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ABSTRACT

COUNTER STRIKE CALLS TO PLAY
A MULTIMODAL ANALYSIS OF THE GAME COVER

CECILIA AMANDA WILLI DE SOUZA

UNIVERSIDADE FEDERAL DE SANTA CATARINA
2010

Supervising Professor: Viviane Maria Heberle

Video games, the contemporary mass entertainmeamagohenon
are objects of study and application in diverseasirén Education,
teachers increasingly engage to this social pectit only as means of
entertainment but also as a way of helping usersnteract with
information technology (Aaerseth, 1997; Lemke, 20@hd as a
potential device for critical thinking ( Frasc&@). In Brazil, the use
of VGs applied to education is still a new andnetgd practice. Yet,
the rich semiotic content and the generalized fanty of student
players with the medium make VGs a relevant paérdburce to
multiliteracies (Unsworth, 2007, 2001; Christie,080 Gee, 2005;
Jenkins & Squire, 2003). This situation raises tjaes regarding the
semiotic representations in VGs and the adequafdicapons in
multiliteracies and language learning. This redeaims to understand
and to interpret the multimodal representation istaurse of war as
entertainment in the cover of the first person slioGounter Strike 1.6.
Based mainly on Kress and van Leeuwen (1996), Oribw(2001;
2006) and Machin and van Leeuwen (2009), this stuteils that 1)
The purpose of the cover seems to influence tlcel made for the
abstraction of explicit representations of war dnel privilege of the
glamorized representation of the U.S. counter tistradorce who
resembles a Hollywoodian male war hero; 2) Comjms, Interactive
and Representational meaning functions (VGD) iégrpmeanings
across modes and co work to blur boundaries betwegaus life and
gamic reality; 3)Sound contextualizes the gamigsigenre and in the
localization of the settings in the game maps; #peface used to
facilitate redability under pressure of quick iact may reflect
reading changing tendencies in the computer ecantlude that even
controversial values reflected in the materialifytioe image — e.g.
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praised value to the use of lethal weapons- atgibuo represented
participants in visual texts could promote matetiakritical learning,

class discussion and multimodal and interdiscipjirectivities in class

environments with diverse media resources.

Number of pages: 110 (excluding appendices)
Number of pages: 122 (including appendices)
Number of words: 27.778



Vii

RESUMO

~ COUNTER STRIKE CHAMA: A JOGAR!
UMA ANALISE MULTIMODAL DA CAPA DO VIDEO JOGO

CECILIA AMANDA WILLI DE SOUZA

UNIVERSIDADE FEDERAL DE SANTA CATARINA
2010

Professora Orientadora: Viviane Maria Heberle

Video jogos, considerados um fendbmeno de entreggriande
massa contemporaneo, vem sendo estudados e widizaas mais
diversas areas. Na Educacdo, cada vez mais docenteterem a esta
pratica como um meio de interacdo com as tecnaadgainformacédo
(Aarseth, 1997, Lemke, 2002) e os utilizam como ue@amenta
potencial para promover pensamento critico (Frax@@l). No Brasil, 0
uso de video jogos na Educacdo é ainda uma prdtica e restrita.
Contudo, o rico conteudo semidtico destes jogos fandliaridade
generalizada dos estudantes com este meio fazem goemsejam
incluidos entre as fontes de material para o ratriinento ((Unsworth,
2007, 2001; Christie, 2005; Gee, 2005; Jenkins &ir®qg 2003). Esta
situacd@o levanta questbes referentes as repreSestaemioticas dos
video jogos, como assim também, a criacdo de sipisaadequados ao
multiletramento. Esta pesquisa tem por objetivo memnder e
interpretar a representacdo multimodal do disculsoguerra como
entretenimento, na capa do jogo de tiro CountatkeSi.6. O estudo,
baseado principalmente nos trabalhos de Kress ¢ aamwen (1996),
Unsworth (2001; 2006) e Machin e van Leeuwen (20@Skla que: 1)
0 propodsito ( a fungdo) da capa sugere ter infiaglochas escolhas
feitas para a composicdo da mesma. ((Nela se daeeafrepresentacéo
glamurizada do soldado da forga antiterroristaceadftraidas possiveis
representacdes explicitas de guerra); 2) as funB@Egsesentacional,
Interativa e Composicional (GDV) se articulam afsdos modos de
representacdo e realizam o trabalho conjunto ddartefundir,
visualmente falando, as fronteiras entre a gueareenlidade da vida e
na realidade do jogo; 3) efeitos de audio e sontegtunlizam o género
do jogo como assim também, a espacializacdo doeateb criados em
mapas locais; 4) o tipo de letra escolhido par#itierca compreenséao de
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textos enquanto se joga sob pressdo de tempo, ggmihar uma
mudanca nos héabitos de leitura na era da computdgdocluo o

presente trabalho refletindo sobre o uso de vidgosj; mesmo quando
0 tema € controvertido, sugerindo possiveis atilgédaque incluam
video jogos como material para letramento multirhoda

Numero de péginas: 110 (excluindo apéndices)
Numero de péaginas: 122 (incluindo apéndices)
Numero de palavras: 27778
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GLOSSARY

Add-ons tools that work at the at the hardware or a saféwimproving
some features of the game.

Bots when playing the single mode and the gamer plétts the computer,
the bots are the computer guided substitutes #ytesent gamers in the
rounds.

First-Person ShootefFPS): A game in which players control individual
characters, viewing the world as if through therabter's eye (first person).
In FPS, gameplay centers on shooting things (Eamunter-Strike)

LAN: stands for local area network. (LAN play, LAN Ises and LAN
parties are related to this play mode)

Machinima online videos and movies made using the sames tasl for
modes, but they are created just to be watchegl. GS for Kids by Xanatos
which can be accessed at www.machinima.com)

Massively Multiplayer Onling(MMOQO) Game: A game, played exclusively
online, in which hundreds or thousands of playaisteimultaneously in the
same game world. Example: World of War craft.

Mods modifications of a source game. They are cresdete played and
involve questions of ethics and electronic pirdajistributed freely in closed
source systems and private leisure regulation.

Realism aesthetic reconstruction of social realism Intidical worlds
(Galloway, 2006)

Realism (Galloway, 2006): aesthetic reconstruction of abaiealism in
fictional worlds. For Schleiner (...) realism hagdim with the reproduction of
characters and game play environments closer &ityeand farther from
fantasy.

RealisticnesgGalloway, 2006): representation of the real &fethe visual
level.

Skins refers on possible changes how is the player&satter is visualized
on the screen (e.g. on the color of its hair, it®,sthe cloths it is wearing,
etc.).

Sola refers to the ‘one player’ play experience withdaagainst ‘bots’
(digital players and counter players)

Wad source code modifications creating editors fokimg custom levels for
example

Reference for this glossary

http://gamesforchange.org/toolkitflash/Media/PDE¢€3ary.pdf
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CHAPTERI|

INTRODUCTION

1.1. Context of investigation

Video games (VGs) are largely played in Brazil amaehildren,
teenagers and young adults, many of whom have grgwwithin the
videogame culture. Besides, the popularizationoofiputers, the use of
Internet and the increasing number of LAN houseskem&/Gs
accessible to gamers of different social stratathis country. The
tremendous success of this entertainment is in paed to pervasive
features in VGs, and game designers face the dgallef improving
games’ technical resources to fulfill the expeotadi of consumers of
these games. A point that designs the contextwastigation for this
work is that most players learn the architecturéhefgame (they learn
how to play) and even when they cannot read Engliety manage to
play proactively. In other words: using creativellsk(Pierce, 2005),
they show to be active members in game communéie$ blogs,
consume discourses within the games, and in danthey naturalize
violence and reinforce aggressive (Anderson, ®&er& Buckley,
2007) identities and styles when war craft is tierie of the game.

Researchers have come to consider VGs not only ss ma
entertainment phenomenon, but a tool to promotelyticel and
strategic skills (Gee, 2005) and critical thoudghtaéca, 2004), as well
as a way of helping players to interact with infation technology
(Aarseth, 1997; Unsworth, 2001,2007; Lemke, 2008} diteracy
(Unsworth, Thomas & Bush, 2004; Gee, 2003, 2009720

This situation raises questions related to the rataleding of
multimodal semiotic representations in VGs and teslathem to
multiliteracies and language learning. Games, ptagad their ergodtc
(Aarseth, 2003) relationship have come to be stibfestudy of Human
Sciences’ researchers specially with the populafityomputers. In the
landscape of Education, students and teachersasiogly engage in

! The notion of ergodic from Aarseth (1997) is eqlémato the term interactive but it refers
to readers, players, texts and games, and tharivial effort required for the reader to
traverse the text’; the ergodic element in texts ba noticed for instance, when players
process information and take decisions that mottiy narrative of the text by clicking a
mouse in counter part to the act of reading linelaylfollowing the sequence of the pages.
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this social practice not only as means of entemaim but also as
source to multi mediated literacies (Nelosn,2006ristie, 2005; Gee,
2005; Jenkins & Squire, 2003), and as a potengalcg for critical

thinking ( Frasca, 2001). In Brazil, the use of V&jplied to education
is still a new and restricted practice.

As an Applied Linguistics student of the Prograna RIOs-
Graduacdo em Inglés (PPGI) and a researcher ofNindeo de
Pesquisa, Texto, Discurso e Praticas Sociais (NBRES0) at
Universidade Federal de Santa Catarina (UFSC),vésiigate the
multimodal discursive representation in the covethe popular and
controversial VG Counter Strike (CS 1.6) and reflabout possible
applications of VGs in critical learning.

The assumption underlying this work is the coneictin the
effectiveness of drawing students’ experiences ftioair everyday life
and outside official schooling (Fairclough, 1999)aabeginning to raise
critical language awareness and a path to meani(ggoond) language
learning.

1.1.1. Presenting the game

CS 1.6., created by computer science student Mits&man Le
and Jeff Cliffe, is a first person shooter (F.PiSitially created as a
modification (or a mod) of the video game Halfd.ifit was initially
released as a free software, and based upon CSutdgss Sierra
Entertainment/ Vivendi Universal Games first putdid CS 1.6 in 1999
as a separate section of Half Life game. Afterrilease of nineteen
improved Beta versioAsCS1.6 mod (running from June, 1999 to
November 2000) the Valve distribution announcetidee ‘teamed up’
(Steam, 2008) with CS’s developers.

This game can be played eitteer single player gami sold', or
as multiplayer game for LAN and internet play expece where it can

’NUPDiscurso participants research in the areasriiic@l Discourse Analysis, Semantics/
Pragmatics, Genre Theory, Gender Studies, SystEmictional Linguistics, Multimodality,
Corpus Linguistics, and Language Teaching.

Beta version: an experimental or pre-release wersfonew software often made available
over the Internet as freeware For a shortcunforination on the history and modifications of
CS versions, please go to Annexl, and for moreailddt explanation go to
http://csnation.totalgamingnetwork.com/articles gy

“In solo, CS is played with the help of bots oraarmy dolls that function as players.
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be operated by two or more players. In official tmments CS is
played by 2 opponent teams of 5 players each, ar@Dirounds of
Iminute 45 seconds: gamers have to play Terrosspulated as
offensive play) and Counter Terrorist (stipulataddafensive play). In
doing so they change weapons and gaming stratdbeedirst team to
win 16 rounds is declared the winner. Despite thet that gamers
younger than seventeen are not accepted to competefficial
tournaments, there is no control of users’ ageyaerc cafes, LAN
houses, or Internet in home downloads in Brazil.

Three main features identify €&and differentiate it from other
games in the market of entertainment. Firstly, €SaiFirst Person
Shooter, a game centered in shooting gameplay ichvdil actions are
realized through the first person perspective (st person point of
view). In other words, gamers’ actions are peratioe the screen as if
through her own eyes. Additionally, by means ofrafing a keyboard
or a mouse, the player projects her actions tow#rdsgame world
through the avatar’'s hands who manipulates theléistl weapons that
she could afford to pay with the virtual money eatfrom her killings
in gameplay. Besides, seeking for more realistEn@s gameplay
(Galloway, 2006) fan gamers migrated from fictionalrlds and fights
with aliens inHalf Life in order to play and mod Q8aps in the skin of
terrorists and anti terrorists forces and in sdesahat represent closer
places to C®layers’ non fictional environments.

Secondly, CSwas programmed as a mod, and according to
digital leisure culture of the late 1990’s, a modswconsidered a sub
cultural creation. When Minh Le and Jess Cliffecteated CS, video
games irsemi opersource were not usual, game developers would not
allow game fans to insert their own creations af-ad$, levels, mods,
skins and wads to the VGs (Schleiner, 2005) nanghk some rules for
game play. At that time, modders and hacker gamses to engage
Internet subcultures around the games, their maddsmachinimain
subversive and challenging attitudes either forduior recognition of

° Information from World Cyber Game site: www.wagnpeiule P
DF.../WCG_2009 NC CSRules

6 CSis the name Half Life’s mod, and CS h#e of the 4 version of mod serials

"Galloway (2006) uses this term to mean the reptatien of real places and people rather
than social reality.

8 Definitions for adeons, levels, mods, skins and wade available at the glossary section.

9 Machinimaare online presentations (videos and movies) mgdesing the same tools as for
modes, but they are created just to be watcheds®lgo to Glossary section for more details,
examples and links.
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their abilities as game developers in the emergmayket of game
production in the U.S. and Europe.

And thirdly, the development of the Internet ande th
popularization of cyber cafés and LAN houses in thie 1990's
enabled CS gamers to play in the multiplayer moddire, and the
most dedicated players, as cyber athletes, startedmpete in teams in
large-scale competitions around the technologiedlizvorld; teams
have been sponsored by hardware producer compaf@sndustry,
and LAN houses in a micro scale. | found in VG spleed magazines
that it is assumed by CS followers that this gasnerie of the games
responsible for the massification of online VGs &mel popularization
of LAN houses and not the contrary. Series ofvi@®e released by
Valve corporation such as Counter Strike 1.6., @&urStrike:
Condition Zero, Counter Strike: Source, Countelik&tr Anthology,
Counter Strike on Xbox and Counter Strike Lite.eThct is that CS,
the first mod version created by college studemishieved the
proportion of a cyber sport after being stratelyjamanaged, digitally
improved and rank shifted or sold as a game (Sulei2007;
Macktavish, 2008). Just to exemplify the populatitg game arouse, |
will mention the 2003 World Cyber Games event (Bky, 2006): by
then, CSWorld Wide Competition held by Valve company andsted
by Dell computers’ industry attracted 10.000 pmdvnts and
registered 6.000 players. Even in academic Gamdiedt CS was
reported to be the top mod for HL for numbers afyprs with more
than 60.000 players accessing at the time of hégameh in 2004
(Macktavish, 2008); and the last time | visited #ite, on march 2009,
it continued to head the list of HL mods with 638@vers and 38224
on line gamers playing legally.

In Brazil CS was banned for commercialization fr@utober,
2007, to June, 2009. In early 2008 the game was withdrawn from off
line stores for containing “immanent stimulus te tubversion of the
social order, and for attempting against the deatacand rightful state
and against the public safety”, according to fed&mzilian judge
Carlos Alberto Simbes de Thomaz. However, CS cbeldownloaded
and bought on the Internet, and it was played mdstl children and
adolescents at home and at LAN houses where |lo8aioGrnaments
continued to be organized. Furthermore, MiBr, thet fprofessional
Brazilian team founded in 2003, has won the Extraviasters Il

©Available at Folha on line, 18-06-2009, (2008), ptityl.globo.com/Noticigs (my
translation).
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Continental Finals America in Philadelphia. By thiene of the
prohibitions in Brazil, the first edition of CampuParty in Latin
America would take place in Sdo Paulo (February820The federal
judge’s sentence rose great diffusion on the mediare frustrated
organizers and banned CS tournament players cldionedeir rights to
take part in the event. Soon afterward, the prabibiof CSandEver
Quest games extended controversial discussions in thealiame
guestioning the validity of that sentence and atsame time, focusing
on possible impact of violence, guerrilla tactiesl abther undesirable
encoded contents in VGs, and it all opened antetedgtudes among
Brazilian neighboring countries. On June, 2009,v&S released from
banishment and Electronics Arts Ltda. has inforrtfed CSdoes not
put consumers at any physical nor psychologic&l asd the company
recommends the game for players older than eighteen

At the time of that noise in the media and game roanity
involving the prohibition of CS | had just accongbled the pilot Ma
project by exploring the independent video ga@ieud where | had
spotted visual and audio relations in the multinhaalaalysis of the
game that might converge the perception of pleaameng players
who enjoy listening to relaxing music and enjoywfléeelings and non
violent imaginationCloudand CS seemed completely different games
and designed for absolutely different consumers.

As a researcher | am interested in studying howtimatal
resources co- work in making meanings in video gaamal the role of
language in interconnecting, in dialectical relatipnetworks of social
practices (Fairclough, 2003) of diverse sorts. d liae intuition that
exploring multimodal features and discursive repnégtions irthat CS
mod launched as a first person shooter game waktimulating and
meet my interests. All that elicited my curiosithether | would find
textual traces of stimulus to the subversion of gbeial order in this
game, or at least, what voices | would find in tHescursive
representation of this controversial digital way.to

In this study and for the purpose of the resedratill refer to
video or digital games as complex multimodal seimieystems being
operated by means of either console, Xbox or apersonal computer
electronic platform.
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1.2. Significance of the research

It is quite a commonsense among gamers that videtweg are
just meant to be played. However, messages endadegdeo games
via multimodal language as well as rules in the ggtay are worth
exploring deeply since video game playing provedaffect users in
different ways: entertaining, aiding in learninger{8ins and Squire,
2003), widening players’ social network and skil&ee, 2005),
familiarizing players with new technologies anderaictive transit
through cultural and social spheres in fictionalrid® (King and
Krzywinska, 2006; Lemke, 2002; Merchant, 2001), afgb training
strategies and tactics for diverse practices in $eeious world
(Gee,2005; Squire,2003). Besides, the actuallyilpged position of
hybrid texts in cyber and printed spaces negogaéind multiplying
meanings within diverse modes and ways of repreggranguage
(Unsworth, 2001) makes video games attractive ecgtektual spaces’
to be explored and critically understood (Fras€®42 through social
semiotics lenses. Standing as an educator, anddeoing the already
generalized familiarity of today's learners with ¥GI envisage
connections unfolded from this study with furthétical approaches to
teaching.

The analyses of the cover of CS 1.6 may providenetas to
understand excerpts of contemporary multimodalstestich as VGs,
from a critical point of view, and contribute withe discussions on
messages framed under the format of entertainment.

One main reason for this research is related togtosving
preoccupation of those responsible for educati@hlamguage teaching
in Brazil; it is reflected in the Parametros Cuntazes (PCNs) when
suggested that

...Students should participate in meaningful
activities where the second language is used and
‘learning needs arise’;.. meaningful and everyday
life texts should be incorporated to language
classrooms as a way to sensitize students about the
role of language (visual, written, aural) in
constructing meanings and explain reality, acting
upon the construction of representations; (...)
second language teachers should integrate new
technologies activities into the syllabus rathanth
just adding them to the rest of other pedagogical
practices. (My translation)
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Those guidelines proposing that teachers shouldataptheir
relationships with students using contemporarystexioked to me the
use of video games as a possibility to convergmmovative approach
to multimodal literacy despite the complexitiestioé on line learning
environment (Warshauer & Whittaker, 1997) such ks school
computer lab conditions where the activities woldd held, and
awareness of the role of the teacher and the sidéiisled in a wired
classroom.

On a personal level, this work has contributed tp learning
more about how language is being used in multimedianvironments
and it has been particularly interesting, and halpetiseful, to unveil
social practices and social actors that languageetse having the
discursive representation in CS as point of departu

Finally, | hope this research may contribute to dhecussions
around the construction and response to meaningstroed in video
games and the role of language in both: reinforgivgn social values
and structures, and enabling social change.

1.3. Objectives and Research Questions

This research aims to understand and to interphet t
representation of the discourse of war as entenim in the cover of
the first person shooter game Counter Strike lyGursuing answers
to the following general research question:

How is the discourse of war as entertainment reptes in the game
cover of Counter Strike 1.6?

To be more specific:

1) What are the ideational meaningsstocted in the game
cover of Counter Strike 1.6?

2) What are the interpersonal meanimgsitucted in the game
cover of Counter Strike 1.6?

3) What are the compositional meancwsstructed in the game
cover of Counter Strike 1.6?
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Finally, 1 draw on the conclusions from data analyand as
further considerations | reflect on possible usésv@s in critical
learning that | observed along the research.

