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Hybrid Play


This book explores hybrid play as a site of interdisciplinary activity—one that is capable of generating new forms of mobility, communication, subjects, and artistic expression as well as new ways of interacting with and understanding the world.

The chapters in this collection explore hybrid making, hybrid subjects, and hybrid spaces, generating interesting conversations about the past, current, and future nature of hybrid play. Together, the authors offer important insights into how place and space are co-constructed through play; how, when, and for what reasons people occupy hybrid spaces; and how cultural practices shape elements of play and vice versa.

A diverse group of scholars and practitioners provide a rich interdisciplinary perspective, which will be of great interest to those working in the areas of games studies, media studies, communication, gender studies, and media arts.

Adriana de Souza e Silva is a Professor of Communication at NC State University. Dr. de Souza e Silva works in the fields of mobile communication and internet studies, with a particular focus on how location-based technologies help us make sense of our interactions with public spaces and society.

Ragan Glover-Rijkse is a PhD student in the Communication, Rhetoric, and Digital Media program at NC State University. Her research considers the intersections between mobile media, infrastructures, and space/place.
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1.1 Kidnap (1998). A lottery winner/participant is abducted and escorted away to be held by captors. Image by: Gregorio Pagliaro. Copyright: Blast Theory

1.2 Rider Spoke (2007). A participant, riding her bicycle, stops to listen to a recording which will guide her through the city. Copyright: Blast Theory

1.3 Day of Figurines (2006). The gameboard features a model town with silhouettes of buildings. Lines across the gameboard are a projection, which reflect the movement of players across the town. Copyright: Blast Theory

1.4 Can You See Me Now? (2001). A participant runs across the city, using a map displayed on a PDA to navigate. The participant’s goal is to “catch” the online players, who use arrow-keys on their computer to navigate a map of the city and avoid the players in the physical world. Copyright: Blast Theory

1.5 Operation Black Antler (2016). Participants are briefed on their undercover mission to surveil a group of people, deemed suspicious by the police. Copyright: Blast Theory

1.6 Desert Rain (1999). The virtual interface of the war game, which unbeknownst to participants, simulates the Gulf War. Copyright: Blast Theory
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Hybrid Play Glossary



	Amiibo
	Nintendo (2014)
Physical toys and objects used as parts of a video game. By connecting the object with the game, players can earn bonus in the game or save game data to the amiibo. The interaction between the physical toy and the video game occurs through a near-field communication (NFC) tag and tag reader: each toy or object is equipped with the tag, and the toy or object’s tag is read by the tag reader. Over time, Nintendo has expanded the number of “NFC-tagged” objects beyond figurines to also include trading cards, which can be used in-game.


	Anehdonia
	Maddox Pratt (2014)
An online Twine game created by Maddox Pratt that is based off the author’s own experiences with anehdonia, a symptom of depression that is an inability to feel pleasure. Pratt created the game during a panic attack and mimics the feelings/thoughts she experienced (Pratt, 2014). The game mixes images, simple animations, sounds, and text. The choices are very limited, and no good ending is possible; Pratt writes this to more accurately reflect depression (2014).


	Atomic
	Blast Theory (1998)
A performance designed to provoke reflection about what our choices and statements say about our identity. During the performance, the performers pushed one another to engage in transgressive acts, such as watching pornography publicly, smoking marijuana, flailing wildly, or kissing another.


	A New World: An Autoethnographic Telling of Motherhood and Telltale’s The Walking Dead
	Kristina Bell (2018)
An online interactive autoethnography by Kristina Bell created in 2018. It explores her experience playing The Walking Dead video game series as a new mother. It includes discussions about gender norms, parenting, postpartum anxiety, and gendered technologies surrounding gaming and childbirth. It is heavily text-based, with some video, images, and sound effects.


	Angry Birds
	Rovio (2010)
A mobile app physics game, in which the player uses a slingshot to strategically fling bird-like “bombs” to disrupt structures built by pigs. The goal of the game is for the player to cause the most destruction as possible to the pigs’ structures in order to increase the player’s game score. Players compete for high scores within the game.


	Bee
	Emily Short (2012)
An online, free-to-play, interactive fiction piece by Emily Short, created in 2012. It tells the story of a home-schooled girl as she copes with interpersonal drama/crises as she practices for a national spelling bee. Players progress through the narrative by choosing among options about how to handle each of the crises.


