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My work in Computer Games Design has seen me both develop my practical skills within the use of programs such as Autodesk Maya, Substance Painter and Zbrush, but also in the theory of my field. From Scott Rogers Level Up! The Guide to Great Video Game Design to Rules of Play: Game Design Fundamentals Salen and Zimmerman, the theory of my field has been expanded upon and solidified as the industry and technology available develops. The role that the Video Game serves when considering how it has expanded and changed the perception of play, even re-defining it with the evolution of the mediums of play, such as the continuing evolution of video game console hardware themselves, with increasing interactivity within the ever changing world of home entertainment and the expanding significance of play within our daily lives, particularly in the modern context of greater communication and availability of devices that can be considered a platform that enables or greatly expands play, growing significantly a period of two decades.
[bookmark: _GoBack]The role of video games in Play have long been discussed, both in and outside of the video games industry. To understand the fundamentals of play within the context of the video game industry, the basic question of “Is it Fun?” should be asked to first establish what the Video game is intended to be; a medium of play. This is answered, from the perspective of a game’s designer, by Scott Rogers in his book Level Up! The Guide to great Video Game Design, “’Is it Fun?’ is the Question I dread the most when coming up with new game ideas. Many academics have attempted to define what fun is … The problem with fun is, like humor, it is completely subjective. You can try to skew the odds to your favour by basing your game on existing, proven gameplay style, but more often than not you end up with a ‘clone’ game. Look at how many lousy first-person shooters and survival horror games have been made.” (Rogers, 2014). Whilst any media is dependent upon viewer engagement with the media, be it film, literature or more traditional arts, the viewer must be drawn into the piece and interested in it, following a thread to a satisfactory conclusion. This is doubly so in Video games, where the viewer is never in a passive role, for the most part being the active driving force in advancing the plot or exploring the world they inhabit, deciding with their actions the outcome of their experience with the game.
Another aspect of Video Games role in play is its ability to immerse an individual in the role of another with an often-unparalleled degree of detail. From the simulators of Euro Truck Simulator 2 to Farming Simulator 19, putting the player in to role of a more menial job, with interactive elements being an imperfect representation but one that engages and interests the player, to video games like Arma 2 and Insurgency, with a less grounded basis in simulation throughout what story they may possess, but operating within a grounded framework, using actual tactics and equipment that are employed on the modern battlefield, relying on communication and the implementation of squad based objective accomplishments, where playing as an almost ‘Rambo’ like character will almost certainly get the player downed, with no health bar to speak off. This can be seen in Arma 2’s mechanic of the player bleeding out or breaking bones, which isn’t healed with a simple medical kit or simply remaining in cover till their health refills, presenting a much more grounded simulation of actual combat, but not a perfect depiction. 
One significant factor which has allowed video games to serve as a popular, if not superior, medium of play is their ability to tell a story through an interactive experience rather than simply placing the consumer of the media in the role of viewer, instead giving the viewer the a direct impetus on the stories progression, through meaningful interactions with the environment and the people within the story, becoming their own method through which a narrative is related to the player, who at the stage of playing the game ceases to be a casual observer, but rather an involved participant. The suggestion that the video game can be its own narrative is suggested in Rules of Play Game Design Fundamentals “The creation of a game narrative is really the creation of a narrative system… You are crafting a system of parts, simple elements that interrelate to form a complex whole.” (Salen & Zimmerman, 2004). Acknowledging that whilst a video game story draws from common storytelling techniques, it forms its own unique way of conveying to the player the story, one which they can affect with their own individual decisions and actions and explore at their own pace with the advent of open world games, with branching story arcs and multiple choice endings for the stories explored in each game, from science fiction to fantasy roleplay.
This can be seen in the Telltale Games line of story-based adventure games, such as The Walking Dead episodic story game and Batman: The Telltale Series, presenting the user with a branching story with multiple choices, which ultimately affect the outcome of story arcs for characters and the wider plot of the individual stories, whilst not leaving the player without any input. As Scott Rogers rather hyperbolically put it “If Gameplay is the meat of the game, then the story should be the salt: just enough will add flavour, but too much can ruin everything and kill you.” (Rogers, 2014). By developing environments through which the player is capable of inhabiting and changing by their own actions, without making each action and the story itself a laborious task for the player to engage with, this has crafted a medium where both story and play are nearly perfectly interwoven.
The significance of play within modern society has become much more apparent than in previous years, particularly with the evolution of modern interactive hardware and software, as well as the significant move of the most common form of interactive entertainment, the video game, from the arcade cabinet to the far more portable and readily accessible mobile phone or video game console, thanks to the decreasing size and cheaper costs for such devices. Though the medium is revolutionary, This hasn’t changed many of the core rules of play, much like a game of chess carries a set list of rules for play, bar expanding upon the complexity of some of the rules within video games, as noted by Salen and Zimmerman “The idea that rules are binding, as well as fixed is as true as digital games as it is for the non-digital ones. In a classical sense, the rules of the game don’t change while the game is being played”, however, Salen and Zimmerman adds “Of course, there are plenty of cases of hacking, cheats and Easter eggs in games, but these interventions only serve to highlight the fact that as a whole, the rules of digital games are indeed fixed and binding” (Salen & Zimmerman, 2004).
Play has, with the advent of more story-based gaming as the technology continues to improve, evolved as a more interactive story telling medium with perhaps even greater impact than more traditional media does in the modern day, telling traditional tales of heroism or exploring deeper more meaningful tales. This has created an argument within the medium, as to how significant the aspect of play versus storytelling is within the medium itself, noted by Scott Rogers “Some designers believe gamers require a story to engage the players. 