1.4. Method
For this qualitative research | have taken theofeithg procedures:

a) Game playin solo and in team, and maps exploration for
personal familiarization with the game play.

b) Documental research on videogames studiesdier ¢o learn
about the rational for theoretical approaches toggand video games,
as well as the specificities of the medium in ielato other texts (like
the ergodic aspects or the possibility of consguiarratives).

c) Visit to a Game Party and to LANs where CS gamas
played in teams and Web visits to CS sites andnisrwinstructured
face to face and on line interviews plus a questine (held during
SEPEX, 2008) accompanying researcher’s annotatibotographically
documented regarded video gaming, social practoesliteracy that |
have saved for further works. Finally, as parteofcritical reading that
might help the understanding of how media co wadrkconstruing
meanings for the game, | explored articles in sdeed national and
international journals where | could spot, foistance, relevant
discursive practices involving servers and playehile construing an
identity to the so calledCS nation,how the prohibition of CS1.6 in
Brazil was reportedand what are the mains themes when shooter
games are advertized like iBm tempo de Guerra, quem tem armas é
rei” atTop Games magazirjgnages are available at Appendix 4)

1.4.1. Procedures for data collection

a) Game download form Internet on February 2008

b) Transcription and critical observation of théraduction to
the game

c) Selection of the unit for analysis

The unit for analysis in this work is the covertbe game: |
collected data for analyses from the still image, menu and logo, and
sound effects in the cover of the game CS 1.6.
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Secondary data was collected in internet officiadl ainofficial
game’s sites, games’ magazines and academic web shich were
useful for research contextualization and datapnétation.

When it was time to choose a sample to analyzaligwursive
representation i€S 1.6 | decided for the introduction to the game as a
point of departure. From the introduction, as eacalisse analyst, it
should be possible to detect essential meaningdectdor this game
considering that options for playiragtions and modificatiohsare set
through the Introduction, and thus, multimodal laage arrangements
in the Introduction should condense the essenigghents of possible
narratives for the whole game. In other words,Itiieoduction section
represents the semiotic key for the game which dded in the
arrangement$ for gamers’ and modders’ performances.

1.4.2. Procedures for data analyses

Following Kress and van Leeuwen’'s (1996) proposakadcial
semiotics as tools for multimodal analysis, | foamsthe ideational, the
interpersonal and compositional structures of tisgial representation
of discourse of war as entertainment and | refbecthe significance of
the most salient aspects of the discourse of wangstainment in the
cover of CS1.6. | draw evidence from deeper padebeointroduction
to the game. | present main findings and organims focusing on
answers for the research questions. | concludeusksty general
findings and relate them to possible pedagogicallications of my
study. Finally, | suggest some topics for furtreseaarch.

Regarding the written block in the cover and Lo§the game, |
analyze them in the typographical construction ofamings.
Concerning audio effects, | reflect mainly, on theerpersonal role of
sound in construing meanings of war as entertaihimethe cover, and
| draw reinforcing evidence from the subsequentepa@f the
introduction to the game.

Considering that discourses are present in #tsstantiation
of social and cultural processes and somehow tetatdroader social
practices, | make connections with some main aspefctliscourse of
war on contemporary war toys distributed aroundpleet, mainly, by
global American corporations (Machin and van Leauvz909).

™ For instance bot options for Cup players, buypees menu, or mouse and audio options.
2 Through sound, images and writ@ptions menus
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1.5. Outline of the Thesis

In this section | provide a guideline for the reagdkthis thesis. It
contains a total of five chapters. In Chapterlrdspnt the context of
investigation, the significance of the researche thbjectives and
research questions, and finally, the method use@hlapter 2, | review
the three theoretical pillars on which this workbased: Video Games
Studies, Multimodality, and Literacies. In Chap8rl| proceed to the
data description and pararell discussion of thateel findings. In
Chapter 4, | restate the research questions, a&seprthe results of this
investigation followed by interpretation and reflen of the results.
Finally, in Chapter 5, | summarize the main findingf this research,
present pedagogical implications, and limitatiofighe research and
offer suggestions for further works.

1.6. Summary of this chapter

In this introductory chapter, | have focused onca@)jtextualizing
the investigation; b) describing the relevancehef $tudy; c) detailing
the procedures used for data collection and asalgad d) commenting
about the motivation behind the study. Finally wéadesigned the
outline of the thesis.



27

CHAPTER I
REVIEW OF LITERATURE

In this chapter | present theoretical support ia thtersection
between Video Game Studies, Multimodality, and Mtétacies.

2.1. Video Game Studies

In an attempt to understand video games in itsreatind its
potentialities in education, | have reviewed canahireadings that
delimit what games are and their particularitiesewldeveloped in
electronic form. Besides, | present some of the nmacademic
discussions and agenda in video games studies dmd¢anelieve that
they allow picturing the eclectic landscape of cdbntions and
academic positioning that re-contextualize theadtivity of play, now
operated through technological medium.

2.1.1. Games and toys in the culture: Huizinga, Chdis, Piaget and
Sutton- Smith

Play is a voluntary activity or occupation executed
within certain fixed limits of time and place,
according to rules freely accepted but absolutely
binding, having its aim in itself and accompanigd b
feelings of tension, joy, and the consciousnessitha
is different from ordinary life.

(Einga, 1955)

The fusion of play with multimediated communication
especially with the emergency of video games (VGsls made it
retake the study of play activity as a cultural pdraenon among
players of all ages. For the classic referenceameystudies, the Dutch
linguist Johannes Huizinga (1938ayp is necessary to the culture in
nurturing instinctive forces of civilized life. Hantroduces the term
hommo ludes in analogy tohommo sapienshoth as identifying
characteristics of human nature. Interested insphative quality (the
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play element) present in serious activities suctvas law, philosophy
or art, the author (idem. 1955) differentiates @ativities from serious
activities and he points out that combat and ptaynat just metaphors,
but blended ideas since archaic times; besidedifferentiates the
agonisti¢® from the ludic element in warfare; thedic element is given
when play is held against antagonistic members isphere and
regarded as equals in some way. Both war and planessome aspects
like the concordance to rules, the fields for thatah, the identifying
symbols, the fighting that becomes a matching atde and the
comprising ideas of justice, fate, heroism, homat galues of loyalty to
a group. However, meanings for conflict agonand competition or
game are not so close when combat is against g grbparticipants
not recognized as human beings (e.g. barbariangsdberetics and
‘lesser breeds without law’). The string of Huizit'g) research leads
him to conclude that this restricted system hastitored the bases for
the ‘law of nations’, and has recognized intlite ideal of a community
of mankind with rights and claims for §the pair ones that were part
of the same culture, | should add). Huizinga (1988 differentiates
states of ‘war and peace’ from the state of ‘tetal’; in other words:
he puts apart the play element in sorbes of initiation as joustings,
tournaments, duels, and even ‘holly’ battles frdra hature of brutal
killings whether they are for hunger, fear, religior mere cruelty
wherein the play element does not exist anymorerendlustrates all
that with examples from diverse civilizations areipds**

Drawing from sociology and anthropology, Roger [Oals
(1967) contribution to VGs. studies is remarkaldeduse he refers to
four predominant characteristics in societies eglaio ways of being
and play people prefer to practice in differenteéénScholars and the
VGs. industry have mostly considered principlesmirthis trend to
study and produce VGs. Caillois (1967) categorigases inagon,
alea, mimicryandillinx according to the kind of activity inherent to
the game, the kind of rules, and the time and diedjuired to perform

13 The Agonistic element regards contest, conflial 4nerbal) dispute. The term Agon is
originally related to athletics and music contést@\ncient Greece, and in Caillois’'s (1967)
classification of games, Agon is used to identéyngs based on competition where players try
to beat each other.

14 As a general observation after reading his cambmiork, | could remark the absence of the
female participation along the reading lddbmmo ludensMy doubt remains whether it is
becausehe culture to which the author is referring to is riesed, or if it is the author’s voice
and his point of view to reflect on the role ofyla the culture.
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them. TheAgonelement predominates in games of competition where
gamers try to beat each other, for instance car, reltess game and
shooter games; thalea element prevails in games based on chance
such as bets and lotteriesyimicry and simulation rule playing dolls,
pilot simulator orSim Cityserieswhere players pretend to take part of
an imagined or alternative reality; and games strionillinx element
are those where pleasure is found in movement aadigo such as
running, jumping, playing thieves and copswWiii. Regarding those
elements present in games we can Callinter Strikea semi-simulator
game very strong in agon and illinx.

In relation to the rules required to play games,illds
differentiates two group$aideaandLudus Games irpaideacategory
are those with predominant free and simple rulefggaaw puzzles, or
playing with the mouse using windows art tools; ganin ludus
category, on the other hand, are those games wtthominant fixed
and complicated rules to play like chessboard depoTraditionally,
spaces fopaideatoys are playgrounds where time is not relevarniéo
playing activity, while boards, fields or courtseaspaces fotudus
games which are besides, usually time constrain@tiose
characteristics are not fixed in most games, fetaincepaideais the
typical playing activity of a child when she is jping with a rope, but
theluduselement enters into play if a friend comes with &ven rope
and they both start competing who can jump speedyho is the one
who can jump more times in a row.aidea and ludus could be
translated to the expressions ‘play’ and ‘brincagnd ‘game’ and
‘jogar’ in English and Portuguese respectively.affin VGs stronger in
paideaare used as toys while VGs. strongedudus are marked by
some kind of competition and the rules to win theng.

Finally, in Caillois’ essayEl Juego y Las Sociedad€k958), he
concludes that one could guess a society by theg#mir people play.
In a way, aspects of this concept coincide with Miacand Van
Leeuwen (2009) who analyze war toys of the pastyB@0s, relate their
findings to dominant discourses of war of the tiraed conclude that
children are recruited not just into the war omdebut also the values
of corporate capitalism.

From a different perspective, rules, regularitie®rins) and
kinds of playful activities are also studied by d&iti(1962) regarding
relations between different games and cognitiveetspn children. He
classifies games in three main categorgames of exercis@ike the
ones performed by babies and young childreybolic gamefike in
role-playing games where imagination plays an ingur place,
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normally starting between 2 and 7 years), gadies with rules(which
undergo with children socialization processes, eagent to social
constraints and the notion of winning or loosinggcording to Piaget
those (playful) activities flow with child develogmt and remain
during adulthood.

Concerning play and general social contexts, agogrdo
Sutton- Smith (1986) toys are cultural indicatorsrilv examining
because they represent one of the ways in whickuresl over-
determine the social lessons they want to transmithis words:
‘anything that is important in a culture is ovetatenined. That is, it is
taught in many different ways and with much redunayato make sure
that the targets of the teaching get the mesg@dgrh, p.43). For him,
games and toys in themselves are not responstlexample, for the
creation of the genre stereotypes present in idmuarse of toys such
as in Barbie dolls or robots, yet they are stabdgysvin which those
social roles and the narratives involved are trattschin our culture. In
other words, according to the author games and tays become
‘identifications” central to children’s lives andaw influence their
choices as adults.

Those aspects reviewed above regarding the rolgaroés and
play activities are crucial in understanding megsirconstrued for
games as well as in being point of departure foritical approach to
video games studies, on a discursive perspectilethdse aspects
concerning CS will be discussed in chapter 4 amgigr 5.

2.1.2. Games on the Screen.

The term video game (VG) suggests a playful agtivit
technologically mediated; still it would be naiwereduce VGs studies
to game and computer science areas. To start thghgoncept game is
sometimes less outlined than it would be desirfedgiconsidefTennis
for Two on the oscilomethé&t as point of departure to study video
games, we may understand the variety of approach¥$s. studies,
each prioritizing one aspect or others of this ifadeted cultural
artifact that grows technologically complex and deno converge
between media specially after the popularizatiothefinternet.

In this work, | will extend the termvideogameto its broadest
possible meaning including text and image-basedegsoftware, either

°E_sites addresses with image register of the tdobiwal evolution and history of video
games are available at Appendix 1
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for training (educational) or entertainment purfEsgsing console or
personal computer as electronic platforms since ithahe way that
CS1.6 is played.

2.1.3. Video Game Studies. Theoretical relations thidrama,
storytelling and machines that produce signs

According to Frasca (2001) since the revolutionidéo medium
for games in the early 1980’s and the increasingdamic interest,
scholars have enriched the research field with idistiplinary and
interdisciplinary approaches either from humaniteesd education,
social and computer sciences, industry and engimgeerFrom the
Humanities and/or Education, some approaches teovghmes have
provided answers to questions relatedwibat meanings are made
through gamesand researchers have investigated for instanae, th
relations between game and player and the rolépthgers assign to
VGs. in their lives (Machin & Suleiman, 2004; Schir 2002, 2005;
Thomas & Walkerdine,2000a; Pichlmair,2005; Lepba]a004; Gee,
2005; Crogan, 2006; Krzywinska, 2006; Galloway)&Pearce, 2006,
and Machin & Van Leeuwen , 2009 among others).

Regarding approaches to VGs. studies, La(k891), from an
Aristotelian point of departure, finds equivaleates for players in the
computer medium to roles of both drama performeid audience in
theatre. INComputers as theatre (199%he describes computers not as
big calculators but as a medium for designing actlbis not that she
compares computers to theatre but in times whenputers were
mostly used for ‘serious work’, she can see thepigsr as a medium
wherein actions operated by designers and gamersepresented on
the screen. Other approaches to video games (Lantie92, 1997;
Grusin, 2006; Murray, 1997; Jenkins, 2003) made orteal
connections between VGs. and other texts (in dévemedia) based in
storytelling such as movies, novels and comic books

According to Juul (2009), Landow (1992,1997) haes tirerit to
have pointed to hypertext and technology as somgttiiat is not in
radical opposition to ‘the book’; besides, he axittel the canon of texts
that are now considered central to build VGs. tegoal sources.

6 Examples of theoretical texts that would contrébtd define games in the new medium,
hypertexts and ergodic literature are: Theodosdlgek essays from the 1960’s where the term
hypertext is introduced, Jorge Borge’s short sidrg garden of forking paths (1941, 1962) on
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Murray (1997) sees computers as a medium, betidr aa a new
medium for ‘the old practice of storytelling’ anadl er interpretation of
computers as narratives she identifies three festwhich are also
present in VGs. immersion, agency and transformatio

Regarding video games medium, this phenomenonr®dou
various ways, for instance the film¥vian, Residence EvibndTropa
de Elitehave being remediated into video games with #meesname,
and the boolHarry Potter was remediated first into a film and then
into several digital games. The inverse phenomeocan also be
noticed: Counter Strikeand other commercially successful VGs. have
been re mediated frequently from digital and irtéva medium to
commercial movies (e.gsuper Mario Bros., 1993Doom, 200% and
video clips of gamedn homecreated by fans who put them for free
download in sites, blogs and video channels. Tmeeat Remediation
is particularly useful to be considered when inglgdnew media
literacy to language teaching. In fact this phenoome implies
increasing convergence of the visual and verbaluth an extent that
(language) teachers (especially in writing) willedeto develop new
paradigms so that we don't lose sight of the pwpdsr writing and
communication in general terms.

Espen Aarseth, in his Cybertext: Perspectives on Ergodic
Literature (1997) does not consider computers as drama nor as
narratives; but for him, they are machines thatpee signs that differ
from reading to reading, more specifically: from eomplaying
performance to another. In video gaming, the eods obvious:
almost every gamer will play in an individual washe will make
different moves across the game ‘text’ accordindpeo playing skills,
decision taken, available tools to play, team ma&etions, and so
forth. However, all actions are mediated by theodrgin the game: the
click of the mouse, the physical response to thedéthe game as it
appears on the screen and that will move the cafraetion (the micro
narrative) in one way or another. According to A#ns(1997), the
interactive and ergodic aspect is the point of depa applied to
analyze not only hypertexts and video games, lsat sbme electronic
books and other creative writings (printed and tiigd) that do not

| require conventionalized sequence to texts’ reading

the literary level where the idea of narrativedabyrinth structure came from, and Michael
Joyce’s Afternoon (1989) in the electronic mediuiimeve reading experience is mediated by
the click of the mouse and the readers decisiavhat to click.
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2.1.4. When ludology meets narratology

Main discussions on VGs. studies have been caouéthetween
ludologists and narratologists. Ludologists healigdEspen Aarseth,
Jesper Juul and the group fr@@ames Studieshe International Journal
of Computer Game Research who argue that whatifidsnthe video
games’ gameness are the rules and the participaéduye of gamers in
terms of theergodic work required to traverse the t€Rtarseth, 1997
p.1) and not the story or filmic effects on themahtagonistic position,
narratologists mentored by Janet Murray argueithsithe story of the
game and its narrative (the sequence of chainedibnagt the
fundamental elements that guarantee gameness ieo vghmes.
Additionally, she refers to theatisfying power to make meaningful
action and see the result of our decisions and acd®dn the screen
(idem, 1997 p. 126) is remarkable aspect of thégiysatory nature of
digital games in terms @fgency

Attempts to find theoretical points for negotiatidretween
ludology and narratology were tried by Henry JeskiHe considers
that the gaming experience cannot be reduced t@xtperience of a
story in the game. In other words: not all VG4. dtories (e.g. digital
Tetris and Scrabble, or the social gafree Ricg and when they do
have a story in the game, it can be told in ohth@ many possible
ways that the medium allows. In fact, narrativesiarportant elements
in video games but differently from film or fictiditerature, there are
games which do not depend on the story to be gaotkg, that is, to be
well accepted and enjoyed by their users. Morenteaeflections on
this new medium tend to consider that it seemstjasis to take radical
part either for ludological or narratological apgach to VG studies
(Frasca, 2004; Pearce, 2006; Bizzochi, 2007, Jerki®7) because in
doing so, in Aarseth’s words, “one would implysmissing the core
differences that characterize gameplay and €ling”. Anyway,
those debates have served in a special way to sudisplay of
narratives in games, their elements - such as ctessa environment,
and parallel micro-narratives- and how they opeiateyideo gamic
environment.

2.1.5. Ergodic Texts in video games

Notwithstanding theoretical controversies discusabdve and
regarding VGs theory, Aarseth developed the notibrihe ergodic
element in some texts (either in print or digitadia) and expanded the
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hypertext theor/ . This theory had been introduced by Nelson (1965)
who first considered hypertexts as a medium fotstexyet, Aarseth
(1997) had noticed that some texts (printed ortaliged) propose more
than one path for possible readings: the lineavewoional reading, and
other readings either following ‘the guide’ suggelsby the authdt or
traversing the text more freely as in the caseamhgplay. Three main
kinds of narratives or strings for action in gamesre described
(Aarseth, 1997; Landaw 1997; Juul, 2004 ). FiguteilRistrates, on the
left, a simple biforked narrative which in gamepresents the options
for possible narratives that the game (or the teftérs. Figure 2.1, on
the right, illustrates a more complex structure nghtbe machine of the
game offers the gamer, a piece of text, or whos#tumtion (which is
represented by the orange rectangles). These rakis tcan be
combined in different ways according to the gamehsiices and skills
to play. In this kind of narratives, gamers mayegignce diverse paths
to achieve the end and do not need to traversexains to win.

Fig 2. 1 Simple bi-forking and more complex narratves
with multiple possible readings and closed ending

A third kind of narrative or string of actions ocsun complex
and unpredictable ways because players are allbevpdrform micro-
narratives resulting from combinations of the elatsf8 programmed in
the hypertext at the machine of the game. In tldg,wame narratives

1" The world Wide Web (w.w.w.) is the most famous hyget. Out of this hypertext, a great
number of other texts, images and videos can bekiyuinked and retrieved. Aarseth thought
of the text of the game (the machine with the juéssa hypertext where diverse textons or
little peaces of text are linked to each other iangnpossible ways and build the game a
narrative.

18 Nelson had linked the use of hypertexts in computet to game narratives but to
educational functions of storing and retrievingoimfiation out of a particular subject in
meaningful however non linear ways.

¥ asin book 2 from Cortazart$opscotch

% Just aglame rules, game options setting, number of pdagred their performances.
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can be compared to complex systems where eachrpay®rms her
own micro-narrative, but actions and circumstarafesne player will
interfere in the development of the others’ navesti For instance, in
Half Life, CS1.6 and others alike, the in game atioh of a players’
narrative (and her team’s as well) will be relatedthe one player’s
skills?’, the whole team’s performance and the performandethe
enemies’ actions. And the most powerful aspechisf phenomenon is
that all these narratives can be visualized altmgyeat a certain state of
the game.