	BioShock 2
	2k Marin (2010)
This game is a sequel to the 2007 game, BioShock. Bioshock 2 gameplay involves first person in the underwater city of Rapture. Gameplay additionally involves collecting items in the city, which can be used for combat. Bioshock 2 notably reverses the first game’s objectivist viewpoint by making collectivism the central ideology conflict.


	Bloodborne
	FromSoftware (2015)
Directed by Hidetaka Miyazaki, who also directed Dark Souls and Dark Souls 3, this game takes the mechanics and narrative conceits of those games and places them into a Lovecraftian context. The player takes on the guise of a hunter who defeats various people, creatures, and nightmares on the way to fulfilling a strange prophecy.


	Botfighters
	It’s Alive (2001)
Botfighters is considered the first location-based mobile game launched in 2001 in Stockholm, Sweden. It was designed as an urban Massively Multiplayer Online Role-Playing Game (MMORPG). In the game, players take on the role of a robot warrior. The objective of the game was to locate, in the city, other player-robots and to engage in a battle to destroy them via “shooting” text-messages. A successful shot depended on the players’ distance to each other and character’s strength.


	Candy Crush Saga
	King (2012)
A match-3 mobile game where players move brightly colored pieces of candy to “match” them based on color combos. For every matched color combo, the player is able to earn points. The purpose of the game is to make as many matches as possible using a limited number of moves.


	Can You See Me Now?
	Blast Theory and Mixed Reality Lab (2001)
Considered one of the first hybrid reality games, Can You See Me Now? was played simultaneously by online players and runners on the streets of Sheffield, UK. While online players explored a 3D model of Sheffield on a computer, runners moved in the physical city using a personal digital assistant (PDA) equipped with global positioning system (GPS) and a walkie-talkie. Runners could see the location of online players on the PDA map and coordinate with each other via the walkie-talkie. The aim of online players was not to be caught or seen by runners. If an online player got caught by a “runner,” they were knocked out of the game. The game has been re-enacted in many other cities in the world since then.


	Chain Reactions
	Samara Smith (2006)
A location-based game played in Midtown Manhattan, aimed at sensitizing players to the disappearance of independent enterprises in New York City. Each time a player encounters another person carrying a particular consumer item (e.g., a Starbucks coffee cup or a Barnes & Noble bag), they must change direction. As result, players can get lost in the city in what resembles a modern dérive.


	Chemical Wedding
	Blast Theory (1992)
A promenade performance that examined the paranoia and stigma associated with AIDS. The performance featured projected computer animations, live performers, choreography, and audience participation. The components were designed to entangle spectatorship and performance. In addition to watching actors portray a character who is sick with AIDS, the audience also had to participate in the performance. For example, at different points during the performance, audiences were asked about whether they had ever taken an HIV antibody test and, if they answered “yes,” they were expected to stand under a red-light as an announcement of their sexual history.


	Clash of Clans
	Supercell (2012)
A “freemium” mobile game featuring invest/express strategy. During gameplay, the player designs an army and attacks other players’ armies. As players effectively attack other armies, they can gain resources that can improve their defense and attack. Further, the game is multiplayer and allows up to 50 players to form teams, known as “clans,” that wage wars together.


	Coming Out Simulator
	Nicky Case (2014)
Coming Out Simulator is a semi-autobiographical interactive fiction video game that is free and online. It was created by Nicky Case as a submission for the Nar8 Game Jam. It tells the story about a young gay Asian-Canadian teen as he struggles to come out to his homophobic family. The game, which Case describes as a cross between Telltale’s The Walking Dead (2012) and texting, looks like a minimalistic, animated comic with text-bubbled dialogue that players can choose between.


	Dark Souls
	FromSoftware (2011)
Originally released for the PlayStation 3 and the Xbox 360, Dark Souls is a third-person action game where the player takes on the role of the Chosen Undead who must ring two Bells of Awakening and enter the city of the gods. It is characterized by an animation system that commits players totally to an action once they have pressed a button, an obscure narrative, and a rewarding respawn system. It is known for its difficult boss fights.


