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How Freaks, Normals, Amateurs, Artists, Dreamers, Dropouts, Queers, Housewives, and People like you
are taking back an Artform.
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>%Archive of Our Own >

Fandoms Browse Search About

Find your favorites
» All Fandoms » Anime & Manga

» Cartoons & Comics &
Graphic Novels

» Books & Literature

» Celebrities & Real People » Movies

» Music & Bands » Other Media

» Theater » TV Shows

» Video Games » Uncategorized Fandoms

News All News

The OTW is Recruiting for Internal Complaint and
Conflict Resolution Subcommittee Volunteers and
Volunteers & Recruiting Volunteers

Are you interested in actively contributing to the creation
and maintenance of a safer volunteering environment
within the OTW? Are you good at administrative tasks or
working with people? The Organization for
Transformative Works is recruiting!

Read more...

Log In

1 Search

A fan-created, fan-run, nonprofit, noncommercial
archive for transformative fanworks, like fanfiction,
fanart, fan videos, and podfic

more than 66,630 fandoms | 7,266,000 users | 13,300,000 works

The Archive of Our Own is a project of the Organization for Transformative Works.

With an AO3 account, you can:

« Share your own fanworks

« Get notified when your favorite works, series, or users update

¢ Participate in challenges

« Keep track of works you've visited and works you want to check out later

You can join by getting an invitation from our automated invite queue. All fans and
fanworks are welcome!

Get Invited!

Follow us

Follow the Archive on Twitter or Tumblr for status updates, and don't forget to check out the
Organization for Transformative Works' news outlets for updates on our other projects!
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A Wheelchair is a Small Gundam The Fool's Journey m Princess with a Cursed Sword
A zine of wheelchair joy A two-player rpg about cards and secrets Asolo journaling game
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Tavern at the End of the World [E£) | LOVE YOU, ALIVE GIRL [ Magpie by Moonlight m

A solo journaling game A cyberpunk epistolary RPG for one Asolo journaling game


https://w.itch.io/
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Life is Strange(2015)
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https://youtu.be/Tourx1I3N4c?si=dB2zVJ0D4A6mDwdv
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https://w.itch.io/end-of-the-world
https://store.steampowered.com/app/232430/Gone_Home/

GAME |ssue 03-2014

Journal - Peer Reviewed

ALISON HARVEY

University of Leicester

Twine’s revolution:

Democratization, depoliticization,
and the queering of game design

ABSTRACT

This paper considers the Tiwine application’s “revolution” in order to assess
the consequences and challenges of the democratization of game design
for those often marginalized from the mainstream digital games industry.
Through a review of Twine as a tool, Twine games and design practices,
and the community that has formed around Twine production, I examine
the challenges Twine makes to the hegemonic context of digital game
production. Through their subversion of assumed norms in game design and
distribution, Twine game-makers provide queer alternatives to traditional
digital game culture. At the same time, they face a number of significant
challenges, including the delegitimization and depoliticization of their
work, the co-optation of their labour, and the risks entailed living within
alternative, anti-capitalist economies. I conclude with a discussion of the
tenuous role of queerness in game design and the responsibilities of games
scholars in discussions of gaming on the periphery.

KEYWORDS: Tivine, Queer, Indie, Subversion, Capitalism
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“Butin the past three years, the pandemic has been
on and off.{Especially in Shanghat in spring 2022,

the pandemic was followed by a very strict isolation
policy. The immediate aftermath was that the city was.
surrounded by various fences. *(Doudou)
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Alison Piepmeier

Why zines matter materiality and the creation of embodied community
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https://archive.org/details/ImSoFuckingBeautiful212

HOW FREAKS
NORMALS,
AMATEURS,
ARTISTS,
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Why are there no dykes in videogame?

In Alison Bechdel’s Dykes to Watch Out For, Mo (a dyke to watch
out for) explains a metric she uses to decide whether she’ll watch a
movie. This criteria has become known as the Bechdel Test: the
movie has to (1) contain at least two women who (2) talk to each
other about (3) something other than a man. So why do videogames
fail my variant of the Bechdel Test? Why are there no dykes in
videogames?
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| made it by my self.

There’s a videogame about a dyke who convinces her girlfriend to
stop drinking. Mainstream gamer culture by and large does not know
about this game. I know about this game because I made it.