Fig 2. 2 Representation of given ‘state’ at anyirhe
in a micro-narrative in CS 1.6

The figure above intends to represent a narrativeomputer
VGs which can be compared to a complex systemdiva ‘state’ at
any time (Juul, 2001). The image represents a tayeps narrative in
the game, such as CS 1.6, where the green fiel@gsepts the whole
mag’, the gamer is the blue circle at the corner ofahgle, the black
angle delimits his field of vision and action iretmap; the red circles
represent the T players and their space for aciwh the blue ones
represent the other CT players. It can be notibatl @ach player have
her space of action, however the actions perfortnedne player can
influence the game of the other player. In termsaafative, the micro-
narrative of one player may be affected by thelskihd actions of
another gamer.

Those features regarding the structure of ergagtstin games
are also present in diverse E-literature and daairtexts which

2 Some play skills like quick and strategic firingtian, selecting the right weapons, assertive
communication with teammates, knowledge of the retp,

2 |n order to complete the idea of complex systémmeems opportune have in mind that in this
figure, the green field represents only 1 map duhe 120 maps of the revised version, and
that other gamers could be performing their owrramarratives simultaneously.
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gamers are familiar with and these gamers’ previowsvledge could
be saved to introduce them in diverse literacyvies as it will be
suggested in chapter 5.

2.1.6. Discourse in ergodic texts

VGs. as ergodic digital texts have textual featagsquate to the
medium. Firstly, VGs. are dialogic: they providgithl platforms where
digitalized dialogic relations take place in gamdi(e playing) and off
game when new narratives are imagined, programaredi knowledge
is exchanged among users.

Secondly, VGs are dialogic tools (Sutton- Smith8@) for
players to practice their own agency, and incogoneady-made
models in games into original patterns and narativThis textual
characteristic is observed in CS 1.6 not only duthee game play itself
but also in the Menu section of the game where mays are added by
players of different places; eventually, they au for free download
and play.

Thirdly, VGs. as ergodic texts are material objgmtsduced in
discourse (Hodge and Kress, 1985. p.6), and tigjgesis that they carry
the ideological position of their producers. In €3, it is possible to
notice the ideological position of the games’ proehs who gave the
actual format to the mod ideologically situated hwinodders and
players from the globalized CS game community,eoettid, from CS
natiorf> members. For instance, the first story/missiorifzéthe game
was that US and allied ‘armies’ should counterckttthe Middle East
‘militia’. In an interview with the creator of CS3.mod, he reported that
after the terrorists attacks of Septembéf.@ia the real world) the beta
version ‘just bombed™.

Finally, VGs represent a code (Sutton-Smith, 1986janguage
with which gamers can construe their own narratsteses in a way
that deep players (Galloway, 208)nsert signs distributed globally to
specific contexts of their own serious life worlgisgch as school and
family or social relations.

23 CS Nation is the name of one of the biggest G sithich gather players from around world
wide web.

2 Interview available at www.gamasutra.com

% Deep players are gamers who, enjoy the game bynmakods besides enjoying the normal
game play
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2.1.7. Video Games and intertextuality

VGs. relate to other mass media in relations adriektuality by
remediation (Grusin, 2006) discourses and refrgshioth old and new
media as innovations take hold. For instance, m&tion about war in
Somalia and the US intervention was firstly broatied by press and
television, latter the video game Black Houck Dowas launched and
finally, a film was made with the name of the garmprd Middle East
events have found eco in the game Peacemakernitiatdéed real life
photos, videos, maps and news reports as matarathie game.
Regarding children literature, popular books likkcé in Wonderland
and Harry Potter have been re-mediated from pribteak to film and
game, and lately, reprinted in 3D film. These peaipbs above, briefly
illustrate part of the rich display of contemporaigcourses encoded in
VGs and which could be used in learning literacigtically oriented.

Additionally, relations of inter-textuality betweegames and
other texts seem to be spatially and historicatiptextualized and to
attend to powerful and dominant interests. It isgilnle to ‘listen’ to the
voices of hegemonic discourses (Caldas Coulthacddvam Leeuwen,
2004) in toys and VGs. For instance when exploshgoter games —
F.P.S& as well as T.P.SS- we will notice discourses of war and
violence as entertainment represented in themesthe nature of
shooter games is shooting at targets normally agpeto be the
representation ofiving beings Someshootersthat have discourse of
war as main theme are available for children aeddgers’ enactment
in game and out of game. In doing so, these shootimiliarize
players (Machin and van Leeuwen, 2009) with stypss of
militarized muscled body as  representation of dami and
empowered masculinity, or by naturalizing and gjvimoral value to
use of lethal weapons as means to resolve conflict

% F.P.S. stands for First Person Shooter. It rateshooter vgs. in which the avatars’ weapons
fire from the first person perspective, and sirtinta an extension of the players’ life hand,
they create special effects of reality and engagem

2" T.P.S. stands for Third Person Shooter and itrsefie shooter games in which players’
weaponsfire from the perspective of a third person agarm gamers and avatars, but
coming from a third person perspective. This ¢féeeates detachment from the gamer and the
scene of action on the screen, and it is beli@geghhance less impact of violent meanings
onto gamers.
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2.1.8. Videogames as social practice

VGs. play is situated in social and cultural sphe(8quire,
2002). VGs. can be understood as social pracdosmng players as
exemplified above, and gamers take part in comnasnibf practice
which include not only the team partners but gsople who design,
produce, distribute and not only the team partbetsalso people who
design, produce, distribute and modify video garBstdence of these
can be explored in the games’ homepage and otmeegjasites, blogs,
forums, advertisements, face to face interviewssV@agazines, and
so forth.

Moreover, the whole activity of playing or gaminghoosing
characters and styles to play, talking about theegaexchanging
knowledge with friends to learn how to play, bormogy buying or
making a game available for either legally free dmad or illegal
(pirate) download from the internet, involve socigractices
(Fairclough, 2003) which are mediated by discour$égse particular
ways of enacting are discursive in nature and withe context of this
research which is to understand how meanings amstreed in VGs.
Gamers’ enactment can be considered instances @r nsacial
practices in the gaming culture which run througt beyond the game
text. Even more specific practices are found in V@s-line
communities’ sites created around each game andjththey are not
always supported by the games’ official site whigbuld have the
authority to rule discourses, recurrent discoulisegamers suggest
similar players’ preferences and cyber points afoemter and gamers’
identification in styles and ways of being whicartscend countries and
languages and construe meanings across the gaatigs.rEvidence of
these can be explored in the games’ homepage aed games’ sites,
blogs, forums, advertisements, face to face iné&rsj VGs. magazines,
and so forth.

Moreover, the whole activity of playing or gaminghoosing
characters and styles to play, talking about themegaexchanging
knowledge with friends to learn how to play, bormogy buying or
making a game available for either legally free dmad or illegal
(pirate) download from the internet, involve socigractices
(Fairclough, 2003) which are mediated by discourses

These particular ways of enacting are discursivedture and
within the context of this research which is to ersand how meanings
are construed in VGs, gamers’ enactment can bedsyed instances
of major social practices in the gaming culture akhiun through and
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beyond the game text. This observation is aligneth the social
semiotic theory of communication and coincides wWiifess and van
Leeuwen (1996, p.41) when they explain that anyic@nsystem
projects particular social relations between thedpcer of the sign or
complex sign, and the receiver or reproducer dfgiumn.

2.1.9. Agenda for VG studies focusing on text, disarse and social
practices

As VGs. production sophisticates and attention igital media
scholar research increases, other works have begdocus on the
kinds and qualities of participatory play, meanimgjgen to personal
experience of gaming, and the role of languageommunities around
each game. More recent studies link VGs. and vgleaing with new
literacies and critical learning.

Regarding VGs. as texts and cultural artifacts witeanings
embedded in the context of other forms of human resgion,
Krzywinska (2006) links VGs. to the functions anéanings of myth
experienced in the real world and in the world arfithsy, adventures
and war craft in game play.

Researching on VGs and gender studies, digitalofictfan
fiction, identity and popculture, Thomas (2000) points that girls and
boys tend to play VGs. in different styles: thelgjirend to be less
competitive and care about socialization when plgywhile boys tend
to concentrate their actions just to win the gamerazil the medi&®
depict FPS girl games in different profile: they aroticed as being
competitive, though players and champions thaggteufor the rights
of playing CS legally.

Communities of role- players (MMORPGS) have beedist in
Finland (Leppalahti, 2004) where gamers extendeddiratives of the
game in their everyday lives in concrete interardionostly ruled by
feeling of belonging; and role-playing was partaofarger network of
hobbies of the tribe. Additionally, the sense of tlame community
was linguistically supported by insider humor anduany way they
choose to present themselves socially.

% Some of the referred articles are: 1)Brasileimsgam’ americanas para jogar Copa do
Mundo de ‘Counter-Strike’, 2) Gatas do ‘Counterrikef desafiam marnanjos em reality

show’, 3) Garotas campeds saem em defesa de ‘Cdbinitee’. They have been published by

Globo, the broadest web of information in the dousince January 2007 when the buying CS
was banished. A whole collection of related #tic are available at www. Globo G1.com
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Moreover, important themes in the area are theswagative
practices are supported by digital games mediurw, $acial, cultural
and economic factors shape these practices; andss/ahd ideological
messages encoded in the format of war games.dmagard, Machin et
al (2006; 2004) have compared the influence ofoaajltechnology on
the discourse representation of Arab and Americaar \wames.
Mactavish (2008), on the other hand, who studiesagerial strategies
of games developers’ regarding the distribution M3s. identifies
several economical benefits for game industry frdmilding
participatory fan-base communities with free praomdl materials for
fan-run websites, and even for game developers whey sponsor
festivals and contests that feature their games.

Connecting VGs. research and new literacies, Urtsw@n06)
has found resources for literacy and literary dgwelent in electronic
game narratives, and he thinks of ways for theusioh of commercial
and free downloadable e-games domains in classmivities with
literary narratives. Gee (2003, 2004, 2005) ineguby possible
applications that video games might have for lewyrin and out of
school, played and studied commercial VGs. (e g.stburce game for
Counter Strike: Half Life, Deus Eand Halo among others) and he
found general learning principles that popular gigames incorporate.
He (Gee, 2006) proposes applying those princigpedially regarding
the understanding of conceptual knowledge and tbielgm solving) to
general school learning. In fact he does not sfanthe use of violent
VGs as source for learning, hefar the use of what a linguist would
call ‘the grammar’ of ‘a good’ game, and accordiogthe writer, a
good game is a game that people like to play. M@eosome of the
learning principles in ‘good’ VGs (Gee, 2005) tleah be rescued for
school learning are: identity, interaction, produet risk taking,
agency, well ordered problems, stimulative frugirgtsystem thinking,
explore/think lately/rethink, smart tools and dkaited knowledge,
cross functional teams, and performance before etanpe.

Finally, 1 will mention 2 topics that are recurrentVGs studies
agenda: electronic games addiction and possiblativegeffects as
consequence of playing violent VGs. Those themesat the focus of
this research; however, they are related consigi¢hiat the game | have
chosen for analysis, Counter Strike 1.6, is d fiswson shooter (FPS)
that encodes discursive representations of wangstainment. In this
regard, extensive lists of research publicationa@the last thirty years
seem to be inconclusive on whether and how viol@s affect
players.
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The General Aggression Model (Anderson, 2002)ni$eto
explain processes to aggressive outcomes, andaittiml for further
research (Anderson & Bushman, 2002; Anderson, &eidtiBuckley,
2007) that correlates discursive representatiodsnagative effects of
violent VGs on children and adolescents. A reviefntiee research
suggests that children and young adults, males fanwhles, high
aggression and low aggression people are all stislse increases in
aggression, after even short exposures to violdebwyames. In Brazil,
after systematic discursive literature review of7 Ii@search studies
held by researchers from Faculdade de Medicina nigetsidade de
Sdo Paulo and from de Programa de Poés -GraduacaQi@ncias
Médicas da Universidade Federal do Rio Grande dlatSvas reported
that (Abreu,C; Karam,R et all, 2008) further invgations are needed
to determine whether abusive internet and eleatrgaime use should
be understood as one of the newest psychiatricifitgions of the
21st. century or just substrates of other disorders

| believe that the signification given to VGs gamend the
effects that they may elicit, are re created in iterface of their
materiality designed by the games’ industry (Cal@asilthard & van
Leeuwen, 2004), and the ways and play contextshich VGs are
operated.

2.2. Multiliteracies and Multimodality

The term multiliteracies refers to two major aspeaftlanguage:
the variability of meaning making in different awal, social and
professional contexts, and the influence of comueations
technologies. Both aspects allow language to becomeasingly
multimodal in which written modes of meaning ingexé with visual,
audio, gestural and spatial systems of meaninghi;mway, the term
multiliteracies is linked to the concept multimatialvhich refers to the
meaning making in different semiotic modes (likeaga and language)
in a communicative event (van Leeuwen, 2005, p.281)

Communication is increasingly multimodal and mtraen one
mode of representation is being articulated toesgmt meanings, in
this way, enabling a text to be enriched with imagetten and sound
effects; or, a same text being published in prirdrdine, maybe in CD-
ROM or filmed, or made up in a videogame. In thsywthe concept
literacy, traditionally related to the ability teead and write, has
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expanded to the notion of the ability to commurec@thristie, 2005)
by reading, writing, speaking and listening.

Multimodality refers to the way of representing and
understanding language in a broader sense, likkinmaneanings by
gestures, body language, fashion, symbols and rs;olehile multi
mediated literacies refer to the medium used to communivatdal,
digital or print messages.

Regarding multimodality and education, multimodaicial
semiotics is a dominant paradigm that concernff itsgh how human
beings use different modes of communication, sushspeaking,
gesture, and sound to represent themselves orxjheriences in the
social world (Kress and van Leeuwen, 1996).

Lemke (1994); Unsworth (2001); and Martin (2000) caug
others, have studied how semiotic systems wagktter in making
meanings. According to Kress & van Leeuwen (1998&)iad groups
that represent high social control and power tendive more value to
the written language than to the visual. An exangehis can be
evidenced in certain magazines and newspapers dafndéogy,
economy and law, hardly ever in games magazinesm Fanother
perspective, Lemke (2002) claims that each modexpfession has its
peculiarities in making meaning and that they daé compete for
significance in a text, and when working togethaereanings in
multimedia are multiplicative(Lemke, 2002), Yet, these authors
recognise that pictures can illustrate what a &mittext cannot say in
words and we should have this present in the mattah analysis.
Finally, multimodal texts, visual texts, like watt/ spoken texts, are not
transparent or naive; besides they are not onligpshaped, but they
also shape society (Fairclough, 1989.p.74).

Critical Learning paradigms claim that reflectiomymovercome
awareness and agency which work concomitantly éatermeaningful
learning and conditions for social transformatinrigarners of all ages
(Fairclough, 2004; Kress &van Leeuwen, 2001; Leni@94a.; Freire,
1985). Critical learning involves changes in pdpation,
empowerment and the subsequent shifts in idenitgrring that those
social changes may eventually construct socialsfeamation. Those
shifts in identity can be detected through the nelity of the texts;
and multimodal functional approach to languagersffesources to do
the work in both, teaching critically multimodalrdemporary texts and
offering the metalinguistic tools to produce mulbdal ways of
expression. Regarding learning paradigms that maeensideration the
inclusion of multiliteracies pedagogies appropriat¢he multimediated
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world of the 21 century, Unsworth (2001), Lemke (2002); Christie
(2004), Kress ( 2006; 2010) among others have iboréd with their
insights in multimodal education mediated by newhtwlogies, and
have in part, motivated the desire to realiseptiesent thesis.

These principles fit into the pedagogical imgiias in the last
section of this work, when it comes the time tde@fon lessons learnt
from the present study and relate them to possitiwities involving
VGs. and critical learning.

2.2.1. Learning serious staff versus learning fromideo games

When we think of learning at school, we think of rivand
effort; when we think of gaming we think of fun aptkasure. Yet,
J.P.Gee (2003; 2004) and other writers in educdaiave found that
under the right conditionslearning is biologically motivating and
pleasurable and that playing games well implies being mogdat
enough to devote long hours to learning how to plagt win. It is not
that gamers’ mental and motor coordination practde result in an
increase ofyeneral cognitive functioninOwen, A; Hampshire, Aet
all (2010) beyond those tasks that were trained; heweood games
provide motivating opportunities of learning, andcarding to Gee
(2004, 2005; Jenkins & Squire, 2004) educators wake school
learning better if they pay attention to good vidgames and apply
some learning principles used in them to schoahleg. For instance
good VGs. spring information from multimodal sowcgood VGs.
appeal gamers visually by using image and writtergliage; they also
appeal them aurally by means of game thrillersndoeffects, andn
game oral communication with other players; good VGacilitate
digital authoring tools and narratives’ manipuatiat diverse levels,
andin game and out garmieteractivity since they elicit the exchange of
experiences and information to play better, andésearch to achieve a
better gaming performance. In other words: VGsehidne potential to
make gamers learn in context and gradually, andrexbrthat new
knowledge in successful accomplishment (learn feowit).

Those characteristics in VGs. suggest new oppdiegnifor
school education under interactive learning apgroaRegarding
methodological principles in games, the contentthem, even the
commercial ones can serve to interests of critmadl interactive
education. VGs have the potential to introduce gaméato
‘collaborative worlds’'(Squire, 2003) and make thbave meaningful
new experiences as we can findGivlization Ill, Freedom Fighters
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Global Conflict: Latin America Ayiti: The Cost of lifeandDarfur is
Dying just to site a few .These games allow players e btut the
ideologies surrounding certain events and theypcamote research in
history and geography, and further discussion awere complex
aspects of what it means being, for instarecéreedom fighter and a
terrorist, or a negotiator of peace in a conflatdiscussing about the
correlation between choices made and their reygeotitcomes or the
constraints faced being a family member in a cquplace in Haiti or
in a refuge camp in Sudan

Some of the aspects that VGs share with E-lileeatire: 1)
Codex reading as opposed thypertext reading that concerns
differences between ergodic, non linear reading, dmear reading.
According to the Aarseth (1997) codex or lineadiag takes place in
most conventional books that require a sequentitil from beginning
to the end to traverse the text and for the storgnake sense; while
hypertext or non linear reading occurs when thadeegamer is
required to mov& along the text game as inlabyrinth, trying new
narratives while she asserts and advances in the gashe is defeated
and makes new tries to operate the game narrative win, all that by
making choices at the gaming level and thus comdirnextons
(represented by the colored rectangles on Fig.ogtlof an available
Hypertext at the code level;) 2 the notion that players perform
different paths to meet the goal of the game and win their rounithén
game, and that they do not need to operate alliljesearratives
present in the machine of the game as representédigo 2.1; 3) the
interaction between player and textin a machine during play activity
and that involves quick cognitive and ergodic cksj the skills in
knowing both the rules of the game and how to heehtardware (the
keyboard, the computer, etc); and 4) as a resulihaf, theoretical
questions roundaspects of agency and gamers’ authorshigreativity
and transgression, and meanings that players givehé micro
narratives that the game rules let them create.

Yet, little systematic attention in school cuates is being paid
to the teaching of multi mediated literacies acoaydo Kress (1995) in
the United Kingdom and the United States (Lemk®220In Australia,
Unsworth (2001) is concerned with great need inetigping critical
multimodal literacies among young learners and gap that exists
between their curricula documents and school esti

29 Some written texts, as put before, can also ‘of@m’non linear readings.
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In Brazil, Braga & Costa (2000); Paiva (2001); Héb&2010)
evidence Brazilian researchers’ preoccupation oewstanding different
aspects of multi modal literacy and multi mediatepractices in
education and in second language teaching as weteachers’ re-
definition of communicative/ interactive approachés (second)
language acquisition mediated by computer, and diszursive
construction of the participants involved in symdagogic practices.
Besides, the Ministerio de Educacédo e Cultura (M&fg)gests Students
participation in meaningful activities where the®ed language is used
and ‘learning needs arise’ (my translation) andcded) language
teachers’ integration of new technological actdstiinto the syllabus
rather than just adding them to the rest of ofieglagogical practices.

2.3. Language as Multimodal system of choices. SEind GVD

Based on the notion that Language is socially sthaped
determined by social practices; in systemic- fuor@l linguistics (SFL)
(Halliday, 1978, 2004; 2006) language is thoughtasfa system of
choices ready to use and realize some communicéiivetion. The
systemic functional approach to language contempladbw language is
structured for use (the grammar) and describeslapguage is used in
the context of the situation. The semantic unitaioalysis is thelause.

Connecting the functionality of languageuseto the context of
the situation, for Halliday (1978, 1994, p. 39@ponfiguration’ of
languagein context relies in three variabld®ld, tenor,andmode.The
field is related to the nature of the social actionwhatis being talked
or written about; théenor refers to the relationships and role among
the interactants’ or participants; and thede refers to the rhetorical
the function of the discourse. Finallfield, tenor and modere
constituents of thelauseas contextual variables.