	Dark Souls 2
	FromSoftware, 2014
A sequel to Dark Souls that continues that game’s mechanical and narrative obscurity. It is notable for having a slightly lighter fantasy tone and a wider range of areas to travel, but it has been criticized for being less conceptually coherent than its predecessor.


	Dark Souls 3
	FromSoftware (2016)
The final game in the Dark Souls trilogy, completing the narrative begun in the original game. Featuring many items, locations, and characters from the first game in a far-future form, this game is widely regarded as a more faithful sequel to Dark Souls than Dark Souls 2.


	Day of the Figurines
	Blast Theory (2006)
A multiplayer game, in which participants create a figurine and place it on a physical gameboard. The gameboard represents a fictional town, and the players represent townspeople. The game takes place over the course of 24 days with each day representing one hour in the game’s world. To interact in the game, players can remotely send SMS to indicate what they want their figurine to do. Further, players receive SMS indicating their figurine’s status as well as inviting the player to make decisions or complete tasks for the town. The purpose of the game is for players to collaborate to sustain the town’s sense of community. Beyond that, the game is not built with any other express purpose, therefore allowing players to invent their own reasons for playing.


	Dead Cells
	Motion Twin (2018)
A 2D shooter platformer with roguelike elements. As a run-based game, it asks players both to develop their skills and to unlock specific items that will make future runs easier to complete. Troubling the idea of a distinct “souls-like” genre, Dead Cells borrows from many types of games and obviously transcends most labels that are applied to it.


	Defender
	Williams Electronics (1981)
A side-scrolling arcade game that tasks players with traveling along the surface of an alien planet and defeating the enemies who live there. Players defeat aliens by shooting them with missiles in order to score points and advance to the next level. However, players also have to avoid being captured by aliens, which results in losing a spaceship. Players can only lose three spaceships before they lose the game. The game has been adapted to many different platforms since its initial release, and it remains a classic of the arcade genre.


	Desert Rain
	Blast Theory/Mixed Reality Lab (1999)
An interactive war game played on a computer. In the game, participants are asked to carry out an ostensibly fictional war mission. After the game’s completion, participants learn that the mission is based on the Gulf War and that their targets were real people involved in the war. The game is meant to reflect on the realities of war given that war is increasingly carried out in a computer-mediated environment.


	Diner Dash
	Gamelab/Playfirst (2004)
A time management game, in which the player takes on the role of a waitress, Flo, to serve customers at the highest happiness levels in order to earn more money. If customers are satisfied, then Flo earns enough money to progress to the next level.


	Detroit: Becoming Human
	Quantic Dream (2018)
An interactive narrative video game dealing with the topic of what it means to be human in a world populated by humanoid androids. Revolving around three android characters, the game presents their stories and questions the relationship between human and sentient androids inspecting different perspectives. Coping with quick-time, challenging events, the player is asked to make interesting choices that drastically impact the evolution of the story. Throughout the gameplay, multiple playable characters can die and the story branches out progressing without them.


	Depression Quest
	Zoë Quinm (2013)
A free-to-play, online interactive fiction game created by Zoë Quinn on Twine. It walks players through a character’s experience of depression. Players may make choices that range from whether to eat out or cook at home to how much they disclose to their loved ones about their depression. The choices a player makes influences their ability to make future choices, as some choices become crossed off as a symptom of depression.


	Detritus
	Mary Hamilton (2013)
A short, online game made by Mary Hamilton in Twine. Detritus is a character study about someone who has moved away and is starting a new life. Players choose what to unpack and what to keep, as actions trigger specific memories and reflections on their past life and future choices.


	Drop.it
	Francesca Bonfim Bandeira, Sara Marcon, Chiara Namias, and Marco Paris (2016)
Drop.it is a location-based mobile game designed in the course Augmented Reality & Mobile Experience in the School of Design at Politecnico di Milano. The aim of the game is to raise players’ awareness of environmental issues. In a dystopic future characterized by overbuilding and lack of water, players, in the role of heroes, must go back in time to our present moment to change the habits of the population and raise awareness of the importance of nature and water itself. To reach this aim, players must complete quests on their mobile device while collect ampoules filled of water that are displayed in various point of interest.


	FarmVille
	Zynga (2009)
A multiplatform invest/express game asking the player to tend to various farm activities, allowing them to design their farmland. Players must complete farm-related tasks to earn XP (experience points), which allows them to level up. Further, upon leveling up, players can earn in-game currency, which allows them to purchase items, such as cattle and crops, to improve their game play.


