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1. SPACES AND NON-SPACES
3. DARK SOULS
4. RETURNAL

5. A QUESTION OF TIME AND NON-TIME?



The Single Screen The Scroll 3D Geography
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(based on Egenfeldt-Nielsen, Smith, and Tosca [2008] 2016, 136-140)

* How do they encourage exploration?
 How do they self/orchestrate player experiences?
* How do they handle transit?

The Evolution of Videogame Spaces
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Place: geometrically defined entity

Space: “a practiced place”

(de Certeau 1988, 117)

Non-place: defined by alienation and transit

(Augé 1994, 94-103)

Societal, metaphorical non-places pervade our everyday life in shape of the liminal.
(Wels et al 2011,1)

Inevitable emphasis on acts of movement, as well as border-states.
(Wirth 2012, 9-10)

Non-space: part of the medium but outside of the practiced videogame?
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Dark Souls — Lordran, where Time and Space are Convoluted
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Returnal — Playing (on) Atropos



Surreal passagesconnect the fractured,
eternalgeography

Symbolically empty non-spaces of a
hierarchicup-downtopography

« Spatialisinghallenge
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Dark Souls — Intermissions de Passage 8



Everydeath and every alleged escape
from Atropos reset the game and
changets geographicalayout

However Dying provides players with

additional narrative bits and glimpses
that add an ambiguousframe/parallel
narrativeto { St SpyirGatpaa

* Mimicking intrusive re-experiencing

of atrauma
(Ehlers, Hackmann and Michael 2004, -403)

« Definingtraumaascyclic

Returnal — Metaphor of Mind and Coping



Both analysed case studies provide a seamless gamplay flow in whiksdpaoes serve
as meaningfully disruptive rites of passage:

« Dark Soulstraversal of mythical quality, agency as ded#fying

« Returnal alienation of cyclic psychosis, agency as duty-ekpmerience
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A way to approach the growing popularity of time loop scenarios in game design?
(Simond and Huges 2021, n.|

Protagonists of their Time?




Bibliography

Augé,Marc. 1994 Orte und NichtOrte. Transl MichaelBischoff Frankfurtam
Main: S Fischer

Ascher, Franziska 2014 & 5 AN&rration der Dinge Il: Environmental
Storytellinge Paidia Accessed 1 Feb2022

De Certeau, Michael 1984 The Practice of EverydayLife Transl Steven
Randall Berkeley Universityof CaliforniaPress

EgenfeldiNielsen, Simon, JonasHeide Smith, and SusanaPajaresTosca
(2008 2016 Understanding Video Games The Essential Introduction
London Routledge

Ehlers, Anke, Hackmann,Ann, and Tanja Michael 2004 & L y (i Nz
experiencingn posttraumatic stressdisorder Phenomenologytheory, and
therapye Memory 12, no. 4: 403-415.

Kirkpatrick, Graeme 2015 Aesthetic Theory and the Video Game
Manchester ManchesterUniversityPress

Simond,StefanHeinreichand Dan Huges 2021 & 2 Kage all gamesabout
time loops these days? (with FedericoAlvarezlgarzabalf StudyingPixels
(Podcast)Accessed 1 Feb2022

Wels,Harry, Keesvan der Waal, Andrew Spiegeland FransKkamsteeg2011
G + A Quim2rbidd liminality: Anintroductioné AnthropologySouthernAfrica
34, no. 1-2: 1-4.

Wirth, Uwe. 2012 a %26 A 4 O K S yBewedrYgspraktikefiiIn Bewegenim
ZwischenraumBerlin Kulturverlagkadmos

Ludography
FromSoftware2011 DarkSouls Tokya BandaiNamcao

Housemarque2021 Returnal SanMateo: SonyinteractiveEntertainment