Those dimensions of the context of situation poad, in the
semantic stratum, to @&fafunctions; they occurin the clause at the
same time and they construe meaning at the theselsl of
signification.: 1) Theldeational Metafunction that refers to ways of
representing the world, the events, and the petpdd, ways of being,
and the entities involved in the related eventss itealized by the
Transitivity system; 2) thénterpersonal Metafunction that reveals
degrees of commitment and formality in the intespeal relations
between the participants of a given interactioalized by the Mood
and Modality system; 3) thEextual Metafunction that is realized by
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the Theme system, and has to do with the lexical and grammatical
choices used in a given event, and the (patternimganization of
meanings constructed by the ideational and intsgp&l metafunctions
into logical and coherent wholes as texts in cdnfelalliday,1994;
Chouliaraki & Fairclough, 1999). In games as vaslin other texts,
meanings from the ideational, interpersonal antutxdimensions are
produced and exchanged in dialectical relationsrgngame producers
and modders and users (in the role of responsewevs) as well as
between users while playing.

Assuming that images are texts visually expres&edss and
van Leeuwen (1978) extrapolated Hallidays’s (19%§9roach to verbal
language (SFL) and developed a Grammar of Visuaigbein which
they adapt the three metafunctions to the pectiarof the medium
and recognise that images are also attached tosiheitional contexts.
In this way, the ideational, interpersonal and uektmetafunctions,
from the verbal language, realize equivalent megmim thevisuals
through the correspondingRepresentational, Interactive and
Compositional Metafunctions which are presented in Table 1 below
summarizes the most important systems of signifinatin SFL
(Halliday, 1994) and shows realizations in the akétlnguage and their
proximate correspondences in the visual languagespite of the
intricacies of representing in images that whasei;ig said in words.

In what follows, | will focus on the review oftérature of the
visual expression, yet, | explain some connectioetsveen verbal and
visual modes of expression in some relevant toptsted to the data
for analysis.

2.3.1. Visual Messages. From the Ideational Meanisdn the verbal,
to Representational Meanings in the visuals

Language is an instrument that enables us to ‘bailchental
picture of reality’ (Halliday, 1994, p. 106) andcamplish a ‘mode of
action, of giving and demanding goods & services iaformation’ and
it is a mode of reflection of the variation andWlof events.

In the verbal mode of expression, in the Ideational
Metafunction, the clause is understood as an exp@l event. The
Transitivity system identifies and finds experiential meanings for
Participants and Circumstances involved in fivedkirof Processes:
Material, Mental, Verbal, Relational, Behavioral, and Existential
Processes. Material Processescommunicate outer material
experiences,Mental Processesxpress inner experiences and related
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to consciousness and affectioMgrbal Processesencompass human
representations created through languageRdlational Processesve
classify and identify Behavioral Processesefer to psychological
states andexistential Processesoncern the existence of the one(s)
involved in the referred process

In the visuals, the Representational Metafunctionmodels the
visual representation of events. Drawing from tlebal transitivity
system (Halliday, 1984), experiential meaningshie tepresentational
system (Kress & van Leeuwen, 1936} realized througtepresented
participants, processeandcircumstancesvhere,Participants are the
main people, entities or objects depicted. They idemtified on the
bases of their functional role on the context efithage.

Processesare depicted byectors;they represent ‘action lines’;
their presence or absence indicates, correspondingrrative or
conceptual representations. In Fig. 3.1 conceptuatesses represent
the main participants and narrative processesctipby action lines,
are secondary processes represented at the baslg@itcumstances
are the secondary participants that contributeve gsual information;
however their deletion would not affect the essdgroposition of the
image. There are Three types of circumstan€iscumstances of
location which arranges the settinthat bridges foreground and
background by contrasts in color saturation andlmanead as attribute
of symbolic meaningsCircumstances of Means are the tools with
which action is depicted; and Circumstances of sqg@niment are the
participant(s) which have no vectorial relationtwitther participant(s)
and cannot be read as a Symbolic Attribute. In3Figthe circumstances
are represented by the written text and the yeBtain at the top left
quadrant which evokes a flash of light

Images can be eitherarrative or conceptual representations.
Narratives depict events in terms of ‘doings’ and ‘happeningsd
participants are connected wiactors andConceptual representations
do not use the vector, yet represented participanetslepicted in terms
of what they ‘are’ or ‘have’ or symbolize. In oniswal composition it is
possible to find conceptual and narrative structwverking together in
making meanings, as in the cover image of CS-1.6.

In what follows, | will disregard narrative process since the
represented participants in the cover of CS1.6 gareeinvolved in
conceptual processes.

Conceptual representationsare determined by the absence of
arrows that indicate action. Participants are regmwted in terms oheir
more generalized and more or less stable and tissedssence, in terms
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of class, or structure or meaningress& van Leeuwen, 1996, pg)79
In other words, participants are depicted for whay ‘are’ or ‘signify’
rather than in terms of what they ‘do’. Conceptualages are
emphasized by three process typelsssificational, analytical and
symbolic processes.

Classificational processesdepict participants in terms of
taxonomy, in a Superordinate/ Subordinate relatitnere participants
belong to the same overarching category but at teses participant will
be in a lower position and will play the role oftfeudinate to another

Superordinate participant. Participants can be organized in
different taxonomies or classifications, and wilbnstrue a visual
hierarchic relation between them in covert and bisonomies, which
are: covert taxonomy, simple-leveled overt taxonomy ananulti-
leveled overt taxonomy.

In covert taxonomies,only the Subordinate participants are
depicted, usually represented at equal distance &ach other, the same
size and orientation towards the horizontal anticadraxes, meanwhile
the Superordinate is implied or represented inxa fgress & Van
Leeuwen,1996, pg.81). lavert taxonomies both Superordinate and
subordinate are visually represented in a veriicantation with the
Superordinate always above or below the Subordipattcipants and
following ‘tree’ structuresSimple leveled taxonomiegresent only one
level of branches between Superordinate and Sutaiedparticipants,
while Multi-leveled taxonomies present more than one level of
branches in the tree structure, in this daserordinate participants are
in between the hierarchic representation. Relatiohdierarchy are
normally represented by the ‘treedbnceptual classificationstructure
where the more general idea (the Superordinatepigesented similar to
grater powerkress & Van Leeuwen, 199638).

Through analytical processes participants are represented in a
‘part- whole structure’ (Kress & van Leeuwen, 19p689) and they are
involved either in the role o€arrier (the whole) orAttribute (the
part), both depicted in theiminimal defining characteristicsThe
defining characteristic of analytical processes lie the absence of
vectorsthat evoke action, the absence of compositiayahmetry and
lor ‘tree’ classification structures and also, #iEence of the features
that mark the symbolic processes, it can be readvasial ‘this is’

(Kress and van Leeuwen, 1996. p. 93); yet,itieractional system of
the gazedominates in analytical images.

Analytical processes are structured amstructured. In
unstructured analytical processesan unordered set of participants in
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the role of ‘possessive attributes’ are understamthe set gparts of a
whole which itself is not represented such as we canirsdeig.2.3
taken from CS-rio map where diverse icons convegsages to the
gamer as the interactive compounding structur@ gmeen circle at the
left corner of the screen that indicates in tposition of the gamer and
her team mates’ in the map along gaming performance

Structured analytical processes are temporal analytical
processes as in the representation of Time gradesxhaustive
analytical processesas in science visual descriptiodjmensional
topological accuracyandabstraction.

L]

ig2.3 Imge from the CS-Rio mod

Finally, symbolical processeslepict whata participant is or
means using attributive processes and/or symbolic suggestive
processes.Both forms of representation are realized by pipditts
having roles the o€Carrier of meaningsYet In Symbolic attributive
processes, there are two participants: Ghaerier that is the participant
whose identity is established in the relation amglsiymbolic attribute
that is the participant that represents the meamiingdentity itself (Kress
& van Leeuwen, 1996, pg. 108); additionally, megnia identified
through at least onsymbolic attribute. Yet, in symbolicsuggestive
processes meaning derives from withithe Carrier and not from
attributest is the Carrier itself that constructs the synibateaning.

Symbolic Attributes (Kress and van Leeuwen, 1997, pg.92) are
objects made salient in the picture through markedation of the
compositional pattern of size, light, shape, colone or place; the
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Carrier of meaning can also be pointing the identifyisgmbolic
attribute to the viewer, not quite implying action even Ire tpresence
of arrows, and when human participants are involirdsymbolic
attributive processes, they usually pose or dispfeynselves for the
viewer rather than look as involved in some kiricaction. . Finally,
symbolic attributes are conventionally associated to symbolic values
For instance, in the cover image (Fig. 3.1) therbig detail of colors
used to depict CT and T soldiers’ uniforms, leridgjive salience to the
symbolic attributes carried by the soldiers (in tide of Carriers).
Moreover, the dark grey-blue and dark bluewish igrekthe soldiers’
uniforms mark the represented participants as €rarrof symbolic
attributes culturally associated with strategic atitbughtfulness,
resistance and hardness; in addition these cotersised to represent
gendered social actors. According to Caldas Coulthad van Leeuwen
(2004) shimmering and iridescent toys are girl'gsto while stunning
ones are produced for boys

Symbolic suggestive processeBave only one participant: the
Carrier who creates an atmosphere or ‘mood’ for ithage which
suggests symbolic meanings. This ‘atmosphere’ shalépict the
generalized essence of the message in the pictarehapter 3.2 1 will
analyze a relevant symbolic process that occurghén cover and
contributes to depict discourse of war as entertait.

2.3.2. From Modality system in verbal language tdhe Interactive
system in visual representations

In the visual language,and drawn form SFL and Halliday's
interpersonal (meta) function of language, litteractive Systemlooks
at theMood and Modality systems that realize the basfieech acts

The speech acts find approximate realizationhefrhage acts
in the visual language (Kress and van Leeuwen, 199®ugh the
system of the gaze (idem.,1996. pg.121) and theukation of the
modality markers (Machin,2007). It regards meanirgschanged
between the image producer, her product and thveevias well as how
the represented visual elements configure redlism

Three systems work together to configure interactneanings in
images:Contact, Social DistanceandAttitude . These systems co work
in revealing (Kress and van Leeuwen, 1996) tbe&e of the image

% Realism: the representation of ‘reality’ from theint of view of the image producer, and
created by thenoodsystem (Unsworth, 2001 p. 99)
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producer(s), that is, what part of reality she ehtwsshow and how she
will present it to the viewer, and may activate iaraginary relation
between the viewer and the image represented. Timulation of
contact, social distance and attitudesystems resulted to be revealing
in the analysis of CS 1.6 cover

a) Contact activates thevisual acts through eitheroffer or
demand roles of the gaze of the represented participamelation to
the viewer.

In Offer images, the represented participant does not make
imaginary eye contact with the viewer. We find offemages in the
sectionChoose a classin( Appendix 3), in the introduction t€S.1.6
where players have to choose a T. or a C.T. madeadgresent them in
game. Images are offered in that section as ‘itednsnformation,
objects of contemplation, impersonally, as thougtytwere specimens
in a display case’ (Kress and van Leeuwen, 199@4).

In Demandimages the represented participant is imaginarily
connected to the viewer by ‘looking’ directly, thudemanding some
kind of social response. In the cover image, the twmies convey
demand meanings through their gaze, however otréift nature.
Gestures, facial expressions and even attributestre® the visual
message of what kind of relation and response #wresented
participant demands from the viewer

b) Social Distanceis the interactive system that correlates in
meaning with the distances people keep from ow¢hanin every day
interaction and according to the nature of thedialaelations; drawing
from cinema and TV, in images, choices for theweis’ field of
vision Kress & van Leeuwen (1996) suggest different &inof
imaginary relations and response between intersttanSocial
distances run fromntimate, to close personal, far personal, close
social, far socialandpublic distance.

c) Attitude is the interactional system that reflects the pofnt
view of the image producer in relation to the aniglevhich she
depicted or arranged the participants. Accordintheonature of the
images, attitudes are depicted subjectively or aively.
Subjective attitude is implied by the system of perspective, the
selection of an angle from whichimages have lmzeated.

Kress & van Leeuwen (1996, p.135) consider thatgesaare
always socially determined, yet encoded as if tlegre unique,

31 Interactants are the viewer or interpreter ard#presented participant(s)
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individually conceived. For instance, attitudes iofolvement and
detachment are created by depicting participams feither frontal or
non frontal plane perspectives in relation to tiesver.

Additionally, meanings can be realized regarding d@ngle from
which participants have been depicted. Participsimis or digitalized in
the eye level angle in relation to the viewerohegl to equal worlds or
status, and power relations are established wheticiBants are
depicted from a low angle and shown as if theyeweoking from a
higher position in relation to the viewer. The effef the low angle shot
empowers the represented participant/s over thveeviewed in part, by
metaphorical association probably related with potkat comes from
Heaven (Machin, 2007). The producer suggests mgsniof
interpersonal relations of inequality wherein thewer has less social
power over the represented participant. Finallynveosely, when
participants are depicted from a high angle, tioek lsmaller, powerless
and fragile than the ones who ‘look’ from upperipos.

Modality concernshow real a representation should be taken
Kress and van Leeuwen (1996) have developed a stealght modality
markers which run from high to low modality and ttlerrelate to
scales from ‘certain’ to ‘uncertain’ in images anom ‘is’ or ‘will be’
to ‘may be’or ‘would bé in verbal language. Machin (2007) extended
the concept talegrees of articulationof modality markers; they can
depictreality from abstract to exaggeration: what we would ekpec
find in the real world, it is high modality, depct by the maximum of
articulation of modality markers. As a critical &% | should see how
the discourse of war as entertainment is repregdantéhe cover, what
elements are represented in detail, for instarme,véhat elements are
abstracted, or neglected, and why.

Some modality markers ardegree of articulation of detalil,
articulation of the background, articulation of light and shadow,
articulation of tone, articulation of depth, articulation of color
modulation and articulation of saturation It is important to notice that
these modality markers take as reference what sofort real, the
naturalistic code that will be explained in the utes | analyze CS.

2.3.3. A few words on Audio and sound effects

The importance of sound and audio in VGs was censil by
game designers since early games were created.pdpstar VGs have
their own sound thrillers, while other mods and ganmsert film music
and diverse pitch. In this sense, sound is arbat&iwhich, in many
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cases, identifies the game. Additionally, audioeeff help to
communicate in play commands, rewards and failoperinces, and
gamers among themselves.

Sound also works in contextualizing and modalizitige
circumstances (van Leeuwen, 1998) or the visualr@mwment for play
as one can notice in the introduction to CS-rio whgpically crowded
Brazilian streets can be heard and a suburbari’Rapnpletes the
cultural link thatpicturesthe scene with local tones. These kinds of
sound effects can be added by deep gamers, andptiim available
from the introduction to the game confers agendp¢omodder.

2.3.4. From Textual meanings in the verbal mode, tGompositional
meanings in the visuals.

The Compositional Metafunction in the visual realizes
meanings of the Experiential and the Interpersavallds (Halliday,
1994; Kress & van Leeuwen, 1996. p. 183) and ik$oat the way
elements are visually arranged and connected anddly that they are
combined with graphic elements to give the wholegosition features
of an integrated text. The compositional structuregpict
representational and interactive meanings of argémthrough three
interrelated systemsnformation value, SalienceandFraming. These
principles apply to images as well as to layout

Information value concerns the placement of participants in the
different areas of the image and the relation ithateates to the viewer.
This system looks at whether information is orgedizon a
centre/margin relation, or along the leftight position in relation to a
vertical imaginary axior alongtop/down position in relation to an
imaginary horizontal line.

The distribution of visual information along thedt/ right axis is
related by symbolical association, to time wherdhi@ Given, on the
left, is what comes first (probably regarding thestern linear system of
writing), and organizes already known informatioithe New
information is organized on the right: it is assted to something that
is going to ‘be’ or to something we do not know,\@teven the fiction

Top/Bottom organization concerns visual information to the
Ideal/ Real, traditionally associated with heaven/hell, ‘whatghti

%2 The Rap music which was originally inserted in ¢fagne had to be removed and changed for
another which, unlike the first one, had the corption of illegal drugs as a motif for the
song.
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be’lwhat is’, the fictional/factual, and by assamdn: gamic /serious
life context. For instance, in first person shogames, the weapon is
represented at the bottom position in the screl@s; design strategy
visually blurs edges and tends to equal seriowes tbf gamic reality.
Finally, in centre/margin compositions, the core onucleus of
information is presented to the viewer at the centre of vispate, and
the contextualizing information is distributed at the margins.

Salience regards the gradation of importance in which
participants are presented to the viewer (KressvamdLeeuwen,1996;
p.212).The same as in all other visual systemsjogemstructures are
not perceived linearly but in a whole, yet, someeats in the
representation should be considered as outstamtieach composition.
They are signaled by delicate combinations and ¢exripteractions of
salience inSize, Color contrast, Weight, Position on the plarseand
Perspective in which participants are represented, and mayoamc
symbolic meanings.

Framing has to do with the representationfcdme lines and
borders(or their absence}jiscontinuities of colorandshapeor white
spaceswhich serve to interconnect participants and otélements
through the visuals. For instance, the absencerashihg between
elements represented in a visual composition sseg®up identity
(Kress & van Leeuwen, 1996. p. 215) and its presesignifies
individuality anddifferentiation. To illustrate, Fig.2.3 in section 2.3.1,
frame borders and discontinuity of color and shapee used to depict a
circular white line that frames the spot that représ the place in the
map where the gamer is situated. In so doing,ittagein the circle is
read as belonging to a different level of represtimt: the circular spot
is a message that serves to communicate the plagesition, while the
rest of the image shows what the player would ke were actually in
the scene.

The following Table 1 summarizes the meanindgepial of the
Representational, Interactive and compositionabfmettions (GVD)
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Table 1 Main VGD realizations: Representational, Iteractive and
Compositional systems

Kress & van Leeuwen'’s corresponding Multimodal Metdunctions
Representational Function > Narrative and Conceptal representations

Narrative Structures

Represent the world in terms of ‘doings’ and 'happgs’ via vectors

Participants: objects, people, entities depictealctsrs, goals, sayers the produced
images.

Processesaction, transactional reactional, mental, speecltonversion processes and
geometrical processes

Circumstancedocative, of means, of accompanimengtc

2.Conceptual Structures

Represent participants in terms of their timeleserce, class, structure or meaning
2.1. Classificationalregards the relatioBuperordinate / Subordinateparticipants

- Covert/ Overt taxonomy

- Simple / Multi leveled overt taxonomy

2.2. Analytical relates elements in termsmdrts-whole structure, participants are
carriers & possessive attributes

2.3. Symbolicaldepicts what a participant is or means usitigbutive or symbolic
suggestive processes.

Interpersonal Function > Interactive System
Looks at the degree of articulation of visual elatepand relates how ‘reality’ is
represented to the position of the producer/prddiester.
1. Contact
- offer or demand realizations by looking at trgazesystem(or its absence)
2. Social distance
- from intimate/personal to social and impersonalealizations by thehot distance
3. Attitude Shows the point of view of the image produsebjectively & objectively
- involvement/detachment frontal/ non frontal plane representation of participants
- high angle  gives power to theroducer/viewer over the represenpetticipant/s
eye level anglequality relations producer/viewer/viewed element
low angle represented participant/s show/s power over thesver
- action orientation/knowledge orientation show producer’s p. of view objectively

Textual Function > Compositional System

Looks at the arrangement of the elements in th&pglates them to social context

1. Information value

- given/new :left/right placement of information as point of defure, ex. before/after

- ideal / real: top/ down elements represented in metaphoricalciation as either
utopist or factual information respectively

- centre/margin: compositional elements depicted as the nucleusfafmation or
contextualizing information

2. Salience system

Relations of hierarchy of importance among arranged elements considering:

- Size, color contrast, weight, position on the plargeand perspective

3. Framing

-via framing: frame lines, borders, discontinuities of colodahape or white spacep

realize meanings from an ordered worfdividuality and differentiation
- Via absence of framing gather parts depicting less constrainmergup identity
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2.4. Summary of this chapter

In this chapter | have focused on the Review oferature
concerning: 1) social meanings given to games megeg and video
games in particular; 2) video games studies; 3)tilibestacies and
multimodality; 4) Grammar of Visual Design (Kressdavan Leeuwen,
1996; Machin and van Leeuwen, 2009) concerningrbtafunctions of
representation, interaction and composition

In what follows, chapter 3, I will describe and Buza the cover
of the game CS 1.6. Along the discussion, | briniglence and other
comments from the Menu in deeper pages of theduotiion to the
game and from practices out of the gamic realm kewknked to it.



