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Anna Sivula & Jaakko
Suominen

Playing electronic
games and the culture
of history

Electronic games are
usually seen as a part of
new media and techno-
logy which is considered
a future-oriented cultural
phenomenon. The past,
however, is strikingly pre-
sent in electronic games
e.g. numerous games are
set in historical surround-
ings and nostalgic uses
of games, such as collec!
ing and playing retro
computer games, are
popular activities.

ln this article Anna
Sivula and Jaakko Suo-
minen consider if playing
electronic games has
implications for the culture
of history and what these
implications might be. The
culture of history is de-
fined as a general con-
cept, covering a variety of
ideas, meanings, pract-
ices and products con-
cerning the past: the
concept includes all forms
of making history present
in contemporary culture.
Sivula and Suominen
discuss the culture of
history in electronic ga-
mes by analysing historic-
al representations in ga-
mes, nostalgia and play-
ing retro games, and re-
mediation. This analysis
is suggested as a starting
point for further studies of
electronic games and the
culture of history.

Special attention is
given to contrafactual re-
presentations of history in
electronic games. What is
notable in these represen-
tations is the possibility of
producing a non-actua-
lised historical change -
e.g. the player can test
the consequences of
choosing different so-

lutions to actual historical
problems represented in
a game. The writers sugg-
est that these kinds of
contrafactual represen-
tations could be useful for
educational purposes.

Tanja Sihvonen

Once upon a...game?
Digital games,
narration, and the time-
space-continuum of
gaming

Playing computer games
has usually been thought
of as an active mode of
agency. ln this respect
games have been oppos-
ed to narratives, which
have been thought of as
a pre-structured, self-
regulating and thus pas-
sive form of cultural
representation. ln my
article I propose that this
is due to a narrow under-
standing of narration ba-
sed on outdated literary
theory. A theory of audio-
visual narration could
bring new energy into the
study ofgames and narra-
tives

Narration in the fiction
film, as developed by
David Bordwell, is based
on a different kind of un-
derstanding of the spect-
ator's participation in the
meaning-making practi-
ces than the theory of a
reader or a spectator po-
sitioned by the text. Bord-
well distinguishes bet-
ween the fabula and lhe
syuzhet. The former is the
spectator's inner mental
processes that generate
the story based on "cues"
provided by the audio-
visual representation. The
latter term, on the other
hand, denotes the actual
(re)presentation on the
screen, which functions
as the arena for the spec-

tator to continually test her
hypotheses. Thus, in the
study of the narrative,
focus shifts constantly
between the text itself and
the interaction between
the spectator's (or the
"agent's") mental repre-
sentations and the narra-
tive material in question.

My main objective in
this article is to propose a
way to analyse playing
games as a "relatingto"
activity. My approach is
based on a constructivist
understanding of narration
as a wide, cultural prin-
ciple of ordering events
that take place in a time-
space-continuum. lt can
be regarded as an overall
"strategy", with which we
react and which is based
on our individual capaci-
ties or tactics. ln the study
of an environment that
provides us with endless
amount of possibilities for
narrative eyenrs, games
could provide us with
fruitful source material.

Rika Nakamura &
Hanna Wirman

Michel de Gerteau's
strategy and tactics as
tools for computer
game studies

The primary aim of this
article is to demonstrate
how Michel de Certeau's
theory of strategy and
tactics can be used as a
starting point for studying
computer games. De
Certeau's sociological
apparatus makes it possi-
ble to divide game playing
into the game itself (the
strategy) and the player's
actions inside the game
world (the tactics).

"The strategy" includes
not only the ready-made
mechanics of the game
and its structure of rules,

but also the possible
restrictions the player
imposes on the game.
E.g. the player can
attempt to play non-vio-
lently although the use of
force is possible in a ga-
me. The concept tactics
refers to all the means the
player exploits in order to
achieve her goals. On the
whole, de Certeau's theo-
ry helps analyse the re-
lationship between a ga-
me and a player.

