed lore the player is received missions to suit this story, some feel tedious like trailing, un-skippable cutscenes, limited movement, and a lot of people myself included do not have the patience to play through these, so of course, it must be done right, it must motivate the player to continue playing. When games introduce a story it takes away control from the player and it makes us want to get back into doing the fun stuff like blowing up cars and driving fast. Even so, In the first Last of Us, that came out in 2013, the main motivator for me was the storyline, because I enjoyed the extremely engaging relationship between the characters.

The story in the first Last of Us game we see a father-daughter type relationship blossom between two characters and the main motivator was that the characters travelled across states in America including 12-year-old girl (Ellie) and father figure Joel. We play as Joel and we must help her get to the hospital because she was immune to the zombie infection and was a potential answer to the cure, although taking her there was the main motivator, players felt like the fun dialogue and relationship dynamic between the two characters was the motivator. And although the gameplay was okay, the story that Naughty Dog gave us was what stood out during the game, Because the growth between the two characters resonated with the players and Naughty Dog made us care about the characters because we watched them develop through dialogue in various situations, we remember the Last of Us not from the gameplay but through the story. 

The Last of Us 2 received two spectrums of extreme opinions either being a "10/10" masterpiece by many popular video game critics, one including IGN saying it was a "masterpiece that evolves the gameplay, cinematic storytelling, and rich world design" (Dornbush, J. 2020). But out of the people who played the game it was only like by 56% of users who reviewed the game on google, noting that 93% of Google users liked the first game. These statistics show me how much the first one had to live up to as it was a successful game. One person described the videogame a "slap in the face." in a detailed review on how infuriating the sequel was to play. I personally do not believe either side of the extreme opinions as the Last of Us 2 is a game that depicts the realistic aftermath of the first, and I have concluded that it is painful.

After analysing two different stories in two different medias, I see a clear difference between how artists tell stories. In video games it is all about experiencing the story at your own pace for entertainment as you feel increasingly engaged within the story as you go on. Art is more impactful at a singular glance and you often feel how you want to feel about a piece instead of being pushed into feeling a certain way. Art engages with people in a way where we choose to look and video games steer you into where you must look. As we already established, a story usually includes a narrative and video games as a medium establishes that narrative clear although it takes a lot longer than gazing through a window at an exhibition.
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