57

CHAPTER Il

3.1. The context for the creation of CS1.6. About Bdders and
Hackers Culture.

CS was first released in 1999 by Valve Corporatiotrial phase
BETA 0.6 versioft® (Jensen, 2008); this means that the software w@as n
finished yet, though it was completed through a useqe of
improvements in 19 Beta versions on November Z2000is important
to have in mind that CS is, technically speakingt, angame on its own
but rather a modification or a mod of Half Life gamn other words,
CS writers used Half Life (HL) engine as the altjoric source to mod
the game.

Why it is relevant to have in mind that CS 1.6 igiame ‘in
process’? Firstly because the incompleteness ahtiekhas contributed
to nurture CS players’ community with regular dregpnew updates
(some for free and some not), increasing the eafiens for new
improvements and the promise of more pop cultueasqure with each
access to the site. Besides, CS popularity was ewastructed over
videos by fans in the internet mocking and teaaintpe bugs of the last
version released as close friends would do and $esmmed to
strengthen the ties of the CS gaming communityoSely, by releasing
some strata of Half Life open for modifications grammers (players
and servers) would create new mods with new magsskims or add
audio and sound effects, however under privatensieeoperational
system (Schleinner, 2005). This means that by ngiw local color to
the game, servers and deep players (gamers whonpéing maps)
would satisfy the gaming community members and fitertbe
corporation owner of the game source (copyrights amofits derived
from the re mapped versions of any game are alttiporation’s and
not developers’)

3 Retrieved from CS official server net in messaigeis clients. Researched on 03/2008 at
http://server.counter-strike.net/

34 For a shortcut to information on the history anatlifications of CS versions go to

Appendix 4; for more detailed explanation go to
http://csnation.totalgamingnetwork.com/articles faligy
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In fact, in the mid 1980’s and on, VGs. companigsted to
invest less in hardware (the machines used tothagames) and more
in games that would run in them (Schleiner, 2006ntdr, 2000), and
as a consequence of that, hundreds and hundre@srafs started to be
created ready to compete in the emerging game makenership did
not matter at the time, neither efforts investedniodifying a game nor
correcting bugs in it. But by the 1998's Game comgs had not
discovered that strategy yet, except Valve who tad&ading position
in the profitable mods market, and enjoyed subisteetonomic benefit
from CS modding communities (Mactavish, 2008).His tvay and for
‘love to the game’ and for the ‘sake of the old é6h CS modding
communities did Valve's work by releasing sequeldsi@f the mod
and extended Half Life’s original story firstlyn@ then CS and its
extensions, all that on beneath of fans and srver

What | have exposed above is an instantiation shatvs that
VGs are machines that produce texts ( Aerseth,;1&8ca, 2004) and
as such they require and admit readings, corregtamd improvements
to be performed. Besides, the complexity of theted@ic media puts in
evidence the needs, benefits, and manipulationgradits or enjoyment
derived from the many timesee co-operative work held in mods,
maps and adds inserted in a game.

As part of the research of the technological canitexvhich CS
1.6.is being created, | have to include the modssie mostly hackers-
in the discussion; in fact, since the primordiahdgs of computer
engineering, most dedicated computer programmens lackers.

In the 1960’'s the word that would name them waslinked to
socially maladjusted teenagers or criminal eleétrasts from crackers
(Brunvald, 1996%. It rather nominated undergraduate students of
computer science who hatkatiable curiosity in discovering the circuit
logic (Brunvald, 1996; Levy, 1984) of the room size coiepsi of the
late 1950’s, and eventually they would create thmputers they could
play with. In most cases, students ‘had’ to be besskthey had to find
out how computers worked by literally getting thieands on them,; it
can be compared to what corresponds to the bakyntdirst language
learning or the relevance of socializing and inténg in language
acquisition .

In fact, a new science related to telecommunicatenmd physics
was created in part by co-work of hackers from Tech Model

% Further reading on the Hackers’ culture on * Therdit Hacker; Legends of the Computer
Age’
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Railboard Club (1958), the Homebrewer Computer'sibC{ in the
late1970’'s) and hardware hackers living in thecSiii Valley who used
to share knowledge freely (by releasing the sowwmdes to public
domain) and composed a code of Ethics still vatid that guarantees
this practice which is the fundamental principle tbé current Free
Software Foundation (FSF) that catalogs useful $fevare that runs
under free operating systems — patrticularly the Giylgrating system
and its GNU/Linux variants.

After having introduced aspects of the productib&8 , in what
follows, | will examine how multimodal language wWerto realize
dominant discourses of contemporary war in the €&unter Strike 1.6.
cover. First | will contextualize the cover in thgroduction and then |
will proceed to describe and analyze it.

The Introduction section in CS.1.6 seems to hawdai function
to most video games: it is thengine of the game (Frasca, 2004)
arranging available elements for play narrativeshsas characters,
environments, possible actions and rules to beabgpeiby gamers. The
introduction to a game suggests a moment of negotidetween the
game writer and the reader/ player, and it reptedbe first step in the
work “of physical construction of the text alongnga play that the
various concepts of reading do not account for"réfte 1997, p.1).
However, the discursive representations construftiegéach game are
specific and they are depicted through the vislirguistic and aural
choices made along the creation of the game. Thercthe unit for
analysis, in this thesis, is the first page of th&oduction to VG.
Counter Strike 1.6.  Right after the click dfetmouse, the computer’s
back screen blackens and a powerful cover striked bcreen: two
armed soldiers in slightly different uniforms pdsgether, focus their
gaze on the viewer and show th&thal weapons ; a yellow stein,
yellow lines that resemble rays of light blue brssiokes of tints and
shade¥® contrast with the dark blue background and atevriblock in
print letters format completes the compositions timcludes the game
Logo and the Menu which hides the ergodic aspecthef cover.
Overwhelming sound effects create an atmosphertadogame.

% Shade is a gradation of color referring to itgrde of darkness, tint is a gradation referring
to its degree of lightnes http://virtualacademy.com
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This cover seen before setting the game resentidesavers of
printed books. Book covers illustrate and preseatproduct and they
also give condensed information about gtgle, genre and subject of
the book that they cover, while many push desigitstdimit with the
purpose of attracting sales attention. Figure Bustrates the cover of
CS1.6 as it appears in the game, with the adddfeound effects. The
image of the cover, as in Fig.3.1 is also printedtlee box of CS1.6
game; it seems to be rather stable around the gacommunity or to
have had little change in versions and maps already

MNew Game

Find Servers

Change garme
Options =
Quit

Fig. 3. 1 CS1.6 Game Cover

published since1999. Additionally, in the coursehd research | could
notice that the visual composition of the cower some of its
component¥ identify Counter Striké.6 in tournaments, blogs, and web
pages, and is offered on line for sale as a wall paper podesides,

37 Since the first books and codices were written kbzmvers were given different formats and
functions. During the last century, they have graoemarkably important as the book industry
has become commercially competitive. Adapted from

http:// encyclopedia.thefreedictionary.com
% That is: the two armies in pose, the logo, ortaekground.
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along the last ten years, the selected cover has tiéered in different
background colors, diverse class uniforms and exefuding the image
of the terrorist soldier at the top right-hand @trMoreoverthe small
white silhouette of a person in shootipgsition depicted in between the
name of the game has grown a free distribution tdgsicon for any
shooter game. The cover as in Fig. 3.1 seems #iilhehowever, it is
part of the ergodic text produced for the introdutdf the game.

3.2 Symbolic representations of war as entertainméin the cover of
CS1.6 game

The cover of the game (Fig.3.1) is a concepteptasentation
wherein the main Participants are involved in sylcbattributive
processes; they are Carriers of Symbolic Attribties depict meanings
of war as entertainment. Additionally, the Circuamtes co-work with
sound effects in creating the atmosphere for tmeega suitablemood
for the purpose of the cover which is to engagemeotive users to the
pleasures of playing shooting game, yet, it doesdn® be subtle
enough in showing war action.

Both participants are portrayed as men of armswsigp their
timeless essence in terms of class, hierarchy aahimg, and they are
represented in terms of what they ‘are’ or ‘hawaher than in terms of
what they ‘do’. They are both depicted in the rale Carriers of
meanings and allow viewers to observe their symbatiributes: their
uniforms with insignias, head and hand protectam] their weapons.
The symbolic attributes that they display are comeaally associated
with symbolic values. Their insignias evoke cladentity; however,
according to the symbols in the insignias, theesgnted participants do
not to belong to the same class; both of them ctiner heads, yet, one
of them seems tprotect his head with a polished shinny helmet that
connotes prized military values of discipline, sedfe and technology;
conversely, the other armed man seems to hidebésviith a mask as a
burglar would do. Finally, the symbolism of the diets holding the
weapons upwards conveys meanings that evoke dtrangtaggressive
power, yet, no menacing to the viewer. The soldiethe frontward of
the cover displays his pistol which representstdm that guarantees
pleasure in shooter games, and the posture of ddy Wisplays the
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weapon, making him look like a Hollywoodian stararfilm postef®.
Conversely, the posture of the other man holdimidleawith the barrel
in upwards position symbolizes challenging powet sssembles one of
the many revolted militia illustrated by the Westenedia.

Relating the information above, we can say thatf#zure of
salience (as introduced in chapter 2) conferratie¢csymbolic attributes
co-construe meanings of power and hierafChielations between the
soldiers, and identifies the Terrorist (T) as thsesl salient man at the
right corner of the cover, and the counter tertdasce (CT) as the more
salient armed man in the center of the cover. Otlifferentiating
attributes between both participants can be foimglde’ the cover, in
the Menu section Choose a Class, where the CTessldippear in
uniforms that resemble knights in their armors, &ndnilitia wear
camouflage, unprotected head and bodies look fibadéman and half
animal (Machin and van Leeuwen, 2008), mimetizing their
environment. Other examples from the Menu opt@imose a class
show that the “T forces are regarded as fierceidiast evildoers,
infamous for their killings and for being bent ta world domination
and disgust America Style of life” (from the CS texwvhile the CT
forces are recalled as “defenders of freedom arstene interests, for
their historical past and being fast responsivaeliwho earned
reputation and who responded to terrorist attacksldwide”(again,
from the CS text)..

In terms of narrative, there are vectors depicted the
background; however, they create an atmospheréhéocover and do
not serve to depict T or CT soldiers in action.

3.3. Abstracting conflict in the representation ofthe cover

Circumstances (Kress & van Leeuwen, 1996) in the CS 1.6
cover are combined with the dark background andyestgmeanings
symbolically. In the context of a shooter game & X% a light flash
resembles an explosion that comes from far andwefararell lines
evoke the trace of fired bullets; yet, the aggresswre hidden and
somehow unknown. This flash of light is arrangethattop left quarter

3 This posture resembles intertextuality with thetpee of Agent 007 in the poster of the spy
film From Russia with love.

40 As discussed in the Review of Literature, the itietaolors and quality used for the head
protection of the main participant represent tetbgioal superiority in relation to the terrorist
bot who is depicted with the kind of head protattibat common criminals use to cover their
faces in their assaults.
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of the picture; it outlines and seems to enlightesm two soldiers from
their backs. It also delineates the soldiers/heavekit seems to create
an aura effect. On the backgrouwd|low ray- looking vectorseem to
be projected from the flash of light; those vectorsliverse trajectories
combine with thecontrasting steel blue brushstrokibst come from the
dark background and create a feeling of confusmgrenment where
heavy action takes place.

Despite the fact that most war toy productionshef last century
have chosen the jungles for favorite ‘settingsplay war (Machin and
van Leeuwen, 2009), the background in the covéheintroduction to
CS 1.6 suggests heavy action and conflict in artisnd subtle
modalization: no jungles, no explosions, no bloaty explicit
confrontation between enemies; yet action and wbrdke abstracted
from realistic environment and suggest visually ¢ascribed above)
and audibly (by means of strong accords whicimgoio memory
familiar Hollywoodian epics).

This artistic digital arrangement contributes tongtioue a
persuasive discourse of war as entertainment whereealisticness of
wars and war on terror, their causes, methodsjmaplitations on their
participants are omitted and war is insinuated gsrae, in fact, as a
shooter game.

As the gamer puts to work the machine of the gatr, is, as
she configures the game to play, the locations lay ghat were
represented symbolically in the front page, recolifer through the
setting to the game and finally in game action. &&e notice that after
clicking the menu to set the game, the Play Opegatitled Maps is
represented typographically first and then, agytiraer enters the gamic
world, the place recovers life and turns a ‘famil@ackyard’ to play
shooter. This transition from a more symbolic repreaation of the
place to play to a more realistic one puts in evigethe sociological
phenomenon of glocalization (Robertson, 1995) ime#i of
globalization: When an operator opens the differematps, she will
notice that the places represented in diverse msgsme a local flavor
or visual character despite the fact that the gamsecreated in the USA
and distributed by the world wide web.

Regarding thevritten block, we can notice two written sets: the
Logo which appears superimposed to the image antitnu and does
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not look graphically integrated with the componeoftghe cover, and
the Menu secticli which links to deeper digital levels of the cover.

The Menu section, ifCS 1.6(Fig 3.1) is a ‘tree’ Conceptual
classification where taxonomies occur at differéetels: a covert
taxonomy is seen in the cover where each option to cordiglae game
is a Subordinate participant, while the Superorgina not explicit in
the text; yet, gamers would recognize it: the MeRelations of
hierarchy are represented in the Menu where theorfitate
participants with more generalized meaning arenged in the cover:
New Game, Find Servers, Options, Quit, and aftelick of the mouse
in each participantmultiple leveled taxonomieslike ‘tree branches’
will open to the operator as she goes deeper iM#ral text in order to
configure the game. Menus in VGs are instancesatdgorization and
of hypertexts that language students could incaitpoin their literacy
practices with awareness.

The action of traversing the multiple leveled sttwme of the
Menu represents high Agency that empowers the dawhile they
start to engage into the game, for instance whey #dit options,
choose a map ( Fig.3.3), or incorporate an avatrwill fight safe and
playful wars beyond the screen.

3.3.1. Making contact with the viewer through the hterpersonal
Meanings in the CS 1.6.cover.

As a digitalized composition that has the purpokeresenting
the game either to sell or to elicit to play, tlever presupposes strong
interpersonal relations invoked between produceage and viewer for
the final visual arrangement. Besides, as the timgactive systems
make meaning simultaneously, the participal®@siand social response
to the viewer which is strongly activated by a ihe arrangement
suggested by the soldiers’ gaze, the social distamevhich they were
depicted. Besides, the degree of articulation ammadality markers in
the cover contributes to create a blurry atmosptieeis an identifying
attribute of the game. Beyond graphic limitationsthie production of
the mod, it evokes polluted environment where ganac action takes
place.

“l The menu includes the options to choose the meggsers, audio preferences, and the
selection of a terrorist or counter terrorist oy (soldiers) to play.
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Regarding the Menu and the Logo, they offecial response
from the viewers. The written block and the Logsoalveave discourse
of technology in the representation of modern wsreatertainment:
written in verdana simple format, this typeface vagsigned for on
screen viewing and the spacing between letters thadlarge size
improve redability” and facilitate quick game decision taken.

3.3.2. The demanding role of the gaze as an invitah to play

Both participants establish imaginary eye contat e viewer,
however of a different nature. In order to underdtavhat kind of
relation they are meant to activate, we should rieambnsidering its
context of production (Fairclough, 2003).

Fig. 3. 2Different attitudes represented in the gaze of C.Tand T armies

This digitalized cover was designed as an item resgnt an
entertainment commodity, which, as | put befores batrapolated its
initial purpose and has become an icon for the gamethis way, this
image (Fig.3.1) has two basic functions to achibi®visual act: firstly,
it has to be carrier of the essential concepts ittaitify the game, in
other words: to communicate tkpirit of game; and secondly, it has to
be attractive enough in order to persuade prosgectistomers to buy
that product; all these in a relatively small compasitil space.

The participant with mostveightin the composition, the C.T.
soldier, brings about a strong imaginary relatioithvthe viewer: he

42 Redability refers to the quality of written langeathat makes it visually easy to read. More
information available at http://webaim.org/techreg/fonts/
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looks focused and attentive, and evokes the gaza @agle. The eye
zone, realized by effect of tiffs and the direction of the eyes, is
manipulated to give salience to the C.T. soldi¢éase, empower his

gaze and emphasize his message in the demandurzd ad.

The tinted (or whitened) visible part of his faseortrayed like
the reverse of a mask and contrasts with his shigiasses and the dark
olive green face protector. Additionally, the tii* of his eyes and
eyebrows inwards gives a sharp, intelligent, andedww fearless and
sexy look as it can be noticed in Fig.3.2. ConJgrshe gaze of his
counter partner, the T force, was portrayed undiects of outward
eyes, thick eye brows and shades conveying weasy going, and
somehow ‘unspecial’ character which is enforcedhgyplain dark head
protector and the fuzzy shades that involve thg ghae and olive color
of his uniform.

| would agree to any claim that the image on Fid. i8 notthe
responsible feature for the success of the ganid, lirlieve that it has
had its share in demanding a social response dyeicidimes when
national and international conflicts tend to beohesd by violence and
the military spirit has to shine and evoke caringfidence.

The cover of the game (Fig.3.1) has the purpossngéging the
interpreter intaC.T.1.6world. In order to do so, it uses the effectiveness
of the image rather than the words. The participaptesented at the
center of the image interacts mainly by means ef gaze and by
showing argumentative attributes of strong symbuoiieaning such as
the power of the armsthe C. T. soldier invites to share his power and
heroic recognition with dedicated gamers.

3.3.3. How distant are T and CT forces inside theceeen? Social
Distance in the cover

In the C.S. 1.6cover, the C.T. soldier is depicted tlose
personal distance,as if ‘he’ could touch fingers with the viewer.
Additionally, the close personal portrait stratedlic reinforces the
orientation of the gaze to the viewer and its dediman effects.
According to Kress and van Leeuwen (1996, pg.13ikr-shoulder’
objects with strong symbolic meanings, like the paees, are usually

“3Tint is the mixture of a color with white in order tirease lightness

4 Shade is a mixture of a color with black in orttedarken an image. 10. and 11 definitions
retrieved from Art, Design and Visual Thinking at
http://char.txa.cornell.edu/language/element/co@at.htm
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integrated to a personal representation througana lor a tool. In Fig.
3.1 we can see that the C.T. soldier's hand andaaaricutaways’ to
show the pistol, which seems the main pictoriamelet charged with
symbolic attributes. In this way, it is an objedbigh visually invokes
the inviting promise of pleasure by firing.

Conversely, in the same image, the terrorist spigdiseen from
far personal distance, that is, he is depicted la@adwaist up, and the
rest of his torso blurs in the shadows. A sensdetdchment from the
viewer is created by subtle arrangements of otystems, like attitude,
the degree of articulation of details and saliefezalized by the
compositional system). In this way, the T is dagaicslightly smaller
than the C.T. soldier, and in increasingly fuzzykdanesthat confound
details and faint the view of rest of his body witle C.T. soldier at the
right bottom corner of the screen. This visual mgement in terms of
social distance can be linked to salience and h&lpsmphasize the
contrast of symbolic attributes created for T affdsGldiers (realized by
the representational and compositional functions).

For the Menu and Logo, once again, the writtenlbleseen as a
whole; yet, realizations of the compositional sysi@give salience to the
Logo which is presented in first plane and suggestsommercial
purpose for the cover.

3.3.4. Detachment as strategy to allow salience@'s symbolic
attributes.

The represented participants in the cover suggetide of
detachment with the viewer. The C.T. force is diggl at the eye level
angle, demanding the viewer’s social response; hietbody indicates
little involvement with the viewer: his head, slightwisted to his left,
allows the viewer to have a frontal and laterakpective of the helmet.
Besides, his shoulder and left arm tend to histrggtie allowing the
pistol to gain salience. On the other side, theol@ier shows slightly
more involvement since his head is in quite fropiahe and his body
would also be frontal plane, it were not for hdt larm interposed
between his chest and the viewer. In both casdschiment is the
strategy used to distance from the viewer and megotisual space to
give salience to the T and CT’s weapons and coepket visual act of
persuading gamers to play.

Additional meanings can be realized regarding thgleafrom
which the two participants have been depicted. Cle soldier on Fig.
3.1.would reflect relations of equality in relatitm the viewer IF they
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were not depicted in non frontal position. To berenspecific, the eye
level angle in which CT is depicted reinforces deenanding role of the
gaze yet, suggests detachment in relation to teeeri who has not
‘jumped into the magic circle’ (Huizinga, 1938)méay yet.

