1. Adam Chapman has written that playing videogames can be “historically meaningful” as a means of producing “intertextual historical narratives.” Choose a videogame (or small sample of video games) which concentrate on war and conflict and assess the extent to which Chapman’s ideas are applicable to their output.
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Videogames and computer games in the modern day are considered to be the most popular form of entertainment, overtaking films. In 2013, the figures from the worldwide box-office was published and its net worth as US$ 35.9 billion[footnoteRef:1], whilst the gaming industry’s revenue was US$ 70.4 billion[footnoteRef:2]. This is due to the mass population enjoying playing videogames and computer games, and nowadays, videogames are not only played by children and teenagers, but also by adults. These statistics is evidence that history games are very popular to the population of game players. But from the viewpoint of education, history as a subject has little to no interest for students in schools, and is usually seen as a subject that is disliked, and considered to be boring. This is surprising due to the fact that history games are considered to be one of the most successful games that include modern histories that are proving to be very popular to the gamers themselves.  [1:  Theatrical Market Statistics 2013.]  [2:  2013 Global Games Market Report.] 

	Reichmuth and Werning’s opinion on games is that they seem to be seem as a ‘neglected media, by which I mean they ‘exhibit strong popular appeal and economy relevance, contrasted by a lack of cultural prestige and scientific coverage’[footnoteRef:3]. Some believe that these type of games are not suitable to be produced and sold, as they believe that the game itself does not contain ‘good’ or ‘correct’ history and this means that it would not be considered to be historically factual, as it is , at the end of the day, a game. Despite this, Chapman says that there are communities within the studies community that are currently focusing and researching on what they call, ‘serious games’, which means that it has a specific purpose, be it a political message or satirical or educational etc, instead of just being a type of entertainment, Apperley says that ‘the significance of movement like serious games, and game art, is the acknowledgment that digital games as a medium can convey messages, challenge ideas, and change lives’[footnoteRef:4], this indicates that Apperley believes that videogames and computer games can be a way to spread historical facts in a game. Atkins writes, ‘there I now another form of historical text, the computer game with historical reference and structure, that is both massively popular and also promises to change the ways in which history is received and consumed by a popular audience….......history is already in play, played with and playfully (mis)represented’[footnoteRef:5]. [3:  P Reichmuth, and S. Werning. “Pixel Pashas, Digital Djinns.” 2006, ISIM Review 18: p.47.]  [4:  T, Apperley,. “Gaming Rhythms: Play and Counterplay from the Situated to the Global.” 2010, Theory on Demand 6:, 1 – 168. http://www.networkcultures.org/_uploads/ TOD%236%20total%20def.pdf]  [5:  B, Atkins,. 2005. “History is Bunk?: Historiographic Barbarism in Civilization. (preprint, original English draft, Word document) published as Atkins, B. 2005. La Storia e` un’Assurdita`: Civilization Come Esempio di Barbarie Storiografica?” In Civilization. Storie virtuali, fantasie reali, edited by M. Bittanti, 65 – 81. Milan: Costa & Nolan, translated by V. Paggiarin.] 

	Historical games in the modern day usually have loads of information in the game. Chapman uses Assassin’s Creed 2 to demonstrate this, by saying that it includes the imagery from Venice and Florence and the artefacts, art. Architecture, clothing and weaponry from that region during the renaissance period. The game itself is very detailed in the way it has been created, as the imagery and scenes are very vivid and clear to see. Modern technology has progressed to make the games more detailed and more realistic for the player to become immersed in the game itself. They do this by using images that are available and try to copy that image and recreate it into the game to give it a realistic look and feel. Documents, photographs, videos and pictures are usually used to recreate this. Although games are able to hold this much information within the game, they are not able to hold all the information from that event in history, i.e. world war two.  
	Marcus Shulzke, a political author, has written an article called, ‘The Virtual War on Terror: Counterterrorism Narratives in Video games’, and Schulzke is interested in how 9/11, the terror attack of Al-Qaeda on the twin towers of the World Trade Center in New York City in America, and how it has since been used in films and also now in games. One of the drawbacks of this, that Shulzke believes, is that it gives terrorism a ‘simplistic[footnoteRef:6]’ view on terrorism. In games and videogames, the viewpoint of the film or game, is that it is very much good vs bad, and it is usually the good that conquer the bad. What is usually not given a lot of thought in films, but certainly not in games, is the motives of the terrorists or the political problems of the rivalling countries. It is just good vs evil. Computer games nowadays over-estimate the terrorists. This is usually due to the fact that the terrorists in the game are usually trying to gas entire cities and are portrayed in the games as attempting to bomb everyone, and that it is up to the player, the ‘hero’, to save the innocent bystanders. Also, Brian Rejack writes that although gaming developers are using old images and documents to produce a game that is realistic in the aspect of the surroundings i.e. scenery, buildings etc. Rejack feels that when playing a game, and a brother-in-arms dies, the sadness and sympathy falls a bit flat, as they point of it, is that you must feel sad that a comrade has died, but you also want the player to carry on playing the game, this causes the sympathy and sadness to fall flat.  [6:  Schulzke, Marcus, “The Virtual War on Terror: Counterterrorism Narratives in video games”, New Political Science, (Vol. 36, No.4, 2013), pp. 586-603.
] 