	Florence
	Annapurna Interactive (2018)
A short narrative mobile game that allows the player to experience a story of first love and loss. The game follows the narrative of 25-year-old Florence Yeoh, as she goes through her daily life. Gameplay is divided across 20 levels, which involves players completing small tasks in order to progress the narrative.


	Karen
	Blast Theory (2015)
An interactive performance piece in which participants agree to correspond via mobile app with Karen, a life coach. In actuality, Karen is not a real person, but rather an automated software system that corresponds with the participants. Initially, Karen asks participants general questions about their life. However, over time, Karen becomes increasingly invasive of participants’ lives. She begins messaging at inopportune moments, like the middle of the night. She also collects participants’ data. At the end of the experience, users receive a report of the data collected about them. The piece is meant to provoke reflection about the role of technology and data collection in our personal lives.


	Kidnap
	Blast Theory (1998)
A performance piece in which participants purchased a £10 lottery ticket in order to be kidnapped. Two lottery winners were chosen and kidnapped on a specified day at a non-specified time. The winners were taken to an undisclosed location, and their kidnapping was broadcast live via the internet. The piece was intended to provoke critical reflection about consenting to harmful activities, and it was developed in response to the Spanner Trials in the United Kingdom, in which homosexual men were prosecuted for taking part in consensual sadomasochist sexual activities.


	Kim Kardashian Hollywood (KK:H)
	Glu Mobile (2014)
An invest/express mobile game, where the player roleplays as celebrity Kim Kardashian and works their way up from the E-List to A-List while designing the life of their young star.


	Geocaching
	Dave Ulmer (2000)
A location-based treasure hunt game, in which players seek out hidden “caches,” using clues and GPS coordinates. Caches are hidden by other players and often contain small objects, like tokens or notes, for players to find. Players can take objects from the cache, under the expectation that they leave something equally valuable. The GPS coordinates, and clues are often posted on the Geocaching website. The location of caches can vary from public locations to tunnels to underground sewage pipes. Geocaching is played with a GPS device so that players can find the approximate location of the cache.


	Guitar Hero
	RedOctane/Activision (2005)
One- and two-player multiplatform video game in which players use a “guitar-shaped” controller to perform songs. The guitar-shaped controller features five input buttons that function as frets and a strumming key that moves up and down. Players can choose among a number of popular songs to perform. Performing a song involves pressing the correct fret keys (which are displayed on the game screen) and strumming the controller based on the beat of the song. The purpose of the game is to record high scores by performing the song well.


	Harry Potter: Wizards Unite
	Niantic (2019)
Harry Potter: Wizards Unite is a location-based augmented reality mobile game inspired by J.K. Rowling’s Wizarding World and the Harry Potter franchise. Country after country, the game is expanding worldwide, allowing its players to experience magic in the real world, visiting iconic locations in the wizarding world by accessing AR-powered Portkeys. The game allows players to walk around the physical world, using GPS to locate players and make them interact with the characters of the saga. In the gameplay, they face Wizarding Challenges, collecting clues for solving the mystery, also taking advantage of being multiplayer. Without revealing the existence of the magical world, the goal is to restore balance between the two worlds.


	Hellblade: Senua’s Sacrifice
	Ninja (2017)
An action-adventure dark fantasy game developed by Ninja Theory, available on PC, PS4, XBox ONe, and Nintendo Switch and offers VR support. The game follows a warrior who struggles with psychosis as she seeks to rescue her dead lover’s soul from a goddess. Gameplay consists of fighting and puzzle solving, and incorporates motion captured live action performances within its cutscenes.


	Infinity Series
	Disney (2013)
A toys-to-life video game, in which physical toys, from the Disney Franchise, are used as a part of a video game. The interaction between the physical toy and the video game occurs through a near-field communication (NFC) tag and tag reader: each Disney toy is equipped with the tag, and the toy’s tag is read by the tag reader. Gameplay varies based on the Disney character that the toy represents.


	Ingress
	Niantic (2012)
A location-based Massively Multiplayer Online Game available for Android and iOS, and translated over time in 16 languages. Players divided into two opposing factions—Enlightened and Resistance—must roam the city to capture portals in places of recognized cultural relevance in order to create virtual triangles and control the field.