Participants depicted from low angle are shownf dsey were
looking from higher position in relation to the wier; this effect
empowers the represented participant/s over theevieThis effect is
visible in CS especially inside the Menu whereThepldier seems to be
accompanying the player through his setting ofgame. In the cover,
the T soldier does not look from an upper positioa;just shows up to
the viewer and displays his weapon.

3.3.5. Creating Hollywoodian war atmosphere throughmodality
markers

Modality markers in the cover image cohere with ¥imials of
the whole game; this creates a visual identity @81.6.made of a
complex interplay of visual cudgdem. 1996. pg. 167) In the cover,
modalization occurs mainly visymbolic representation of war
performancesabstraction of war locus, andyeneralization of their
individual participantsas alternative members of a sports team. In the
game cover, action vectoabstract soldiers from painful landscapes of
war accomplished by means of symb&lgjgestingthe kind of pleasure
the product offers to thehooters’market, and leaving it clear that it is
just a game, the realisticness of wars on tertercauses, methods or
implications; viageneralization of the kind ofaction that will take
place in the game as well as subtle depiction ofi Bzounterparts in
the roles of protagonist and antagonist. In thig/,wthe game, the
commercial product, may result appealing enoughrtspective users
but not shocking, especially among players who limecountries
involved in real wars and terrorism.

Details are articulated with the digital interplay lights and
shadows, and the arrangement of color differentiaind modulation
create a blurring ‘mood’ for the first image. Moveo, those modality
markers construe divergent meanings for the T.Ghdorces, and the
processes and circumstances in which they areviasioRegarding the

4 Considering that both soldiers are contoured ttmge and enlightened from their backs
producing aura effect , and that one is depictedllsr, fuzzier and more distant to the
viewer, paraphrasing George Orwell's famous quateith Animal Farm, one could understand
that WE ARE ALL HEROES, BUT SOME ARE BETTER HEORHESAN OTHERS.
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degrees of articulation of details that run fromxmam of details to

the maximum of abstraction, in the cover imagerpgesentation of the
C.T. soldier is higher modalized than the T. soldi€he focused

expression in the C.T. gaze, the stunning headegad protection and
glasses, the colorful insignia and the ‘friendlyeapon are depicted in
detail of color and form; meanwhile T's attributésnd to look

homogenized by dark blue and olive green tones.

Degrees of articulation of the backgrounds aredegiin three
levels running from no details depicted in planekddue at the deepest
level to paint strokes in lighter blue depictedaim upper level. In the
outward level, a yellow stain evokes a flash ofitignd multidirectional
yellow lines suggest lights of laser rays and litlge representation of
the soldiers to the other elements. This realipatibthe backgrounds
works in creating symbolic meanings: it represeh# action happens
reducing to zero the naturalistic and shockingrmfation of what kind
of action is symbolized, or by whom or where itlge. In doing so, the
image ofwar action is strategically linked to video gamingaihgh a
visually pleasant setting instead of depicting ®oil in regular war
actions like planting bombs, shooting, assassigaiirescuing hosts.

Degrees of modality (especially articulation ohligand shadow)
work in combination with other resources to creatmood’ of blurred,
not clear-cut action and, at the same time consalience to the C.T.
soldier and the demanding visual act that is theqae of the cover.
Both soldiers look enlightened by a ‘flash’ of ligtkepicted at the top
left quarter of the visual space. Yet, some fewsraye depicted as
reflexes of this ‘flash’ light, other rays look #sthey were reflected
from someplace up and out of the represented areh,others, from
someplace left and out of the composition. Lightiram the forewords
outlines only the C.T. soldier's attributes whiclarny symbolic
meanings (like his gaze, his insignia and the lpeatéction) and not his
entire figure, as viewers would expect to see. Ttis modality seems
articulated with the yellow line that contours batihouettes and
accomplishes the function of visually telling thadth the C.T. and T
soldiers are gathered as one in game action suggestisual ‘WE'.

Variation of degrees of color modulation designed the
arrangement at the backgrounds has to do with bstremt coding
orientations wherein the highly modulated bluesrfrthe background
may represent a reduced depiction of conflicts tomplex world. In
addition, an exaggeratedly textured red used toesept the C.T.
soldier’s polished head protector captures thentitte of the viewer. In
this case, the degrees of color modulation have ftwnations: firstly
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they decrease the aggressive potential impact tehse red on the
viewer; and secondly, degrees of color modulatiseduto represent the
C.T. army’'s helmet depict it shinny, neat, flawles of them positive
qualities highly valued in the military since thegflect discipline,
masterly and professionalism. In opposition to ,tlisgrees of color
modulation used to portray the terrorist soldier lamv, they range from
dark olive to grayish dark olive, and from darkélo grayish dark blue.
His head protection (Fig. 3.1) is a simple darkvelimask, color
modulated into yellowed olive. This creates arfiaidl effect of being
enlightened by a flash resembling an explosionsatight, and exposes
the T. soldier, symbolically, in low technologicahd skilful condition
in relation to the C.T. soldier. Those meaning tiefs are also
reinforced by lower degrees of color differentiatizsed to depict the T.
soldier.

In the C.S. 1.6cover, high color differentiation can be noticed.
They range among red, yellow, green, blue, browatkband white. We
have gray blues that dominate the composition amthate certain
amount of constrained thoughtful calmness (MacH007); and
combined to the olive greens used to depict thdiess! uniforms,
associate the meaning values of the colors toanylivalues of strength,
care, protection, and strategic action. There 89 amotional intensity
indicated through contrastive interplays betweenhtight orange, blue,
dark gray and brown used to highlight the eliteiional insignia on his
left strong arm. There is energetic vibrancy, degicin different
degrees of luminosity, and connoted by the arraeg¢namong the
greens, blues and yellows. There is also greategegr modulation of
the red color used to highlight the C.T. head mtitae which, as
discussed above, shines with somehow supernatioral gnd finally,
peachy skin color is used to depict the participahéinds and visible
eye zone, once again, special salience is givehadC.T. soldier who
looks illuminated and obscures the gaze representat the T. soldier.

Regarding the written block written in white verdanas
discussed in another section in this chapter,atvshhigh technological
coding orientation, that is following the accurass of the ‘blueprint’
(Kress and van Leeuwen, 1996. pg.170). Yet, theoLag full yellow
saturation is depicted in highest sensory codingntation since, as
discussed before, it pursues the aim of attractimg viewer while
reflecting solidity, energetic action and certaiaughness which
represent positive attributes in the context of asmentertainment.
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3.3.6. Audio and Sound effects creating meaningsrfovar as
entertainment in CS 1.6 cover

As stated before, | have decided to discuss thal aspect of
multimodality in the cover of the game only in whatgards
interpersonal meanings, in part, because the sggcibf the medium
has not found in Systemic Functional Linguistice #dequate tool for
analysis (van Leeuwen, 1999) and that correspanttetmetafunctions
produced by the visual and verbal languages.

In the introduction to the game sound and audiectdfare used
to reinforce the visual meanings in the cover efgame and create the
‘mood’ for CS. That is, sound and audio effectstdbate in integrating
visual and written messages and in announcing e & action the
game elicits. Besides, they may orient playersiaibathrough the map
where they are playing as well as in relation dther players’ moves.

Firstly, overwhelming music accords multiply theelfag that
something important is about to happen and reiefdhe demanding
visual act of joining game play; and secondly, thalio effect of a
weapon been triggered accompanies the move of thegsenin the
selection of any option available in the introdactito the game as if
this ergodic effect had the function of calling gamess playing a
shooter game.

In CS multimodal cover, audio is highly modalizeldyeloped to
imitatio naturae For instance, the representation of a soundfioéarm
being triggered is heard as the mouse moves, amdydime allows
communication among players of the same team whiétlseperformed
on the internet or on a small net. These effeatsease a feeling of
reality, group identity and engagement in ‘realacf®.

Regarding the sound, each map was made up wittferedit
sound effect; for instance, in the introductiorttie CS-rio map (a map
which sets the game in the environment of a sluRicnde Janeiro) the
operator will listen to the sound of a Braziliarbatban crowded street
and afunksong contributes to place the game in a poor beidiood in
Rio de Janeiro since, at the time, the map was jrithdeassociation of
rap music with marginalized and aggrieved groufrar(s, 2003) was
much stronger than it is now. The sound for thipmaas CS RIO
RAPY. The message of the rap in the original versiopeatedly

“® | informal conversation with CS gamers, severahégers reported that one of the reasons
reason why they preferred to play CS was because dould communicate in game with
gamers from other countries

A copy of the letter of the original ‘Rap do CS Ri available at Appendix 4 and at
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positions gamers hegemonically from the perspedaiveerrorists who

are pictured as drug dealers from ttemmando vermelhfiorces and

this means that the subversive, the ‘bad guystterestablished social
order are represented in fact as the ‘good guyd’ lzagroes in game
fiction. This rap was removed from the legal onlgme version and
substituted for another rap sound (Mataleone, 28®@fter CS was

banned for store sale in Brazil. Once again, atamt® of glocalization,
yet through aural language, works to construe theodrse of war for
entertainment and relates sound with localizeducalltidentity by the

insertion of a popular song which represents amtageresponse from
part of the CS gaming community.

Additionally to the relevance of sound discussedvaband that
relates creativity and modding with broader soc@itext, sound is an
ancillary element in CS game since the player aatrbe well oriented
in game play without the use of an audio dide menu section sets the
edits for audio to hear C.T. and T walking, runnirggawling or
speaking out and identify how close or how far dktger player is, only
depending on the memory available for sound inogherator’s platform
or the CP. Evidence of these was reported by ailBrazprofessional
CS player who was informally interviewed. In hisrd® ‘Ah! 0 som é
super importante porque a gente pode- se oriergaropde vem o
inimigo’(...) ‘A trilha? N&o, para mim s6 serve éafeite’. His last
declaration reflects that players can eventuallyjubaware of socially
meaningful constructs (van Leeuwen, 1999) represehy sound and
music in general and in VGs. in particular.

In any case, sound and audio effects seem to b&taoding
elements of cohesion regarding theme and actidheirgame, and they
can be used in learning contexts as examples ofrdle of aural
resources in creating the mood for reading/ writmgtimodal texts.

3.4. Arranging the iconography of war in the covenf VG. CS 1.6
through compositional metafunctions

Compositional function implies the agentive preserof the
designer in choosing the better arrangement for dlegnents in a
composition. Here we notice the ‘fingers’ of theesmjner and /or

http://www.mp8e.net/br/musics/Counter-Strike-Cs-Rio-Rap/125159/
48 Mataleone, ( 2007)is the mapper who designed CS-Rio mod and hethenofficial
servers site for Brazil.
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production staff in selecting visual possibilitieend eventually, the
‘voice’ of the designer in the discourse of waeatertainment

Information value, salienceand framing are the three systems
that work together in organizing elemefitsfrom the experiential and
interpersonal metafunctions and integrate themarttext.

Concerning the placement of participants in thealispace, as a
tool for analysis we will divide the image (Kressv&n Leeuwen, 1996)
along an imaginary vertical axis, and relate tleeneints organized at the
left with theGiven information, and the elements organized at thiet rig
with New information, something we should pay attention to.

Fig. 3. 3 Left/ Right and Top/Bottom distribution of visual information
associated with the Given/New, and Ideal/Real

The dividing line, the boundary (Ferreira, 2010)ween the
Given and New is formed by the CT's hand, his pisted the blue
effect from the background. In this way, the hantilimg the pistol, part
of the pistol, and the written block plus the Lagmmprise the Given in
the cover. They represent the given knowledge ptag condition. On
the other side, the New information is represettgdhe figures of T.
and C.T.’s heads and bodies posing at the righgimain the cover, as
discussed before, the yellow stain evokes explosiod yellow action
lines resemble laser rays and technology. Who tieeng is and what

“The compositional metafunction and the systemmezinings that it realizes were explained
in the review of literature.
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war actions actually happen were visually omittadthe cover, not

certainly, attending to lack of space. Two possiéxplanations to these

choices may be related to: firstly, the immediatepose of the game
wherein gamers have to play both C.T. and T. neayusthe enemy is
always ‘the other team’; and a second possibiliggards broader
social contexts and the fact that VGs. as altucal artifacts are

produced in discourse; in doing so, symbols aedniiood represented
in the image encode meanings of (and somehow cbrthecgamer

with) war for entertainment in times of terrorisamknown enemies and
tactics and real wars in the serious world.

There is also the possibility of looking at the TdgottonT®
organization (Fig. 3.3) of the elements in the cosition, where the
yellow lines that cross the cover pararell fromibdtihe soldiers are the
dividing line between the Real and the FictionaltHis way, the yellow
stain representing the circumstariéesC.T.’s helmet and the T's head
and shoulders, hand and rifle and processes rddiiz&oth participants
and circumstances co- work in representing thabmctvar action, is a
game, that it happens in the terrain of the Idaadl by association, in
fictional fields. In doing so, the arrangement dépia visual
representation of war for entertainment.

3.4.1. Making meaning in the convergence of the Giw/New and the
Real/ Ideal

In the same left margin, at the bottom positioe, Written block
with the Menu section gives the whole image, thanctation of a
fictional event, a war/shooter game. The arranggnué elements
weaves meanings of war for entertainment usingavisecourses even
for the layout of the written block. The Logo ottgame is placed at the
lowest position in the field of the Given and theaR In doing so, it
legitimizes the shooting action represented by @hé&. soldiers and
relates it to gamic realm. In other words, whatrteuor real in this
visual act is the gamic war action. Besides, tipe tetter used for the
Logo translates feelings of resistance and expansind the saturated
yellow appeals to color values related to gold dndability, yet the
high degree of saturation pushes the viewer, ogamato the field of
the Real relating colors to gamic (fictional) worlthe bridge between

* These systems were already explained in ChagRaview of Literature.
5 As explained before, the circumstances are represdy the yellow stain that resembles an
explosion and the blue brush strokes representitigneand confusing environment
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Real gamic realm and serious life realm in CS k6@nostly realized

during game performance where the avatar's weaporpresented at
the bottom position in the screen; this specifesign defines the
generic category of first person shooters form oth@mes and it
strategically tries to minimize or at least torblisual edges between,
and somehow bridge, the gamic reality.

Fig. 3. 4 Left/ Right and Top/Down distribution of visual

The placement of the representation of war as wasllthe
representation of terrorism in the figure of thefdrce semiotically
divert the concepts of war and terrorism to fanfrine Real plane; and
the visual information that represents war andtesm in the fields of
the Ideal, the fiction and play, create meaningsafplayful war and at
safe distance from the viewer, gamer or purch&séhe relation Given/
New, which seems to follow the divine proporfigrthe representation
of war and game are visually gathered as the Giged;the New is
represented by potent cultural symbols that cenrmdwer and
belonging, both made salient in the representatfdhe CT force

%21t is an esthetic pattern of harmony relatechirule of the two thirds and the Phi number,
it has applications in science, art and philosogfor. further reading on the subject, go to
http://journals.cambridge.org
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Other essential representations with symbolic ctatitm were
located athe top right quarter of the cover; they visually reinforce the
message of connecting Fiction to the T. force plowerful weapon and
war action. Regarding the weapon shown, it is mlaoce upwards
position which conventionally conveys meanings ehdiness for
aggressive action; yet, aggressive messages areisplayed in the
cover, to be more explicit, the message is modalizg showing the
back of his hand holding half the rifle. In otheonds, the representation
of the T soldier looks adequately challenging, ticttonal enough for
the purpose of the cover and to a western viewas;tihe T. militia is
represented increasingly dangerous as the gameogoéx instance: in
the menu options, lists of weapons are displayedeturchased with
play money earned from killings of enemies. Additily, weapons are
programmed more lethal for the T. force than fa @\ T's in several
maps. This gives potential power and agency toTthavatar as the
player engages in the game and is allowed to use mccurate and
‘safer’ weapons.

Additionally, the top right quarter of the cover reveals
stereotypical meanings for the T. force which amnficmed and
reinforced by his representations in deeper |&ye6the game. The
mask that covers the T's face, the lack of headeption, the shape of
his face under the mask that hides a beard anfubiy clothes are
possessive attributes that suggest contrasting imgsanwith the
representation of the C.T's force stunning red le¢lmnd glassé$
Meanwhile the T looks as a common criminal appeafitom dark
confusing backgrounds, whereas the C.T. displaysctdbthat connote
meanings of technological superiority and a relfante.

3.4.2. Giving Salience to symbols of war as ententement in CS 1.6

In terms of compositional meanings, the princidiest things
first’ does apply, too. In a visual arrangemenmecelements are given
salience over others through Sig&glor contrast, Weight, Position on
the planes and Perspective; besides, Salience efetement over
another may connote symbolic meaning.

The cover of CS1.6 is arranged in planes wherelthglane is
for the menu and the Logo (that represents prottudbe sold, the

%3 To be more explicit, across the options from thenM section from the introduction, and
then, along gameplay
% C.T's helmet and glasses are placed at the bottmirfreal) position of the quarter.
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commodified entertainment); thé‘deIane is for the CT demanding
social attention and showing his weapon; tffe @ane for the T arm
and weapon; the 4th. plane is for the T soldied, iarb". plane is for the
yellow stein and the pararell lines that createagmosphere for the
cover. It seems remarkable to notice that not dhly naturalistic
representation of war was abstracted from the c¢owaet also, the
symbolic representation of what resembles an ekpipghe yellow
stain, is relegated to the last plane. War is ikergthe already known
environment, what is made salient is the CT form the potent cultural
symbols that he carries.

As discussed above, different sizes between C.d .Tasoldiers,
the color contrasts in which they were representadeight, their
position on the planes and perspective in whicky tivere depicted
make the C.T. soldier the salient element of thepmsition. However,
inside the game text, this difference in saliensediluted and the
digitalized dolls tend to look more alike, in fatis the skillfulness of
the player in game that should give salience to ¢tevsen avatar
whatever the class it belongs.

The pistol in hands of the C.T. force (Fig.3.1)s healience
through the compositional arrangement (it sharec#nter with the CT
soldier’'s head) as well as for symbolic value fkajiven to weapons in
societies that traditionally resolve geographicaid aeconomical
international issues by means of armed conflictswars; in this sense
weapons encapsulate meanings of dominance and pgetethe hands
that hold the pistol look strong, and contrived dgrand they connote
assertiveness, strength, care and thoughtful actloey are the CT
hands. The rifle in the hands of the T soldier Idikk the base of a
flagpole and the T posture denotes to be just sigpwp the weapon.
Through deeper levels of the digital text, actignnbeans of weapons
implies in shooting action to kill or die. In awcgse, the points of the
gun as well as the T's rifle are directed to theldfiof the Ideal and
fictional world and they represents no harm in diecourse of war as
entertainment.

In terms of typography, the cover image expredsesdughness
of the C.T. and T. soldiers by the words COUNTERRSE written in
bold and compact yellow that match with the yellpactors at the
background of the composition, and depicts an efgignamism which
resembles visual identification with action andditl. In the Menu, the
functionality and toughness of the elite soldiensd aactions are
expressed typographically as explained above. Maireotypeface
seems to represents an additional way of communictie playful
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Fig. 3. 5sample of facelift typeface, a typographic creatio from CS natives

Spirit of some of CS nation members: in non offigame sites, | found
within the research, a program with tfecelift typeface. This letter
typeface, as it is illustrated in Fig. 3.5, wasateel for CS gamers, and it
is now available for free use, it reflects creats@bversion to the
conventional orthography, irreverence and playbuiis

Framing has to do with the representation faedme lines and
borders(or their absence}iscontinuities of colorandshapeor white
spaceswhich serve to interconnect participants and otélements
through the visuals. For instance, the absencerarhifig between
elements represented in a visual composition sseg®up identity
(Kress & van Leeuwen, 1996. p. 215) and its presesignifies
individuality and differentiation. In the cover (Fig.3.1), both armies
are represented &longing together they look gathered by a yellow
‘light” that contours their silhouettes. Moreoves, yellow light
enlightens both soldiers from their backs, besittiesreflection of the
light borders their silhouettes and gathers theipedsnging to the same
level of signification. In here, the setting gath#rem and construes for
them meaning of the heroic masculinity by an affact.

In the cover, the written section is integratedhe represented
Participants and Circumstances signifying that th#ystand for the
same compositional purpose and re-enforces thahasi

Regarding framing and the written section, it iegrated freely
to the presented Participants and Circumstanced\sigy that they all
stand for the same compositional purpose and dwigarces the visual
act: the C.T. force invites viewers to play the yame Counter Strike.
In this way, no frames neither discontinuities @loc between the
elements distress the composition nor divides aisnamong each
other.
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3.5. The ergodic nature of the written block in thecover

The front image of the cover looks like a still quositiorr™;
however, when this image is part of the game cavelisplays its
ergodic nature: after the click of a mouse on eadltator of the menu
options, the image will open for the game’s sgttlrefore play to
visual, audio and discursive representations o$iptesnarratives during
the game performance.

