http://www.zergnet.com/news/24092/the-most-offensive-games-in-the-world


[bookmark: _GoBack]No offence, but…
POSTED JUNE 13, 2012 BY LEWIS DENBY.
Feature: Some games set out to offend – and there’s not necessarily anything wrong with that. It’s when the excuses come out that things get really bizarre. Join us for a tour around some of gaming’s most offensive oddities – and how their creators tried to defend them.
[image: http://beefjack.com/files/2012/06/RapeLay-header.jpg]
There’s nothing wrong with offending people. For example, your mother was extremely good fun in the bedroom last night. See? Nothing happened! You just felt a bit taken aback for a second, then got over it when you realised I’m actually full of joy and roses and there’s really nothing to worry about.
Likewise, there’s nothing wrong with making a game that’s provocative or shocking, providing you make it good and convincing. Series like Grand Theft Auto grab your attention with guns and boobs, then channel it into a searing social satire that expertly pokes fun at some of our culture’s more ludicrous elements. Meanwhile, another Rockstar game, Manhunt, used horrific violence to convey the terror of the lead character’s situation and to portray a gritty atmosphere. And Saints Row, with its dildo-weapons and gimp suits, aims simply to be as over-the-top as possible, sending up an entire genre of gaming in the process.
However, from the depths of game development come certain titles which seem to miss the point. They shock without purpose – then, brilliantly, try their level best to excuse themselves as culturally relevant, or poignant, or having a deep message, maaan.
Targeting teens
One of my favourites was the very strange School Shooter: North American Tour 2012, an amateur mod for Half-Life 2 that became so quickly controversial that leading community-driven modding website, ModDB, refused to have anything to do with it. In School Shooter, players would be invited to take the role of an angry teenager with a gun, and blast up some cafeterias and halls and classrooms. Stay classy, modding community.
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The whole thing seemed like a cut-and-dry attempt to find fame through shock tactics, but things became decidedly strange when we interviewed a couple of the mod’s creators, who couldn’t seem to agree on what it was they were trying to achieve. “It’s not glorifying [violence] at all,” the game’s modeller, who asked to remain anonymous, told us. “It’s attempting to illustrate how horrible it is. I feel we’re releasing a game that anyone can enjoy, and might stop a child from committing a school shooting.”
Which, you’ll understand, is difficult to take seriously when the other developer, a guy calling himself Pawnstick, then says he wants to make a game for “anyone who wants to be a school shooter, but is too big of a pussy to actually do anything.” And speaking of the mod’s main character, he declared: “If the person who is playing the game can think to themselves, ‘This guy was right in doing this,’ then I have done my job right.”
I’ve spent the last few minutes searching for a website to link to, but it seems the only remaining evidence of School Shooter is a stream of irate articles posting on a range of websites, both specialist and mainstream. It’s probably safe to say that the project never really got off the ground.
Piss off
Talking of interviews, one of the stranger chats I ever had with a game developer was with Vince Desi, CEO of Running With Scissors and one of the brains behind the Postal series. Specifically I was speaking with him about Postal 2 for a feature I was writing about the world’s “most fucked up” games for now-defunct PC gaming mag PC Zone. I asked him about the controversy surrounding the series, and especially the second game. Did it do its job? It certainly ruffled people’s feathers.
[image: http://beefjack.com/files/2012/06/Postal-2.jpg]
Now, for those lucky enough to have never played Postal 2, let’s have a bit of a recap. It’s a game, initially, about being bored. Your job sucks, you’ve no friends, and you’re being asked to traipse around town performing a set of tasks so dull they make the first half-hour of Mafia seem like the most thrilling intro ever to a game. It’s quite clever: it’s taunting you, pushing you towards picking up that baseball bat and smashing someone’s face in, just because there’s nothing else to do and we’re conditioned to play first-person videogames like that.
But what follows is a crass and entirely unfunny romp that’s filled with insulting stereotypes and which allows you to urinate on people’s faces to make them vomit. There’s no satire, no fun-poking, just scene after scene of mindless stupidity, which might as well have been soundtracked by Beavis and Butthead chuckling like morons as Gary Coleman appears for no discernible reason and someone gets clobbered to death with a hammer.
Offensive for the sake of being offensive, then. So imagine my surprise when Desi launched into an extraordinary rant about how the game wasn’t designed purely to offend at all, and how if I was writing a feature about fucked up games, then what I should really be writing about is how the games industry is so corrupt, right through from development to publishing and even journalism and criticism. To this day I’m still not sure whether he believed that, or whether he was really bloody good at keeping up the joke. Either way, I published his incredible quote verbatim, which was fun.