I created Calamity Annie in 2008. I made it by myself: I wrote the Al LI10l LHOF, Lhet LY =8

This is something the videogame industry, by its nature, cannot | like the idea of games as zines.
give us. I like to think about zines—self-published, self-distributed
magazines and books. Send me a dollar and a self-addressed

& =l
envelope; I'll send you a stapled book of some stories from my life, olS /\HJP oM 5}31 Lt 5l=6 B 2 9l= JioI=ol
or some pictures I took of out-of-the-way nooks of my city, or 22022 2 (DAL R0l 2352 0t0ICI0E 21
researched accounts of historical murders, or some jokes about sea AFEDE AFRE AFOIZ 2 B8H5H=S )

life. (What does the merman’s waiter bring? He brings the
MERMANATEE.®) I like the idea of games as zines: as transmissions
of ideas and culture from person to person, as personal artifacts
instead of impersonal creations by teams of forty-five artists and
fifteen programmers, in the case of Gears of War 2.
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The Maw

Anna Anthropy

¥ Things I Mistake for My Cat

Your déughter fell in. You warned her to be ¢areful.
Open your fridge. Close your éyes. Réa_ch al_'l’th'e-way in.

Find her or lose her forever.



https://w.itch.io/the-maw
https://w.itch.io/7-things

Game: The Working Hour

Choose two games and
play them at the same time.

Party Game: Inner Sanctum

Staple some fabric to a cardboard

box to create a concealed Inner
Sanctum. Have someone else write a
note and hide it in the box. Everyone
at the party can look at it but you.
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Bonnie Ruberg
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Reimagining
GARDE v

of Video Games
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avant-garde v
avantgare PlAYING With teq

playing witl
; rewgsbrian schrank
parde videogames 2 s .
[ ehocire -garde videogame foreword by ja
avant-gar "
playing with technoculture avant-garde videogames

playing with technoculture  de videogames

th tech .
brian schrank s |
farpward by iav david bolter
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forewe playing
avant-garde Viteoyun

prian schrank playing with technocultr prijzp schiaik a;/aqt-garde "idEOgames
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fareword by jay david bolter f“an schrank
avant-garde videogames . foreword
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d 11-g I

playing with technoculture g potter
brian schrank

foreword by jay david bolter




Art Games Bootcamp
Syllabus - Winter 2024

Last updated 1/9/24

Week 1-1/9

In class
* Overview of class
Lecture and Discussion on Readings for Next Week
Homework
o Readings due by next week: https://artgamedev.com/resources.html
o Adopt an artistic framework from which to observe, be, and interact with
the world. Begin gathering materials and manifesting experiences that
activate and develop whatever artistic sensibilities are dormant in you or
you would like to develop. Examples:
® Step 1: Find a body of inspiration online that is unfamiliar
to you. It could be a community or an Al of some kind. But

glLanzoL | glaznost | 2001

dancing camera and disorientation in performances with experimental and electronic audio /
deo / mix / projection / real_time / ambient / surroundings / to_explore / to_show / modification
/ videogame / mapping / multiuser / HL_engine / Counter Strike required to use the map,
sample movies on site

gameboy_ultraF_uk | corby & baily | 2001
gameboy emulator whose rendering system has been pathologically rewritten
to degenerate over time

retroyou r/c | retroyou | 2001

this is a total deconstruction [19 levels] of a race game for pc.
downloads: 1-0_paradiSE.zip [15mb demo]

Multiuser

nestune | ilett | 2001

an alv controller unit that connects to any N.E.S. allowing manual override of its internal
circuitry. The resulting a/v corruption is user controlled via rotating knobs. accepts 3 audio
signals to trigger/control various circuits making an 8bit audio visualizer
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BECOME A



https://rhythmiclight.com/timeline/gordon-pasks-musicolour-machine/

PLATFORM STUDIES

ENACTING PLATFORMS

Feminist Technoscience and the Unreal Engine

James Malazita

Platform Studies
Nick Montfort and lan Bogost, editors

Racing the Beam: The Atari Video Computer System, Nick Montfort and lan Bogost, 2009

Codename Revolution: The Nintendo Wii Platform, Steven E. Jones and George K.
Thiruvathukal, 2012

The Future Was Here: The Commodore Amiga, Jimmy Maher, 2012
Flash: Building the Interactive Web, Anastasia Salter and John Murray, 2014

| AM ERROR: The Nintendo Family Computer / Entertainment System Platform, Nathan
Altice, 2015

Peripheral Vision: Bell Labs, the S-C 4020 and the Origins of Computer Art, Zabet Pat-
terson, 2015
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