Mwe hack turn leﬂ turn nght HLove left (sirafe) Hiove nght
(strafe), wallk, jump, duck, swim up, swim down, look up, look down,

Fig. 3. 6 in game actions for the avatars.

We can recognize different processes in this pctmme of
which are embedded to compose meanings for diseews war as
entertainment. Differently form other shooter gantike America’s
Army, Peace Makeor Global Conflictthat include negotiation as a
possible play strategy to win the game, in CS alisible actions in
game play aim at killing as the medium to acconhptte rounds even
when bomb disarm is the final mission to win tlaeng

The fig.3.6 illustrates that the Menu options dffdeep gamers a
digital space to insert and mod in game war actionghe CT and T
models. This figure also exemplifies the materiar vactions, and
possible narratives, that CT and T avatars willfqren, and that the
purpose of cover to CS 1.6 is just to invite to yame.

Another example that configures discourse of war as
entertainment regards the weapons that in the xbmiethe cover
represent the kind of game the CT invites to engggein the Menu
option, weapons represent a display of war teclygyokvailable for T
and CT forces as it can be noticed in the figuvalon Fig. 3.7

% Multimodal composition refers to a text where wuwritten and sometimes sound
information are used to convey meanings.
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= Menu= Fdiiley option- Buy menu { prmery and secondary ammo, equipnent)
glocks 18 zelect fire, HK USE. 45 tactical, Siz Sawer PXH, Desert Eagle Calihye .50,
Drual Rerreta) Five- Seven, HK MES- Navy, Sieyy TMP, Ingram. Mac-10, FINP W, HE
UMP 45, Bennelli MG Super 20, Bepmelli XM1014, Coli 41 1AL, Styr AUGY Sig SC-
E5T Commando, CALILFanyas, Sevy Scon, Arvciic AWP, Siz 56550 commando, HKG
3%c-1, FN D49 PARA, Kt de desamorcase, Grenade Jvenelanie, Crenade Fumvizene,
ECO + KEVLAR + mamitione, KEVLAR + coli + MHAY, AK-47 + nuumd tions,
KEVLAR + DESERT EAGLE +numitions|

Fig. 3. 7 Menu section to edit weapons buy menu tign

3.6. Summary of the chapter

In this way, the three metafunctions co work inrespnting a
whole message in the cover of CS1.6. Besides, iealvrealizations
discussed above unveil something about the ideofuggent in the
representation of the cover which seems to be @#ntam along the
game. In this way, the difference in the detailst tidentify the
representation of CT from the T soldier suggestamy that the CT is
the protagonist/ the war hero in the visual acemgaging players and
costumers to the CS nation, but also that he bsléegn advantaged
unit of powerful males, while the representationtted T armed man
suggests that he is part of a generic antagonisganization poorly
equipped technologically, obscured by the symbwodicnotation of low
details, dark tones and fuzzy forms. Sound effe@gers the gamers’
aural senses and prepares them for shooting actidile the
Circumstances reinforce that the cover is aboutotshg action
someplace, far from ‘here’. Finally, the Menu ¥t block and the
Logo confirm that war and shooting action are gaithiat war in game
is fun, it engages you, it empowers you. In Southefica it is said that
a person ‘speaks through her/his eyes’ when s/te Jd eye
expression; according to the cover analysis, theateling gaze of the
CT soldier speaks up for himself and seems toacallCome on, be a
man and play Counter Strike™!

In what follows, Table 2 summarizes the Menu ofiap in the
introduction to the game CS 1.6.
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Table 2 Summarized sample of the Introduction to C8$.6including the cover

. MNew Game =Create Server=Server=hlap
= Cm plyer options=awanging options forthe Botmame prafte, team, andio
and veapons # canuse)
= Options o chose 3 mapto play —112 m here
= Dptions to startor cancel m sob play mode
* Find Server
Change Game
- Optione
¥ Mubiplayer=Settmgz the player’s idemtrficatin in zame and  visual
resoumres to play [spray-pant, crosshair, weapon alizrmmernt, srenade amcke
gas loaks]

¥  Keyhoard= Space to msert kevboad edited play facibties: avatars”
movertert, cortmminicaticn, weapoms, by mern diverse derns and
possible corvbat actions

¥ Mowse= Cptionsto adpst mouse and joorstick use

¥ Awdios Options to adnst and edit sound effects

¥ Wideo= Options to adpst and eddt teckmical aspects of video

¥ Wodee= Options to enable voice dormg zame

¥  Lock= Opties to disable vimals saxppropedate B poumger players,

available with passerord
* Chumt = Cptions to cancel playms
* Loading= Starts beal server
- Selert Team= Selection fiom being an m-zame observer; or fiosn a memm, of ether
termorist or courter tenorst forces avatars depicted m mnage and caption , or auto
assigned model
+  MName of the game

"

CounTERASTRI I N
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CHAPTER IV
RESULTS AND DISCUSSION

4.1. Multimodal aspects of war as entertainment ithe cover CS 1.6

| will retake some key aspects from the analyzed dad relate
them to the representation of discourse of warraésriainment in the
cover of CS 1.6 in order to answer more objectivillg Research
Questions that guided the present work.

Firstly, 1 will, very briefly contextualize the unof analysis, and
reorganize and discuss the data and relate it dorépresentation of
modern war in war toys according to Machin and eeuwen (2009).

The cover of VG Counter Strike 1.6 illustrates thame in
tournaments and web pages, present in the gamartabia wall papers;
in the gamic realm, it was designed to be seerhercomputer screen,
and it appears as the first page of the game.ignctbntext, the cover
welcomes gamers and invites them to the gamic exper and to set
modes of play. Needless to say that, in the eagenutestart the game,
most gamers do not pay attention to the figurabéncover; however, it
is assumed among the gaming community that the envaghis cover
represents CS I°5 In a more general sense, the cover presents the
game either for purchase or to engage play.

Two armed men, a yellow stein in an abstract ggt@nwritten
block with Menu options, and the Logo compose tlowec. The
participants in the cover are the two soldiers wibonot look involved
in material war action. They pose to the viewer ahdw the weapons
that they hold firmly. The circumstances are repnésd by a yellow
stein and pararell yellow lines, and they interptagontrastive effect
with the blue background. Explicit war action isitied from the cover.

The written block with the Menu, in white verdartatss clearly
that it is all about a game; and the Logo, whichuperimposed, shows
that it is a commercial game.

Salience is given to one of the soldiers in terinsize, and light;
he is depicted in first plane that highlights hiscdsed gaze.

% | could confirm the popularity of the figures metcover among boys and teenagers along the
research and specially, during the SEPEX, the dnewhibit of scientific works at
Universidade Federal de Santa Catarina in 2008.
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Intermodally’, sound accompanies the game setting and contizesial
gamers’ actions in war game context.

4.1.1. Soldiers (CT & T)

The T and CT are key participants in the iconogyaghmodern
as war as entertainment until iwince they are the agents of shooting
action. In the analyzed material, the two sold&esdepicted in terms of
what they ‘are’ and 'have’ rather than in termsadfat they ‘do’. They
pose in the role of Carriers of the symbolic atitéds that they show.
They display their war weapons, their insigniagirtthand and head
protectors which are conventionally associatedatonin armed conflict
and class identity. The CT is depicted in firstnglaand he is given
salience to in light and size. The viewer confitimat he represents the
Counter Terrorist force later on by looking at enu sectiorChoose
a classwhere US and allied force soldiers are displayednmg similar
uniforms to that one with a red helmet in the cO¥&T is depicted in
stronger physical complexidhand in details. Considering the purpose
of the cover, which is to present the game andgsgae viewer to play,
CT interacts to a visual ‘you’ by the effects oflaminant and focused
gaze.

Dark tones of blues military green and low coldusation define
the visual color identity for the cover (and themgd. This pattern is
also present in other war toys, and colorful iteimghe CT soldier
signal their symbolic value.

Regarding the representation of the C.T., in theecde looks
more physically powerful, and closer to the viewetis gaze is calm,
focused, in a self confident expression and heesdas the viewer ‘eye
to eye’ which discloses meanings of honesty an@.c@he colorful
insignia that the CT soldier holds in his strongnaiso carries symbolic
value of belonging, not so to a national identity to the CS nation of
cyber sportsmen and CS game community, since tlieewvblock and
logo and their position in the cover inform thewss that in fact the

57| refer to the interactive creating o f meaninkisited by the aural mode of expression.

%8 | remind the reader that robotic toy like devitiest have been introduced in modern war, in

serious life, have not been added in the iconograpmodern war yet.

% The physical superiority of CT depicted in the @otends to equalize in deeper layers of the
game where, besides, what counts for ‘better’ laeegamers’ skills to play and not the models’

views.
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visual event concerns a Video Géfheln both, T. and CT forces, the
Myth of physical, muscular strength is revigorizgith the energy and

might of powerful weapons. Strength is symbolisoidier is not just a

soldier but a symbol of national strength (NewsmgE97) and a

militia is not just a militia but a potential strprthreat where gamers
may recreate the fantasy of Peter Pan in Never land

Concerning the representation of the T soldiethencover, he is
not depicted as strong, as protected and clodeetoiewer as the CT.
The T. soldier addresses the viewer in a challengiaze expression
under the mask that hides his face and makes huk ioore like a
criminal. Besides, the upward position of the weaploat he shows
replicates the posture in which the media prefepddray the violent
insurgents visually. To sum up, stereotyped physiepresentation is
assigned to the T soldier whose face is not visy#¢ the shape of his
face depicts a beard under the head fiaskd aligns terrorism to
Muslim people who wear bear for religious reasons.

The difference in their uniforms also conveys syhdmeanings
that connote technological superiority and militdigcipline for the CT
soldier who shows neat and well equipped clothes.

Camouflage, another key feature in the representati modern
war (Machin & van Leeuwen, 2009), is only assigtedhe T soldiers
inside the Menu options. In the cover, T and CTigo$ wear one color
clothes where little details are visible except @F with his marked
details in his neat uniform, which signal symbolimeanings.
Conversely, the T. soldier’s uniform looks rath@provised, and details
of his clothes fade in the dark corner at the rigtthe image. Yet, in the
Menu, the T. soldiers wear camouflage. T soldigpose their muscled
militarized bodies and represent to be fierce easjrétrong men that
mimicry war environment much like wild animals vidudo in their
jungles while the CT forces continue to look pdwerand well

%0 Inside the written block, where the purpose of ithege is to display the models for the
gamers to choose an avatar, rather than to adtiresgiewer, C.T.’s display in alike well
protected uniforms, and in covered faces. Theydsfemcely, in posture of readiness to fire to
an unknown target. They look like toy dolls in désp one of the kinds in green, blue and gray
uniforms. Inside the game, when gamers imperso@@tand T avatars, they will contend by
means of almost equal violent actions and dispottetfe higher score and the community’s
recognition for operating gamic war strategies asshssinations.

61 Yet, as the gamer goes deeper in the Menu, thegeptations tends to balance and Ts.
display their muscular strength and powerful aggvesmasculinity

82 This attributes is confirmed in the Menu sectiorerehit can be noticed that most T. model
are depicted using beard or goatees.
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protected from the environment; they are equippediough, safe,
comfortable, and stained color uniforms that evékéhts in their
amours.

Considering the assumed rules for the game CT daye meant
to fight the ‘terrorist evil doers’ and both teamsl have to play T and
CT alternatively; that is, for the logic of the ganthe enemy is the one
that is not at the avatar's sitfThe purpose of the cover is to welcome
players to the game experience and not to intireidhe term with
representations that evoke menacing feelings rfensive messages of
stereotypical preconception. For that reason, tiemg, in the cover,
looks more like a darker and impoverished analogepsesentation of
the counter force, however, not menacing. Yethe tover where T
represents a tough, aggressive masculine coirasidl€T the protective
and self confident side of the coin, the enemytie bther’ no matter the
skin he impersonates nor the heroic or evil ordeals: bad guy is the
one who puts in danger ‘my’ victory in the round.

Acknowledging that the purpose of the image isnioté gamers
to ‘safe and playful’ war experience, soldiers abstracted from the
representation of naturalistic war environmentsgd ahgitalized art
representations evoke, in the context of the gaermergetic and
conflictive war action from the backgrounds.

4.1.2. Technology

Technology is a central feature of dominant disseurof
contemporary warfare which conveys hegemonic sapsrito U.S.
Special Forces (Machin & Van Leeuwen, 2009) aneabkoldiers; it is
represented in subtle ways in the cover and magpécitky in the Menu
options.

Technology, linked to Special Forces’ superioritysymbolized
by the value of the attributes that CT force digpldn the cover, the
stunning CT'’s helmet contrasts with the T's simplask. It is bright,
shinny, without imperfection, and it matches witie glimmery glasses
and the leather gloves that protect CT's head and$1 They symbolize
technological superiority, professional ability apower; and make the
T. soldier look less protected and less reliangimple head mask and

% | have come to this conclusion after reviewingesulo play diverse tournaments and found
ways of playing where players should stick to cgent (T. or CT); in others they had to play
alternatively as T and CT; and finally, in othendkiof competitions, players should not be part
of any team, but fight alone against the other cetitgqrs and the winner (gamer) would be the
one who killed the most.
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clothes, and depicted; besides, his left shoulddrthae rifle tube cut off
the visual space of the cover. In this way, tecbgglis not represented
in favor of the T force in the cover, and when castied to the
representation of CT force, his looks suggest tive professional status
of an amateur or improviser, technologically dirafréd, and
impoverished. The little protection on his head &adds also suggest
improvisation and lack of technological war res@stc

4.1.3. Weapons

Weapons carry intrinsic meanings of power, destiociand
conquer: depicted in detail (or not) and with sefibated technology,
they are essential tools of the dominant discowfe&ontemporary
warfare. In CS 1.6., as_&PS, game play is based in ‘mortal’ weapon
combat, and the action is undergone by the plageif through the
avatar's eyes; besides gamic actions (mostly shgotiction) are
operated by means of a keyboard, a joy stick ooas@ which bridges
the player's hand to the weapon on the scr&en. in the cover of CS
1.6, the depiction of weapons does not seem telaged to the display
of technology nor to violence, but to attend theppse of the cover
which is just to invite to play a war game, yesmdoing, the discourse
of war as entertainment is reinforced. Inside the Menu, weaapand
war equipment are represented accurately by thealgis (high
modality); however, according to its naturalistmde orientation, they
are low functionally modalizéd The possibility to choose among
different formats and colors of hair cr8by clicking the mouse in the
section Keyboard Options contributes to createnses@f low realism.
Besides, more powerflilweapons are available for gamers playing as
terrorists than the ones available for gamers ptayas special
counterterrorist forcé4 all this has been hidden behind the cover, right

% In some versions, the avatar does not even negitkoup the weapon from the floor, it
appears on his hand unexpectedly.

Hair cross is the name given to the cross desigthefgun’s sight. Weapons are low
functional modalized since, in the revised versittrey drop and fade from the screen, or
suddenly appear after being bought.

% To be more explicit, for powerful weapons, | meaore ‘lethal’ weapons, and as a
consequence of that, weapons that are the toobmguer victory in game and hierarchic
position among gamers. The relation between weapgmwer and being powerful is also
designed and motivated by media as it was depiatedhe article ‘Quem tem as armas € rei’
from PSWorld game’s magazine.

67 Along the research | could spot that this factdtaliyed a re-creation of rules for the game:
originally, players had to choose either the TCdrforces and play the same class all along
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under the ergodic Menu. The interplay between geride and gamic
reality expands to out of the video game realm iatmlthe CS gaming
community: an emulation of the weapons market igilable on the
internet for English language users, and the mfoseapons varies on
the quantity ‘bought’ by internet gamers at the efithe day.

The yellow lines at the backs of the cover thatgesy energetic
laser rays in the context of a shooting war ganiep aepresent
advanced war technology assuming that wars of @& penturies
would very improbably be represented or symbolizleid way.

4.1.4. Modality

In social semiotics, the concept ‘modality’ focusea the
signifiers that signify as ‘how real’ a represeittatshould be taken (van
Leeuwen, 2006; Machin, 2007). Understanding thagafiers depends
on the criterion to delimit ‘what counts for ré4l'What counts for real
in the cover to CS 1.6 is gamic reality that is wigropose to see the
cover through Technological code orientation andhsBgy code
orientation. The cover reinforces discourse of asrentertainment by
high modality sensory code orientation where colodcate that it is a
war game and the fuzzy atmosphere indicates that edunts for real is
the gamic reality. Technological coding orientatisnapplied in the
cover as a whole where color, distance and anglear& to construe
meanings for the purpose of the cover effectively.

In terms of the visuals, the fuzzy atmosphere igkén by
contrastive saturation of colors that signal thenlsglic objects or
themes we have to pay attention to; they are caragésome meaning
that the message wants to communicate. In this thaypurpose of the
image is transmitted by the interplay of those redrkhemes in the
cover: the yellow stein, CT's stunning helmet aiyes protector, his
insignia, his pistol, and his focused gaze thatateds social response.

the rounds similarly to a football or basketl bedm; then, as new game versions had more
offensive weapons available for the terroristss#asthan the counter terrorist forces, and they
were approved by the gaming community, the gamesrwere modified into alternative
rounds, 15 rounds playing as counter terrorist &hdas terrorist in order to offer equal
opportunities to players.

68 Modality markers depict the square shape of the soldier’'s beartheobrightness of CT

gaze or how detailed and colored their uniformsdagicted.; and_ Coding orientatiorrules
the logic, the criteria to parameter what countséal
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4.1.5. Sound

Sound contributes to create meanings with pecud&miotic
resources. Sound contextualizes discourse of wantetainment by
accompanying gamers, with audio effects, in thhoioes to start play
as well as by presenting the game in the coveltlaerd in the maps and
other creations out of the game text like fan’'s Iniigicna and videos. In
this regard, sound situates the discourses of waergertainment in
wide range of arenas that go from public water pawl train stations
that could be in almost any part of the world, tellvdefined situations
and places like a slum in Rio de Janeiro or thepleé® strikes and
claims in front of the presidential house in BueAa®s. Additionally,
sound and audio effects have the power to makeuwlise of war as
entertainment sound like a Hollywood film where Cahd T soldiers
are the heroes from the representation of the cover

Music accords multiply the feeling that some maierd is about
to happen and at the same time evoke Hollywoodmosevhich may
frame war in the semantic field of entertainmendur®ls create the
context for the shooter game by repeating effedtsa un being
triggered while the gamer chooses play options.id.edfects for play
are set from the introduction, too. The followingrggraph exemplifies
how war as entertainment can be felt through tiralaense in a few
seconds of playing action, recalling that audio oagganies gamic
narratives and that in game moves are improvisethéyamers’ more
or less skilful shooting interplay:

“(...) GOGO followed by the sound of running stepsdam
sequence of sounds resembling action. We hearice whouting FIRE then a burst of a
machine gun fires, this is followed by a singletsthat sounds more like a grenade launcher
and again a call for FIRE, more running stepsrawdnging shooting followed by an AUGH!
and the sound of a death weight smashed on thexgyaben another, machine gun shots,
more foot steps from my backs and finally, an AAMbre running foot steps running...
GOGOGO (...) first round pitch ends.

Sounds activate the interactive representation af and group
belonging on the screen by audio representatioguos and machine
gun shots, grenade’s explosions; in addition, abips to recognize
how far a foe is by the intensity of the footstefusreceive leaders’
commands and lately, to listen to the players owata’s body
smashing on the ground and dying. Regarding thedsau the mods,
audio effects may contextualize the game in gedtgcap and social
environments.
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4.1.6. Settings

In the cover of CS 1.6., persuasive discourse of waa
entertainment is construed in part, by abstractsadiers from
naturalistic settings: no jungles, no explicit contation between
enemies, no blood; yet action and conflictive emvinent are suggested
visually and audibly by a yellow light flash th@sembles an explosion
and yellow ray- looking vectors that contrast withavy blue brush
strokes; andby means of audio effects of a weapon being ¢rgd and
sound accords which bring to memory familiar Holbadian’s epics.