	King’s Field
	FromSoftware (1994)
Released for the PlayStation, King’s Field is a first-person fantasy game that shares many of the characteristics of Dark Souls, including an obscure plot, a darker tone, and mechanics that are not immediately clear to the player. In the game, players take on the role of a character named Hauser Forrester. Gameplay involves completing tasks and battling.


	Lego Dimensions
	Traveller’s Tales/Warner Brothers (2015)
A multiplatform toys-to-life video game, in which physical toys are used as a part of a video game. The interaction between the physical toy and the video game occurs through an NFC tag and tag reader: each toy is equipped with the tag, and the toy’s tag is read by the tag reader. Gameplay involves completing puzzles and meeting in-game objectives to progress through the levels. Importantly, the external hardware of the game is customizable because it is built from Legos, which allow for assembling, disassembling, and re-assembling.


	Letterboxing
	James Perrott (1854)
A scavenger hunt game, in which players hide letterboxes for other players to find. Each letterbox contains either a letter or a postcard. More recent iterations of the game include a “stamp” so that players can stamp their logbook/diary which includes a list of letterboxes they have visited; further, the letterboxes contain a log, in which players can record their visit to the letterbox for other players to view. While in early iterations of this game, letterboxes were found spontaneously or by communal knowledge, in more recent iterations, letterboxes can also be found based on information posted on the internet.


	Lords of the Fallen
	CI Games (2014)
Set in a fantasy world modeled on Norse aesthetics, Lords of the Fallen follows Dark Souls in its mechanical and spatial architectures. Featuring slow, methodical combat and a nonlinear world with many possible paths, it is a notable game within the souls-like or soulsborne genres.


	Mangia
	Nina Freeman (2014)
An online, free-to-play, interactive narrative built on Twine by Nina Freeman. It centers around her personal experience being diagnosed and coming to terms with eosinophilic esophagitis, a chronic illness that causes severe pain after eating small amounts. The narrative also discusses issues pertaining to her body-image and relationships with her family.


	Math Blaster!
	Knowledge Adventure Company (1983)
An educational game for the Apple II computer launched in 1983, intended for an elementary school audience. It was the first game in the Blaster Learning System series. Math Blaster! contains drill-and-skill math problems, requiring players to complete math puzzles at an increasingly rapid rate. The original version was circus-themed and featured a man launched from a cannon and seals bouncing balls. It later featured an outer space theme and a space-faring protagonist named Blasternaut; this version also required teachers to manually pre-program problem sets for students to complete within the game.


	Metal Gear Solid
	Konami (1998)
An action/adventure stealth game only available on consoles. Gameplay involves navigating a maze without being detected by the enemy. A player is detected by the enemy when they move within the enemy’s line of sight. If a player is detected, then multiple enemies will begin to approach the player. The player’s goal is, then, to evade the enemy. The player’s goal is also to find and defeat bosses.


	Minecraft
	Mojang (2011)
A game by Mojang, that involves players surviving and creating in a procedurally-generated, block-like game world. Through either Survival or Creative mode, players can use their avatars to explore seemingly infinite and procedurally-generated ecologies, mine for resources, craft tools and weapons, build complex structures, and even fight off monsters and starvation. User-maintained servers and mods, as well as countless enthusiastic sub-communities and celebrity players mean that Minecraft is as much a game as it is a social media network or platform with seemingly infinite permutations of play—all within the seemingly low-resolution confines of this blocky, LEGO-like world. Purchased by Microsoft in 2015, Minecraft can be played on PC, gaming consoles, and mobile devices as Minecraft Pocket Edition.


	My Father’s Long, Long Legs
	Michael Lutz (2013)
A free-to-play online interactive fiction horror game, created by Michael Lutz. It tells a story that focuses on a man’s experiences with his father, who spends all his time digging a hole in his basement for an unknown reason. The game uses sound effects of digging, a flashlight lighting effect, and a drawing interwoven with the text.


	Nineteen
	Elizabeth Sampat (2013)
Nineteen is a free-to-play interactive narrative on Twine by Elizabeth Sampat. On her website, she writes that she was inspired to write it after hearing of Aaron Swartz’s death and based it off her own experience with depression. The title, Nineteen, is significant because it had been 19 years since she had tried to kill herself.