	In films and games, the good guys are usually portrayed as under-dogs, so that when  they defeat the large number of terrorist, basically single-handedly, then their heroics due to this are seen to be more heroic, Some believe that ‘Call of Duty’ can be seen as a ‘Rambo version of History’., as it is very much over-exaggerated, and is virtually impossible in real life, but in the realms of virtual gaming, then it is very much achievable. But in some countries, computer games are now encouraging people to sign up to the military. In some military forces, recruits have to play video and computer games during their training, as it is a way of seeing how they would react in a situation, without actually having to have any physical presence or inflicting actual injuries in training. It is the new way of the modern age of military life. 
	One game which could be argued to be ‘historically meaningful’ is Valiant Hearts: The Great War. The promotional video for Valiant Hearts: The Great War that was released by Ubisoft, from my point of view is very poignant, as although it is a war game, it does not glorify war as you often see in other games, but it feels to me, as if it is more of a remembrance for the people who had fought and lost their lives during the conflict of world war one. What I liked about the video that was released by Ubisoft to promote this game, was the fact that you have a narration of a man that is remembering his comrades who had fought beside him and lost their lives, whilst on the screen you are following a dog that is slowly looking back at their time together, but at the end it is revealed that it is not a man’s memory, but rather the dog’s memory. I think that it is a very sad opening to the game. 	
	The game itself puts you in the place of four characters, Frenchman Emile, his German son-in-law Karl, American soldier Freddie, and Belgian nurse Anna. As usual for games, the player must complete objectives before being able to advance through the levels. In the end of the game plot is that out of the four characters, only Karl will survive by being gassed and sent home to his family, whilst the other four meet with their unfortunate end. 
Valiant Hearts is one of those rare war games, in which it is more a game about puzzles and intellectual aspects, instead of guns and bullets and gore. The game itself is quite historical in the fact that during the game as you advance from level to level, you get bits of history information throughout the game. I find this quite interesting, as this shows that the game developers have put more thought into the game, than just making another wargame. But the downside to this is that many modern gamers don’t like history facts, they just want a war game, but with none of the history. The game itself although could be considered to be ‘cartoony’ is a lovely example of good animation of the gaming developers. The fact that they seamlessly move from one animation to another throughout the game, whilst also never covering the horrors of war, even though some may think that, due to the fact that people still believe that cartoons mean children which means non-violent, but this game puts a stop to that. It shows the trenches, to the frontline, to the French scenery etc. 
	From a historical point of point of view, Valiant Hearts does a great job of incorporating many aspects from the First World War. The weaponry that are included in the game are from the correct time period, e.g. flamethrowers, tanks, barbed wire etc. At the beginning of the game, we are told that this game is based on letters that were actually written during world war one, and that this game is based on that, but instead of a re-enactment, the game just feels like that: a game. Chapman’s theory of games being ‘historically meaningful’ can be seen here, as the developers of the game have spent the time to research the weaponry and defence mechanisms that were used and implemented during world war one. Although there are historical facts being projected onto the screen during gameplay, you feel as if they are trying to give you more of a historical-feel to the game. What could be considered to be a bit off-putting about Valiant Hearts is that the historical facts which can be a bit gory, and a bit off-putting is usually presented to the gamer after a moment in the game that is usually quite normal, and playful. This could mean that although this game could be useful in distributing historical information to the masses, in this modern day, the players of the games don’t enjoy having a history lesson during their relaxing period, they just want to spend it playing war games, and enjoying it, and not having a history lesson. 
Therefore, in my opinion, Valiant hearts focuses more on the personal side of war; instead of masses of gunfire and violence, Valiant Hearts focuses on the aspect of how lives are torn apart during war and how that affects them. Although it is not a game you would play more than once, as although the story plot of the game is good; in this modern day, the population mass of gamers want something with a bit more edge, so more violence, bloodshed and so on. So, to conclude, Valiant Hearts is a warfare game that is more interested in the personal lives of the people who were involved in the war, and their experiences in it.  
Some films are now showing the negatives to effects of war, such as the Hurt Locker. Saving Private Ryan is still seen today, as one of the most realistic war films every made. The opening scenes of it have been praised by veterans for being very realistic. Therefore, to conclude, videogames and computer games can be seen as being ‘historically meaningful’, but at the end of the day, a person cannot find all the historical aspects from one game. A historian would not use it as a secondary source in order to back their arguments, but they would perhaps use it as a example on how the entertainment industry as spreading the historical game in order to encourage people to buy their product. No game can be seen as a ‘real’ re-enactment of war, as it would be too graphic and traumatising for the player, and also there would always be something missing from it, that would stop it from being ‘historically meaningful’.
	Another game that Chapman’s idea could be seen is Call of Duty: World War 2. Call of Duty, a series of war games that take place in different countries and also in different time periods. One of the quotes that they use on the Call of Duty; World War 2 game page is” No Sacrifice Too Great”[footnoteRef:7]. The plot of Call of Duty: World War 2, is that you must help the allies, as a soldier, and strike back against the Nazis. One of the problems that COD: WWII was the fact that in some countries, their version of Call of Duty did not include the symbol of the swastika, the most notable symbol that represented the Nazis during the second world war, due to political reasons. Germany was one of these countries. Michael Condrey stated that is was "the best way to represent history, which was very important to us.[footnoteRef:8]" Sledgehammer, the company that created and developed Call of Duty: World War 2 had a historian to help in the creating of this game; this could make it a contender for being historically meaningful. [7:  Activision Publishing, Inc, Call of Duty: WWII (2018) <https://www.callofduty.com/uk/en/wwii> [accessed 16 May 2018].]  [8:  Kain, Erik , This Is Why There Are Black Nazis And No Swastikas In 'Call Of Duty: World War 2' Multiplayer (2017) <https://www.forbes.com/sites/unicefusa/2018/04/03/as-lebanon-educates-syrian-refugee-kids-george-and-amal-clooney-step-in-to-help/#4660b4833ae6> [accessed 16 May 2018].
] 

