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Player experiences with "No Russian” at IGN.com
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“Did feel a sense of guilt for some reason, but played
through it for the story. As for Germany's and Japan's
versions, | don't think anything should be censored. It
was the artist's (team at IW) vision to have it that
way, so it should not be changed. Do | disagree with
their choice? Yes, but it's their work of art - not mine.”
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/ : up of polygons and textures and use Al to sound
“I didn't feel that it was necessary. Violence in video games all 'Oh haylp!V What did I think? It was a vital
doesn't bother me, but it's truly exciting when it actually part of the story so therefore relevant. One of
means something and makes sense in the context of the CoD series' finest moments.”

story. | just didn't feel emotionally invested in the scene. It
felt more like fanfare that was haphazardly injected into
the campaign to generate controversy.”

“When | played it for the first time back in
20009, it really shocked me, it was the first time |
felt that a game went too far, it was a lot more
visceral than going on a killing spree in GTA.”
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“l found it to be a lot of fun, which is what VIDEO GAMES
are supposed to be. | understand that that mission can
be deemed as offensive to others, but at the end of the
day, its just a video game, if you don't like it, then don't
play it or better yet, don't buy it, its that simple.”




Five fallacies of screen violence (Grgnstad 2008)




A holistic approach to understanding games as text




From data triangulation to interpretation triangulation

Player interpretation to broaden the analytical scope

Insight in (sub)cultural viewpoints and diverse interpretative communities
Insight in other gameplay styles and game literacy levels

Include analysis of undiscovered game content

Understand context and subjective aesthetic preferences




What methods?

« The hermeneutic process
« Game analysis
» Player studies that get as close as possible to the player experiences

« Qualitative studies
« Ethnography
 Interpretative Phenomenological Analysis
« Players as expert participants and co-researchers

» Challenges: data collected is accounts of experiences, not the experiences themselves
« Reducable with triangulation of methods and possibly also with adding quantitative studies



Understanding the context

Qualitative approaches
Analytical as well as experiential

Importance of analysis for holistic understanding of rhetorical practices

« We understand games through understanding play, and vice versa.
Quantitative studies and empiricism
Analysis and the risk of aestheticism
The actual experience as played — allows us to avoid empiricism, Aristotelianism, mimeticism

Does a focus on player perspectives risk populism?
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