	Nioh
	Team Ninja (2017)
Often considered a part of the souls-like or soulsborne genre, Nioh is a third-person action game that takes place in a fictionalized version of the year 1600. Iterating on the design of games like Dark Souls, it features a complex stance system, but also maintains a focus on boss battles and player skill in a mode reminiscent of FromSoftware’s games.


	Operation Black Antler
	Blast Theory (2016)
A performance piece, in which participants adopt the role of an undercover police officer and are given a mission to surveil a group of people in a pub. In completing this mission, the participants have to justify their surveillance of the group of people. The piece was developed to provoke reflection about undercover police surveillance. It was developed primarily in response to the Special Demonstrations Squad, which was a surveillance program in the United Kingdom that involved long-term surveillance of people.


	Papa & Yo
	Minority Media Inc. (2012)
An adventure game by Minority Media Inc. and available on PS3, PC, OS X, and Linux. It tells the story of a young Brazilian boy who discovers an alternative reality as he hides from his abusive father in one of the favelas. Gameplay consists of solving puzzles (such as moving building) to explore and navigate through the environment.


	Papers, Please
	Lucas Pope, 3990 (2013)
An indie videogame that set players into the shoes of an immigration inspector in charge of controlling the people who are trying to enter the Arstotzkan side of Grestin from Kolechia. These people can be immigrants or visitors, but also smugglers, spies, and even terrorists. Relying on sets of provided documents, the player has to inspect, search, and then decide who can enter Arstotzka, who will be refused, and who will be arrested. By playing this game, the player has a glance of how the immigration system works (on the “control” side). The game touches on some of the heartbreaking stories and situations that characterize such a job.


	Polar Pop Mania
	Storm8 Studios (2015)
A physics game where the player shoots bubbles to release small baby seals that are trapped within the bubbles. By shooting the bubbles, this saves the baby seals on behalf of a mother seal; it additionally earns the player points. The purpose of the game is to gain high scores by popping as many bubbles as possible.


	Pokémon Go
	Niantic (2016)
A location-based mobile game that allows augmented reality play, if enabled by the player. The purpose of the game is multifaceted: to catch virtual creatures, known as Pokémon; to gain XP (experience points); and to earn badges, as a display of accomplishment within the game. As a part of gameplay, players must visit locations to spin virtual objects, known as Pokéstops, which gives them items that can be used in the game. Further, players can visit gyms, which allow them to participate in battles; to earn in-game currency; and to Raid, which is an often multiplayer activity of battling with a powerful Pokémon.


	Queers in Love at the End of the World
	Anna Anthropy (2013)
A short, online, free-to-play Twine interactive fiction game. The game, which utilizes a time mechanic, gives players 10 seconds to react to the end of the world. They may kiss their partner, hold her hand, take her, or tell her. The player’s choices unlock subsequent choices until the 10 seconds is up and the world is wiped away.


	Rewind
	Giulia Gubbiani, Marina Rico-Sanchez, Eloisa Ronchi, Anita Rosti, and Ilaria Tabasso (2014)
A location-based mobile game designed in the course Augmented Reality & Mobile Experience in the School of Design at Politecnico di Milano. In the game, the Earth was hit by a powerful spell, cast by Mother Nature who decided to give a lesson to the crowds in the waiting rooms of plastic surgeons, who are terrified by a wrinkle on their forehead. The spell reversed the course of their lives. Suddenly, everybody is aged, and the player’s aim is to dissolve the curse within a certain timeframe and to restore life to its natural flow.


	Riderspoke
	Blast Theory/Mixed Reality Lab (2007)
An interactive piece in which participants ride bicycles equipped with a handheld computer mounted on the handlebars. As participants ride throughout the city, they are asked to answer a question, record their answer, and assign their answer to a specific location by digitally embedding it on a map. Players can also ride around the city and listen to other participants’ answers in specific locations.


	Rockband
	Harmonix (2007)
Multiplayer and multiplatform video game in which players can either sing or play a variety of instruments, including drums, guitar, bass, or piano. If players sing, they are scored based on how well they match the notes. If players play an instrument, they are graded based on their ability to keep rhythm and press they right keys. The purpose of the game is to record high scores by performing the song well.