Other designers think a story is what people use to describe play when it is finished. Pro-Story designers reply that games are an artistic medium used to tell a story. Anti-Story designers Conferences all around the world face off against each other”, illustrating the clear divide in and amongst developers, however, Rogers goes on to say “They are both right and wrong. A game doesn’t need to have a story, and yet it always has a story” adding “Remember that no matter what your story is about, a story ALWAYS has a beginning, a middle, and an end. Hollywood has spent many years analysing and deconstructing the story. Don’t feel that you have to reinvent the wheel; learn what those in Hollywood have.” (Rogers, 2014), advising that sources that came before, such as the film, can be used to relay a story to the viewer, in what I believe to be a more interactive and interactive experience.
The Video game has played an increasingly popular role as a source from which much of younger audiences, and even older ones to a lesser extent, can form their own personal preferences from, such as favourite characters, stories and settings, as well as being an effective conduit to new environments, adventures and entire cultures, be they fictitious or based in fact, the medium of the video game grants near-limitless possibilities for this constantly developing medium.
The Video game certainly isn’t an old medium, but it has enjoyed a prolific rise and quite the continued relevance within the modern zeitgeist, as stated by Mark J.P. Wolf “Today, when the ubiquitous Mario brothers are as deeply ingrained in the national consciousness as the Disney menagerie, when arcade games of late Roman brutality are vivid enough to have prompted a Senate investigation, when the voracious M&Ms that made Pac-Man the most popular arcade game of all time have become furniture of a shared past, It is strange to think how brief the history is that has propelled this fixture into our lives: just a quarter-century this year since the first video game went on to the market, and thirty five years since Steven Russell’s masterstroke”. The video games relative youth within a plethora of other media, as well as it’s revolutionary innovations towards interactive storytelling as well as previously unrivalled levels of player interaction with the worlds crafted, previously the stuff that only Dungeons and Dragons could manage to muster, filling the gap that emerged as more traditional sources of entertainment fall from the public eye.
Perhaps one of the many video game series which tell stories of hardship and relay a story not only of the land the player inhabits, but conveys a clear villain that develops as the player continues to have an impact upon the world around them, is the Far Cry Series, namely the second, third and fourth instalments within the series. Much like a film serial, the Far Cry games take place across multiple games, never limiting itself to a single environment, exploring the climbs of Southern Africa in Far Cry 2, the tropics of the Caribbean in Far Cry 3 and even to the snowy summits of fictional Kyrat in Far Cry 3 and, much like any episodic drama, the video game lends itself to exploring the stories of these fictional locales, as well as establishing the characters of these chartered stories, almost similar to the works of George Remi’s The Adventures of Tintin, which follows the adventures of the fictious explorer Tintin and various re-occurring characters, with its host of re-occurring villains, as observed by Scott Rogers “Your game character’s actions should be defined by his personality … just like giving your game the right title is important, it is equally important to name your characters correctly.” (Rogers, 2014), with clear motives and personalities being defined by the main villain of each game in the series, versus the personality and the motives of the protagonist that the player takes control of, conveying key aspects of any strong story in a far more involved capacity, through the players interactions with the game and story.
I’ve decided to expand upon the Expanding significance of Video Games question, as my research question for my dissertation as this is perhaps the most interesting one to develop as a formal research question, particularly as it ties in with my chosen field of study and an area of particular interest from myself, as I regularly follow the constant developments within both the industry and the cultures around the video game industry, particularly the almost monolithic status, when compared to previous status, it has achieved when simple availability of the video game is reviewed, as noted by Scott Rogers “Handheld gaming, particularly mobile devices, it is the main way people play games today. With the advent of digital-only content, you can carry an entire gaming library around in your pocket on a smartphone or tablet. Gaming, which used to require a monitor, a computer, and a controller, can now be played anywhere at any time.” (Rogers, 2014). The question will be expanded to; ‘What extent has the expansion of the significance of Video Games had upon Entertainment consumption since it’s inception as a medium?’, narrowing down the question to exploring the history, developing relevance and importance of the medium, along with the subsequent impact this has had upon the cultural references of generations which have experienced the medium, right from it’s inception to it’s latest iterations.
The significance of this medium which I and so many others have dedicated countless hours to has slowly, and by degrees, complementing media such as cinema and even supplanting various other forms of both storytelling and entertainment, from the likes of more traditional media such as the written word and the board game or physical toy, serving as an entire generations frame of reference for both tales of adventure and heroic characters with a new and readily accessible facet of play within generations present and future, as Salen and Zimmerman observed when noting the structure of a video game when compared to mediums of play that came before it “In a game of Soccer, for example, the players, the ball, the goal nets, the playing field, are all individual elements. When a game of soccer begins these elements gain specific relationships to each other within the larger system of the game … As systems, games provide contexts for interaction, which can be spaces, objects, and behaviors that players explore, manipulate and inhabit … Chess, for example, could be thought of as a strategic mathematical system.” (Salen & Zimmerman, 2004), drawing upon the rules of games that came long before the video games advent, and introducing the player to far more varied environments, options for play, manipulation of the surrounding environment and diversity of scenarios, with a far less demanding expectation of the player than playing the game in a more ‘real’ sense, such as knowing the rules of, and being physically fit enough to play in, a physical sport.
Possible questions I could ask within, are how the video game has secured such a prominent cultural position within our society, How the video game has informed and influenced other media facets, How the video game has formed new sub-cultures and how video games have supplanted or complement existing media?
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