	One of the aspects of the game that made it not ‘historically meaningful’ was the inclusion during multi-player of black Nazi soldiers. This caused a lot of contention and it was not received well, due to the fact that Nazi Germany had prided itself on his racial superiority over other countries, it believed that Germans had to be pure, i.e. blonde and blue eyed, therefore there were no Black Nazis during the second world war. The COD franchise are one of the most popular game series that contain conflict and violence throughout the game play. Unlike Valiant Hearts, which looks at the personal point of view of individuals, Call of Duty: WWII concentrates on the heroism of fighting against the Nazis. It is, in its own way, the ‘traditional’ war game, in that it is that: a war game. Although the developers have attempted to make it historically accurate, i.e. scenery, buildings, clothing etc, the game itself is very much a game that is centred on war, and in a way, glorifying it, but whilst also making it, in its own way, historically meaningful to an extent. But Call of Duty: WWII has a major drawback, and this is due to one of the extensions that comes with the game.  In one of the levels, the player has to fight against ‘Zombie Nazis’. This, in my opinion, therefore makes Call of Duty: WWII very unrealistic. Michael Condrey, co-founder of Sledgehammer, believes that it “gives us a tremendous amount of create freedom across the board”[footnoteRef:9]. Therefore, this aspect of the videogame cannot be historically meaningful, as zombies are not real! It is aspect of the game makes it more science-fiction than historical.  [9:  Kain, Erik , This Is Why There Are Black Nazis And No Swastikas In 'Call Of Duty: World War 2' Multiplayer (2017) [accessed 16 May 2018].
] 

Therefore, in conclusion, Adam Chapman’s writing that states that videogames could be argued that they can be ‘historically meaningful’ as a means of producing ‘intertextual historical narratives has only been achieved in some videogames. This is due to the fact that games are being manufactured to suit a particular audience, such as teenagers and young adults, and due to this audience, they do not want a historically accurate game to play; they want a game that is a form of escapism for them to escape the pressures that they experience in school and work etc. Out of the two games that I have mentioned in my essay, I believe that Valiant Hearts is more historically meaningful due to the fact that it focuses more on the individual characters and their own personal stories, than the guns and violence in Call of Duty. Although I have to say, the realistic graphics in Call of Duty are fantastic compared to Valiant Hearts, which are cartoon, the plotline of the game for Valiant Hearts is much more meaningful, and you get more historical information from the game itself. Therefore, to conclude, out of the two for meaningful history, Valiant Hearts is the main contender, but from the entertainment point of view, Call of Duty would win. 
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