	Scarfmemory
	Michael Brough (2013)
A free-to-play text-based interactive narrative built on Twine. It is a simple story about a scarf that the character makes and then loses. The narrative features stream-of-consciousness style narrative. Players interact with the narrative by clicking on text modules that expand. Each text module offers a memory or detail about the lost scarf.


	September 12th
	Gonzalo Frasca, Newsgaming (2003)
The player performs the role of a sniper who instead of firing bullets, throws missiles. The rule is very simple: the player can shoot or not. In the first case, however, players do not just kill the terrorists but also civilians. When civilians die, other civilians become terrorists, and in a short time span, everybody turns into terrorists. However, by refusing to shoot, the player gets shot. This is a game in which winning is not allowed, and it is intended to trigger discussion among young players about the War on Terror.


	Skylanders
	Activision (2011)
A toys-to-life video game, in which physical toys are used as a part of a video game. The interaction between the physical toy and the video game occurs through a near-field communication (NFC) tag and tag reader: each toy is equipped with the tag, and the toy’s tag is read by the tag reader. Once the NFC tag is read, a representation of the toy is displayed in the game. Gameplay involves adventuring through the game in order to destroy villains and to ultimately destroy the game’s primary antagonist, Kaos.


	SpaceWar!
	Steve Russel (1962)
A two-player game, written for the DEC PDP-1 computer. Gameplay involves two spaceships battling with one another, using a limited number of torpedoes for attack. Gameplay additionally includes avoiding torpedoes as well as stars, which destroy the spaceship and result in losing the game.


	SOS-Rescue Squad
	Panza, Martina, Leonardo Pozzi, Paolo Rota, and Debora Veschi (2016)
SOS-Rescue Squad is a location-based mobile game designed in the course, Augmented Reality & Mobile Experience in the School of Design at Politecnico di Milano. The game deals with bad behavior in parks, such as the disturbance of public peace, xenophobia, and disrespect for flora and fauna. In the game, five guardians from a dystopic 2116 future—overpopulated, highly polluted, and without greenery—undertake a journey back to the present. But in the course of the journey something goes wrong; the guardians are stuck in a space-time hole and cannot finish their journeys unless someone helps them. Four players, equipped with a mobile device and a kit, adopt different roles (the strong, the fearless, the precise, and the hound) and must help the guardians to reach our world.


	Stampede
	Blast Theory/Interactive Media M.A. Program at Royal College of Arts (1994)
A promenade performance designed to prompt critical reflection about legislation created to regulate and surveil crowds. In the performance, the audience was positioned as a part of the crowd and, as a part of their experience, they heard loud music, viewed live video of the crowd, and watched choreography representing police behaviors.


	Stardew Valley
	ConcernedApe (2016)
A roleplaying, time-management game, available on multiple different platforms. The game is about a character, who must tend to their deceased father’s farm. Gameplay involves performing a variety of tasks, such as planting and harvesting crops, raising livestock, and mining for minerals, in order to earn money and expand the farm.


	Tennis for Two
	William Higinbothan (1958)
A tennis game, on an analog computer, which includes a line to represent the tennis court, a line to represent the net, and a circle to represent the ball. The computer receives input from the players’ handheld controllers which each feature a dial for adjusting position (up or down the court) and a button for returning the ball. Gameplay involves attempting to hit the ball so that the opponent cannot return the ball.


	The 10 Commandments (I dieci comandamenti)
	Lesley Ann Culla Laura DI Filippo, Chiara Frisia, and Maia Golan (2014)
A location-based mobile game designed in the course Augmented Reality & Mobile Experience in the School of Design at Politecnico di Milano. In the game, players are equipped with a mobile device and a game kit containing dilemma cards and instructions. Players retrace the day of a girl who has to attend a casting call. The mobile device provides the players with 10 commandments they must follow in order to have a “perfect slim body,” unconsciously inducing the players to follow, in the safe space of the game, harmful rules for achieving anorexia. These “rules” are derived from online blogs that offer tips about so-called “Pro-Anorexia” (Pro-Ana) behavior and present anorexia as a positive philosophy of life. By following these rules, players lose energy, because of the eating disorder. In contrast, by disobeying the rules, they acquire a sense of guilt. The game’s purpose is to immerse players in the daily life of a person struggling with anorexia.