Have a laugh: do a rape
Less fun is the existence of RapeLay, a 2006 release that delighted tabloid journalists by giving them something videogame-related to be horrified about for a couple of weeks. Officially released only in Japan (because where else would it be?), RapeLay invites you to step into the shoes of a man who will stalk, then go on to sexually assault, a mother and her two daughters. Absolutely delightful, of course. Now, it’s important to remember that cultural differences lead to a range of acceptability levels of a variety of different topics. Still, for some time before the media shitstorm kicked off, Amazon offered Westerners the chance to buy the game on import, revealing a somewhat surreal description that was presumably supplied by developer and publisher IllusionSoft:
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“Rapelay is an offshoot of the Illusion series, Interact Play. You, like in previous installments, play as a public nuisance that gets away from captivity and starts scouting for new targets. This time around you find a family of a single mother and her two daughters. You quickly begin your hunt and capture each woman one by one. The gameplay involves an amusing training/disposition system with which to break each respective target to your liking.”
Never before have I witnessed such an intriguing use of the word “amusing”.
So this was a game designed to make us laugh, then? It’s just about the strangest excuse that could have been given for RapeLay’s existence – especially given that there’s a far more obvious reasoning lurking at the game’s conclusion.
In a twist (and here be spoilers, just in case you actually want to hunt this thing down), your character can actually die at the end, partly as a result of his horrendous actions across the course of the game. RapeLay could quite feasibly (and at least semi-convincingly) been marketed as a game that forced you to consider the consequences of the atrocities you had so willingly committed. But no. Instead, IllusionSoft sold it as a game you might play to have a laugh at the expense of the women whose lives you were ruining. So that’s nice. Funnily enough, the developers have remained somewhat tight-lipped about their game since its release, but something tells me it probably made them a nice stack of money. The world is bloody strange.
We’re all going on a summer holiday
One of the more frustrating examples, and probably the most well-known, wasn’t even an entire game: it was one level and, strangely, the developers included a big ‘skip’ button in case you didn’t want to play it. Way to stand behind your cause, guys.
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The game was Call of Duty: Modern Warfare 2, and the level in question – called No Russian – saw you step into an undercover operation during which terrorists fired automatic weapons at a sea of unarmed civilians in an airport. The story went that you could do nothing to break your guise, no matter what the terrorists might do, so you had only two choices: shoot dead men, women and children who were about to jet off on holiday, or watch four other men do so anyway.
Developers Infinity Ward said the scene was crucial to the story and to the character development of terrorist leader Makarov, who never once appears again in the game (admittedly he does kickstart a ludicrous war, but still). They also said that, once the mainstream media’s shock-horror stories have died down, no one really cares about this sort of stuff. Which sort of suggests it didn’t need to be there in the first place. Especially when this crucial story-centric mission is one the game gives you the option not to even play.
It’s a shame that Infinity Ward’s excuses failed to edge towards convincing, because for such an enormous, mainstream game to offend so many people with reason would have been a marvelous thing. In fact, it’s been done before. And that’s great – because shock tactics have their place.
Offence done right
Offence works as a wake-up call: it causes us to think about our beliefs, to question ourselves, and – just maybe – to become a better person.
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When Grand Theft Auto III asks you to drive like a lunatic, commit awful acts of organised crime, and generally behave like a massive dick, it’s doing so in order to make you think about society’s endless pursuit of wealth and fame at any cost. When you listen to an interviewee GTA radio station Chatterbox, and you hear an extraordinarily racist joke, you’re not supposed to be laughing with it: you’re supposed to be laughing at the very notion that, incredibly, some people like that actually exist.
And while something like the School Shooter mod appears confused in its intentions, you couldn’t level the same criticism at Super Columbine Massacre RPG. Well, people tried, but creator Danny Ledonne clearly intended to do more than shock for the sake of shock value: once a self-proclaimed loner himself, he wanted to use his own experiences of feeling like an outcast to explore why the terrible events at Columbine happened, and challenge the notion that violent videogames might somehow be the cause.
The fact that we play videogames, rather than watching them, is a very powerful thing: it lets developers force us into being these horrendous people, rather than just passively observing them, and that makes us thing longer and harder about the situations we’re experiencing. Games that understand this are the ones that spark the best type of controversy. There aren’t many things worse than shocking people for the sake of a bit of media attention – but at least it gets some hilarious results when the creative decision-makers try their best to back down. “No offence, but…” indeed.
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