This article uses the
research material of our
earlier study "Opportuni-
ties and disadvantages of
feminine strategies". ln
the study we document
how feminine ways of
playing may limit and
enable the player's choi-
ces in computer games.
With the concept "femini-
ne players" we refer to all
players who use stra-
tegies considered "femi-
nine" in our reference
material. The references
were collected from earlier
studies of computer ga-
mes and female players.
They introduced assumpl
ions such as "girls prefer
co-operation in computer
games". ln our study we
tested these assumptions
by playing three computer
games using the
assumptions as starting
points. The outcome re-
vealed how suitable the
tested computer games
are for feminine players -
assuming feminine play-
ers resemble the ones
described in our reference
studies. One of these
feminine strategies, play-
ing at one's own pace, is
further introduced as an
example of the uses of de
Certeau's theory. The
advantages and dis-
advantages of this strate-
gy are also discussed.
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Sonja Kangas & Perttu
HSmdldinen

The utility games genre
and user interface
realism

The electronic games
industry has expanded
rapidly due to the great
variety of play contexts,
interfaces and styles
availahle. The delivery of
information in experiential
or affective ways and the
participation in producing
content have been seen
both as crucial needs and
as mediacultural trends.
The needs grow from the
pressure of living in a
media rich environment.
Attempts have been
made to overcome the so-
called information over-
load by means of enter-
taining media applica-
tions. The appeal to aff-
ections has been seen as
a way to motivate users
and learners.

The study of electronic
games has for a long time
focused on the psycholo-
gical effects and econo-
mical development of
games industry. As a part
of media culture electronic
games have changed
stereotypical views of
game players as well as
of interaction and the
modes of participation.
Expectations have been
geared toward new con-
texts, needs and ways of
use. Throughout this de-
velopment it has been
pointed out that pervasive
and utility games are
potential future challenges
for game developers and
interaction researchers.
New interface innova-
tions, especially camera
tracking and sensory plat-
forms bring entertainment
closer to the requirements
of communication and
advertising.

A more general trend

has been the rise ofsocial
and participatory design
issues. How does the role
of the user and her rela-
tion change towards the
content when interfaces
support new ways of
interacting e.g. via lnter-
net and digital television?
The users are increasingly
thought of as active users.
This has advanced the
development of bodily,
sensomotoric, haptic in-
terfaces. Nevertheless, in
the Western world practi-
cal applications are seen
mostly as the opposite of
entertainment. ln this
paper we discuss the
possibilities of combining
these uses. We also pro-
pose preliminary genres
of utility games. We will
put up ideas of interface
reality in orderto envisage
possible future growth
areas of electronic ga-
mes. We approach these
issues through Benjamin
Bloom's goal taxonomy
and genre theory.

Jussi Parikka

Three critiques of
interactivity

lmmanuel Kant express-
ed a key theme of modern
thought in his trilogy of
Critiques (Kritik der reinen
Vernunft 1781, Kritik der
praktischen Vernunft
1788, Kritik der Urteils-
kraft 1790). According to
Michel Foucault, what is
particularly noteworthy in
these works is the way of
questioning Kant poses:
what does the contempo-
rary historical period
mean? What is the way
of being, the ontology of
our time?

ln this article, Jussi
Parikka outlines three
critiques of interactivity:
the social critiques, the

historical critique and,
what he argues has been
so far neglected in aca-
demic discourse, the
ontological critique. As
Espen Aarseth has noted,
interactivity as a key word
of digital culture has
become a floating signi-
fier, connoting several
ideas of personalized
media and freedom of
use, while denoting noth-
ing. The social and histo-
rical critiques emphasize
nontechnical and in ge-
neral contextualizing
notions of analysis of
interactivity. According to
those views, interactivity
is not solely a pheno-
menon of digital culture
but has longer roots in
media history and diffe-
rent social practices.

Parikka's main point is
to argue, that while these
critiques have been ne-
cessary, they have not
addressed the philosophi-
cal question of "what is
the way of being, the onto-
logy of our media"? The
article asserts that con-
temporary notions of
interactivity act as discur-
sive technologies of the
self that are to be under-
stood as the key subjecti-
fication processes of me-
dia culture. Via interactive
media technologies, i.e.
games, users are acti-
vated to become consu-
mers, and thus subjects.
lnteractive media pro-
ducts express the working
of the society of commu-
nication.

The article also maps
elements towards an alt-
ernative ontology and
conceptual base of media.
With the concept of
"reactivity", borrowed from
Hannu Eerikdinen and
David Cronenberg's film
Existenz (Canada 1999),
Parikka argues that the
experience of game play-
ing is to be understood as

a simulacra that captures
the player within the ga-
me.
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