	Tic-Tac-Toe (OXO)
	A.S. Douglas (1952)
A simulation of the game tic-tac-toe, on a computer terminal. This game was one of the first computer games. Gameplay involved playing against the computer and attempting to make a horizontal, vertical, or diagonal line of either three Xs or three Os on a grid with nine available entry slots before the computer was able to do so.


	Titan Souls
	Acid Nerve (2015)
Often lumped into the souls-like or soulsborne genres, Titan Souls is a 2D, third-person action game with a focus on boss battles. Inheriting equally from the mechanics of Dark Souls and the aesthetics of the Zelda franchise of games, it is notable for being one of the first games to adapt the Dark Souls sensibility to 2D. Gameplay involves defeating monsters using only a single weapon: an arrow, which has to be retrieved by the player after every “shot” that the player takes.


	That Dragon, Cancer
	Numinous Games (2016)
An autobiographical exploration video game by Numinous Games, available on PC, Android, iOS, Mac, and Linux platforms. It tells the story of Ryan and Amy Green’s experience raising their son, Joel, who was diagnosed with cancer at the age of 12 months and died four years later. Players explore various vignettes that memorialize their experience with their son and express their feelings and experiences during their time with him and their struggle to battle the disease.


	The Fellowship of the Umbrella (La Compagnia Dell’Ombrello)
	Sara Bianchini, Laura Mor, Valerio Princigalli, and Martina Sciannamé (2014)
A location-based mobile game designed in the course Augmented Reality & Mobile Experience in the School of Design at Politecnico di Milano. The game tackles the sensitive topic of physical disabilities and related issues by creating a fictional world that is a metaphoric transposition of some of the obstacles that persons with disabilities face. Set in Middle-earth, the game tells the story of a group of four gifted individuals—an extraordinary magician, a wise dwarf, a powerful beech, and a sharp elf—and their adventures to reach a treasure. Each character is a metaphor of a disability: the magician who cannot speak because he is “in a water world”, actually is dumb, and is the only one in charge of deciphering the smartphone; the beech tree has a motor disability; the elf is visually impaired; and the dwarf is deaf.


	The Lost Papyrus (Il Papiro Perduto)
	Andrea Benedetti, Carmen Franco Conesa, Alice De Marco, and Jessica Piatti (2015)
A location-based mobile game designed in the course Augmented Reality & Mobile Experience in the School of Design at Politecnico di Milano. The game was designed to raise awareness about the impact of Alzheimer’s disease on the everyday activity of sick people and of those who live with them. Four players, equipped with a mobile device and a game kit, play the role of an expert archaeologist and his brave assistants exploring a still undiscovered tomb to find a renowned papyrus. In their search for recovering valuable ancient artifacts, players are led to face more and more difficult quests that symbolize the degeneration of the illness.


	The Origins of Forging (Le Origini Della Forgiatura)
	Belloni, Elisa, Carlotta Bucalossi, Christian Mazzoleni, and Marco Menini (2016)
A location-based mobile game designed in the course Augmented Reality & Mobile Experience in the School of Design at Politecnico di Milano. In the game, the players are guided by the mobile device to take on the role of Greek Gods, and asked to re-discover their mythological roots, which are bound to contemporary works of craftsmanship. It aims at conveying the practices and values of handicraft, by inviting players to explore the surrounding and interact with several artifacts and props placed in different places of the gamespace. Such interactions and activities are part of the missions that players need to accomplish to earn their role as in-game Gods.


	The Rapture
	Giuditta Conti, Giulia Saracino, Anca Serbanescu, and Nicolas Valente (2015)
A location-based mobile game designed in the course Augmented Reality & Mobile Experience in the School of Design at Politecnico di Milano. The game is designed around the “revolts of black blocs.” Four players are plunged into a post-apocalyptic fictional world, controlled by the totalitarian government of Soviab. The game is set in Voidville, which has a radioactive liquid leak that has been ignored by the government. As a consequence of this leak, various monsters have been born. Gameplay requires that players, in the roles of heroes, defeat the monsters.


	The Surge
	Deck13 (2017)
A science fiction game that places the player in the shoes of a character who is cybernetically bonded to a mechanical exoskeleton. While the third-person action mechanics are reminiscent of Dark Souls, it adds several features such as suit augmentation and the ability to critically damage parts of enemies to gain benefits in combat.
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