This artistic digital arrangement in the cover, enspecifically in
the setting (the circumstances) of the cover]dbuiscourse of war for
entertainment where war is insinuated as a gameg m@cisely, as a
shooter game, and the realisticness of wars andowaterror, their
causes, methods, and implications on their paditdip are omitted. In
game, the representation of war is also reduceshtmting action in
different settings with the exception of some fevaps inserted by
independent mappers where the depiction of sodsdochfort was
designed, too; CT and T are put to fight/ play $apin well known
cosmopolitan cities in the maps making evident #uziological
phenomenon of glocalization (Robertson, 1995) ime# of
globalization. In the de_dust map, the official mapayed in
international tournaments; settings are not pdeibu realistically
depicted, as if they retained certain degree okality and fantasy
modality, and thus confirm Machin and van LeeuwetiZ)09)
observation in this respect. However, in maps eckdty fans from
different parts of the world, unrealistic fantasgdality is given, not by
the graphic design, but by fuzzy atmosphere thatbsseen since the
cover of the game. The possibility of real settiogks, in these local
maps, is given by the graphics and the depictionisibrical situations.
Examples of this are found in the maps CS-rio aBdc@sa Rosada. In
CS-rio map, C.T. soldiers counter attack terroiiista Brazilian slum or
favela; in an interview to the CS-rio modd&rshey reported that since
the beginning of the CS 1.6. mod, there were onbilable maps to
play in Italy, Iraqg and Havana, and that Braziéetyed to have a map
to play in, too; mappers added that there wouldbeo& better place to
depict cops and robbers game than a slum in Ridadeir®. In CS-

® Retrieved from  http://audiogame.wordpress.cO®&01/30/entrevista-com-os-
criadores-do-mapa-cs_rio

™ The reason why the modders made a relation betwapa and robbers and
counter strikers and terrorists was not mentiongtie interview
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casa Rosada, a map played in Argentina, the cosatrike forces fight
terrorist militia who has occupied the presidentieduse and it is
possible to see striking protests at the Plaza dgyoMfrom the
presidential house balcony.

Settings, in any case, may differ in different wdyg ‘heroic
masculinity’ is omnipresent and indivisible: in tdeeper pages of the
Menu and during game: the models of CT and T smddiare presented
as one of the kind in the Menu as in a displayogkt and tend to
remain the same looks and not to modify throughthes and versions,
that is, (CT) US or allied forces and (T) militia similar muscular
complexion and symbolic strength are put to combdifferent settings
and made lively by gamers’ skills.

The setting is represented by degrees of artiomabf the
backgrounds in three levels, running from plané diédue at the deepest
level to paint strokes in lighter blue depictedaim upper level; in the
outward level, a yellow stain evokes a flash ghtiand yellow lines
remind lights of laser rays or the trajectory ofléuts; they bridge the
representation of the soldiers to the other elesiérttis realization of
the backgrounds works in weaving elements intoleesive text.

To sum up, in the cover of 1.6., the setting initoid to sound
effects, strategically represents thation happens and it sounds fop
reducing to zero naturalistic or shocking inforroatiabout war, thus
linking war to game through techno visual setting éamiliar sound.

4.2. Focusing on the research Questions of this wor

In what follows, | will retake the research quessidhat oriented
this work and supported answers to understand hewliscourse of war
as entertainment is represented in the game co@ounter Strike 1.6.

More specifically:

1) What are the ideational meanings constructetthéngame cover of
Counter Strike 1.67

2) What are the interpersonal meanings construntéte game cover of
Counter Strike 1.67?

3) What are the compositional meanings construictébdle game cover
of Counter Strike 1.67
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4.2.1. What are the ideational meanings constructeid the game
cover of Counter Strike 1.6?

The cover to CS 1.6 is a conceptual symbolic aitiile image
composed by two armed men, a yellow stein, a writteck with Menu
options, the Logo and an abstract setting. The rRainicipants in the
cover are the two soldiers. They do not look inedihin material war
action, they pose to the viewer and show their waapvhich they hold
firmly.

The written block with the Menu, depicted in whiterdana
typeface, denotes that the cover refers to Gangind;the Logo shows
that it is a commercial game. They are secondanycipants.

The Circumstances are represented by a yellow sheid
multidirectional yellow lines. They interplay coattive effects with the
blue background and suggest conflictive armed ac¢tidhe context of a
shooter game. Moreover, if we consider that thdi¢haants are armed
soldiers in the cover, Circumstances representasion symbolically.
Explicit depiction of war action is omitted and plgnted by an artistic
arrangement that suggests technology and action.

The represented Participants are not involved fiom@rocesses;
they are depicted in terms of their timeless esseaad in terms of the
symbolic value of the attributes that they carryd awhich are
significant in the culture the game is directedSoldiers are depicted as
Carriers of symbolic attributes: the (military) tes; the head, hands
and eyes protection; the insignia; the muscular ptexion and the
weapon that they display. Those attributes convexarmmg value of
symbolic physical strength, technological power atehtity. Physical
strength is mythical because in contemporary weyfan army’s
strength relies on war technology (strategy andpeeraesources) rather
than on strong body complexion. Technological poisealso symbolic
because, beyond suggesting US and allied forcebnaéagical
superiority in the cover, there are signals thawmigaand fictional reality
control serious life reality in the cover of thenga There are signs in
the cover that identity aspects of the represeRuticipants linked to
gender as being male members of a unique gamic coityn This
community enacts war akin to game and fiction atdhe same time,
idealizes realities which are themselves problemdly presenting
soldiers as heroes and by abstracting conceptsapfram serious life
realm.
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4.2.2. What are the interpersonal meanings constréed in the game
cover of Counter Strike 1.6?

The cover of CS1.6, as well as most conceptual é@sag mainly
represented by visual relational processes, in rotlierds, main
participants are depicted in terms of what theg’;dhave’ or represent.

The CT force, in demanding eye contact, domindtewvisual act
and activates, in the viewer, the purpose of thecwhich is to present
the game and engage him to play or to buy the ptodine CT image
in the cover evokes empathy with the viewer wittowhhe relates by a
self confident and honest gaze, and at a frienidffadce. Meanings of
determination, aggressive constrainment and caeasitive qualities
visually assigned for the CT that reinforce himhaso in the discourse
of war as entertainment. The twisted CT posturmirej at giving
saliency to his weapon, suggests analog bellicoasaqul attitude of
abdication of personal interests in favor of mayolitary duties.

Challenging, the T force faces almost frontally Wewer, yet in
third plane and at far personal distance. Thisyvesand distance also
contribute to achieve the purpose of the imageortd, in antagonistic
relation to the CT force, challenges the viewer toés not threaten
him, neither hurt feelings of prospective customamsund the world
regarding stereotyped representations of whatppased to look like a
terrorist.

Yet, other interactive meanings signal that whainte for real in
the cover to CS 1.6 is gamic reality; for that mrak propose to see the
cover through Technological code orientation andhsBgy code
orientation. The cover reinforces the aspect ofdof allied country’s
technological supremacy in the representation stalirse of war as
entertainment by the symbolic value assigned toatebutes of CT
force such as the weapon —in upwards positiort, glesxe, and depicted
in details- and his stunning helmet — depicteflighly textured tones
of red- and eyes protection. Assuming that meantogstructs are built
in the culture of practice, the dark blues andepliilitary greens of the
CT and T forces’ clothes are highly modalized femsory code
orientation for colors. In this way, the color st co constructs
discourse of war as entertainment.

Sound effects create a remarkable atmospheredayame in the
cover, and eventually, develop aural map envirorimsituated in time
and space.
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Gamers’ agency is optimized from the written opgian the
ergodic Menu edits; it achieves its interactiveerothen the gamer
operates it to set the game or to insert actuaizat

The Logo matches in color, position and form witle tyellow
lines that cut the cover horizontally; they suggestrwhelming energy
and quick action. The Logo written in yellow reséesbgold and evokes
durability and praised value.

4.2.3. What are the compositional meanings constrted in the game
cover of Counter Strike 1.6?

Discourse of war as entertainment is in part, caotd by the
placement of the Logo and Menu in the visual ffldhe Real; in doing
so, they indicate that the event is about gamitityed hese meanings
look reinforced by the placement of the T forcéhattop right corner of
the visual space and which signals that T forced—tamrorism- are
situated in the fictional field. Besides, the agament for the
background and the circumstances depict, in symilmanner, that
war action takes place in fictional terrains ‘favey from here’. The
arrangement for the setting completes meaningsha dover by
indicating conflictive environment and explosiorgt yno harmful war
action. ‘How could that be?’ The cover suggestsithéerrains of game,
violence can empower operators and do no harmrinexs or losers.

Moreover, the position in which CT and T weapore depicted
point to the Ideal and fictional field; in this wagrmed men, in the
discourse of war as entertainment, illustrate namhabut the
empowerment conferred by the possession of lettedpans. Yet,
inside the game CS, like other first person shogames, places
shooting action from the bottom position; in doswg the gamer aligns
gamic killing actions in the field of the R&A

Salience of symbolic Themes in the cover is sighale a subtle
interplay of placement, size and color. In this wie CT is arranged in
1%, plane sharing attention demanding with the weatha he holds
firmly. The posture of his body allows his gun twk pararell to his
helmet, and the position of his head allows thenbkélto be looked,
simultaneously, from frontalnd lateral perspectives. Besides, CT's

" To what extend a child’s brain distinguishes leetw war action enacted in the Gamic
reality and war action enacted in serious lifebeamce seems to be a gap for further
multidisciplinary research.
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insignia is made salient by high color saturatioat tcontrasts with the
blue leave of his uniform, and the drawing in tieignia does not
represent any army in serious life, and thus aligvetars to fictional
terrains and make them look as belonging to the&®n.

Discursive representation of war as entertainmeinforces
meanings of male group identity through the inteypdf framing and
lights: a yellow contour that resembles lights frahe backwards
highlights and frames T and CT forces and their ppea. This
arrangement brings out, under aura effects, visaabtructs that link
heroism to patterns of militarized masculinity.

4.3. Summary of this chapter

In this chapter | have focused on: 1) reviewing kepects from
the representation of contemporary discourse of ®arelating them to
the representation of discourse of war as ententam in the cover of
CS 1.6; 3) re- posing the research questions amding answers to
each of the three Research Questions that guided/tnk.
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CHAPTER YV

5.1. FINAL REMARKS

In many cultures, some toys are taken as tranaitiobjects
through which children are able to practice theshdvior and roles
towards real things in the world. Cs 1.6 is nothaf kind as its practice
would not guarantee children and adolescent’s rategerrorist nor as
antiterrorist soldiers, but that does not mean tha shooter game
would not introduce young players to the values sithtions in which
they are growing up. It actually does. It convegsthe child, and
reinforces to the adolescent praised attributes dertain kind of
masculinity and masculine valor linked to romazéd war heroism
constructed, in part, by other media. It providssisers with unrealistic
messages of safe, playful and entertaining aspéatsar, and that war
as entertainment legitimizes violences practicedigital medium.

The multimodal analysis (Kress and van Leeuweng)] 8&sulted
to be satisfactory for the purpose of the reseamth thus, with the
discussions of the interplay among representdtianteractive and
compositional metafunctions (Kress and van Leeyvi®96) in the
construction and mediation of discourses and valuesontemporary
multimodal texts, and especially in video gaméwemg, additionally,
the transit through the game (text) presupposgsder readings and
game’s characters or avatars’ impersonation aadtment

Regarding literacies and multimodality, | will addat as
educators we should rethink what counts as prevoosviedge for
students and multimedia users who have grown ujifaimed with
computer information media and video games’ prastioNVhen |
started this work, | intended to learn more abbatrble of language
in multimodal texts like in video games. | hopehtve contributed
to the understanding of how meaning functions cakwacross
visual, written and sound modes of expressioneéncthver of CS1.6.
and that it inspires the inclusive critical ufaich multimodal content
in VGs in multiliteracies practices even in non timédiated learning
environments.

The current chapter closes this thesis by listirjnnfindings
derived form discussion in Chapters Ill and in GbaplV, and
signaling some possible pedagogical implicationseoled during the
research. Now | proceed to identify limitationstioé study and finally,
make suggestions for further research.
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5.1.1. Main findings

* In the cover of the game, the transition frormare symbolic
and generic visual representation to a more explicne puts in
evidence the sociological phenomenon of glocatirat{Robertson,
1995) in times of globalization as well as gamgr&ferences to play,
that is to transfer the playing experience to niangiliar environments.

This feature opens a gap to the creation of otleemni sopen
source video games, and game editors that woulnvafitudents’
creation of mods in learning environments as multied practice of
contemporary electronic texts.

* The Menu and the Logo written in verdana simgigeface,
designed for on screen viewing, represents teolgydh the computer
era; it reflects reading changing tendencies iiosstrlife, out of game
environment, regarding the ‘needs’ to facilitatedability under
pressure of quick action.

* Sound in the cover has proved to contextualizwoacand to
de-contextualize it in order to manipulate the ragessent by visual or
other channels. In the game maps that show indilicked cities, sound
contextualizes the scene in terms of action, tintkaulture.

The sensibilization to possible uses of these tffean also be
explored in adequate compositions of multimodatistex

* Controversial values — e.g. praised value to dke of lethal
weapons- attributed to represented participantsisnal texts could
promote material for critical learning, class dission and multimodal
and interdisciplinary activities in class enviromtewith diverse media
resources.

* The purpose of the cover seems to influence ti@ces made
for the representational metafunctions. Yet, thanrfi@emes in a visual
composition result from the interplay of visual afeihctions. Besides,
strings of meanings can be followed in the matityialf the visual text
(e.g. Saliencein CT who is in 1. plane, his insignia depicted high
color saturation,the framing line that contours Tand CT forces and
weapons which ardisplayedin saliency,and thecolor valueculturally
assumedfor their olive green and grayish bludoths signal the
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underlying message of group identity of T and CTdises to the
powerful and males’ militarized CS nation).

5.1.2. Pedagogical implications

Given the increasing awareness of multimodal exwasin our
society and the needs to effectively include mutladly to what
counts for literacies, | believe that | can poirt l@ast one main
pedagogical implication besides the ones mentioinedhe section
above.

It regards the insight that video games offer timel lof text that
allows pro-active readings across modes. The aimit of literacy
across modes using the multimodal material in V®sld be an
efficient tool to elicit cooperative activities thinclude discussion,
visual reading and writing among students in prees®f literacies, in
diverse class environments and across disciplines.

Regarding language learning, | hope that this waik call
attention to the importance of the role of the etéint modes working
together and separately in construing meaningssacoultures and
according to the purpose of the text. Additionalbxtending the
implications of this work, already made materiamoving images from
games (and other multimediated texts) would fat#it the
comprehension of concepts that seem far from thenég’s concrete
world, such as the semiotic work of language by meeaf 3
metafunctions that are performed simultaneouslg: idteational, the
interpersonal and the textual metafunctions prop@s&FL and VGD.

This presupposes the need to better understandrieanings are
structured interactively (Unsworth, 2001; Ferréie®)3; Heberle and
Meurer, 2007) as well as the need of appropriatiometalanguage to
describe, use and teach structures present intigéfecontemporary
multimodal texts.

5.1.3. Suggestions for further research

The following topics may serve as possibilities foither
research ...

* Investigations of how discourse of war as enieneent
disclosed in the cover unfolds across the intrddocnd the game as a
whole text. This trend of investigation seeks tdenstand the influence
of the (contextual) purpose of the cover in theirdidn of main
discursive Themes created for the game;
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* Investigation of what counts for real in the brdevel when
‘reading’ a game presupposes embodiment of avataestion and
enactment of gamic narratives and discourses inh&egamic world;

* Systematization of the approximations betweenveational
text structures and game’s structures as a way awlithte the
comprehension of systemic functional grammar andtimmodality
while manipulating a medium already familiar to pguearners;

* Research and development of teaching materialseachers’
continued learning that would work with multimodaterdisciplinary
communicational activities, and that would everjuahclude the
potential meaning resources offered by video games;

* The development of text editors available fortBguese native
language school users that would facilitate acb#igito electronic
multimodal literacies. This suggestion especialiyms the cooperative
work with interdisciplinary expertise.

My objective in doing the present work was to citmiie to the
understanding of how multimodal functions constmeaning in VGs. |
believe that | have brought about some insightsortinue discussions
regarding how multimodal meanings are processethéntext, their
discursive relation with broader social spheres,rtile of language in
reinforcing given social values and enabling socienge (Fairclough,
1989). What may be done now is to investigate lagrmultimodal
environments foreseeing the creation of learnirntivities and critical
mass of examples that include video games as aroesdor critical
multimodal learning and that will draw more substanand grounded
conclusions in this regard. The mission is mothgti and
comprehensive since ‘electronic game narrativesatesimply useful,
but in fact imperative as a resource for literang fterary development
in today's classrooms’ (Unsworth, 2009, p.135).
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Appendix 1

The following electronic addresses will allow tteader to have access
to multimodal History of Video Games:

1.1. ‘Tennis for two’ (LynxGriffin, 2007) retrieveflom
http://au.youtube.com/watch?v=UZZT4n1fzG8&NR=1

1.2. ‘Play Ping-Pong Video Game’ (Baer; Harris@69)
retrieved from
http://br.youtube.com/watch?v=1LsRGUODHIQ

1.3. 'Video Game History’ (Kajayacht,2007) retiéelfrom
http://au.youtube.com/watch?v=o0UYhD1J2b U

1.4. “Top 10 Atari. NES, Genesis, Supernes, PES2’
( Demysbrito, 2007) retrieved from
http://au.youtube.com/watch?v=I18 XDhfnk63k
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Appendix 2
Transcription of the Menu

Setting the game
NEW GAME

Create Server...>Server...>Map >
# options of available maps according to
chaversion
>Incku€PU players (bots) in the game
#Number of CPU players
> Daiftilty > Easy >Normal>Hard>Expert

Create Server ...>Cpu player options...
> Bot Name Prefix
> @s join Team ...> Random > Terrorist > Counter T.
> Bots Radio Chatte >ridal > Standard > Minimal > Off
> Bots can use...>t®#s>Shotguns >Submachine guns
>Rifles> Machine guns> Grenades >
>Sniper Rifles >Shields
Start
Cancel

FIND SERVER

CHANGE GAME >As it is a mod, Cs uses engine of Half Life to kyor
and the source game is available for play.

OPTIONS

Options> Multiplayer # Player name
> Spraypaimiaige and name > Lambda> 8balll
>andre >camghiekl >chuckskull >devl 1
>gun 1 >skusmiley >splatt >tiki >V_1

# Spray-paint image color > Orange >Yellow
>Blue >Ltblue > Green >Red
#Crosshair appearance > Auto size > Small
>Mewh > Large>Ltblue >Green
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Iev>Red> Blue
#Translucent> Advanced >
# Time before dead bodies disappear

> Multiplayer decal limit

> Max shells

> Max smoke puffs

> Smoke gas grenade spritdity> best looking

>slowest

#Weapon alignment> Right handed
> |eft handed
& Buy menu type
> VGUI menus >
> Automatically switch to
picked up weapons
(if more powerful)
> Center player names
> Auto help
Options> Keyboard
& Options> Keyboard.> Movement> Edit key options>
Move forward. Move back, turftléurn right, move left
(strafe), move right (strafeply jump, duck, swim up,
swim down, look up, look dowaset view, strafe
modifier, mouse lock, keyboavdk
& Communication> Edit key option> Use voice commatian, standard
radio messages, group radio messages, reportiredisages, active in-
game GUI, chat message, team message
% Menu> Edit key option> Buy menu ( primary and agtary ammo,
equipment) glock 18 select fire, HK USP. 45 tadti€&g Sawer P228,
Desert Eagle Calibre 0.50, Dual Berreta/ Five- 8etHK MP5- Navy,
Steyr TMP, Ingram Mac-10, FNP 90, HK UMP 45, BefindB Super 90,
Bennelli XM1014, Colt M411/AK47, Styr AUG/ Sig SG52 Commando,
GALIL/Famas, Seyr Scout, Arctic AWP, Sig 56550 coamtio, HKG 37?sc-
1, FN M249 PARA, Kit de desamorcage, Grenade Awamtgl, Grenade
Fumigene, ECO + KEVLAR + munitions, KEVLAR + coltMHAY, AK-
47 + munitions, KEVLAR + DESERT EAGLE +munitions.
# Automatically buy equipment, re-buy previous equgnt , select team
and items from menu, display multiplayer scoresap mission briefing

&Combat> Edit key option> Fire, Weapon special fiorgt reload
weapon, previous weapon, next weapon, last weaped, turn night vision
on /off, drop current weapon
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# Miscellaneous> Edit key option> Use items (butfossientists,...)
>flashlight, spray logo, take screen shot, chegit,gpme

#Options> Mouse> Reverse mouse (reverse mouse up-dgis)
> Mouse look (use theuse to look around)
> Mouse filter (smoatht mouse movement)
> Joystick (enable jingstick)
> Auto Aim Aims at ens automatically

Mouse sensitivity...a bar runningnfrd.00 to 20.00

#Options> Audio> Sound effects volume bar

> Sound quality >higlow

> Enable EAX HardwargpSart

> Enable A3D Hardwarepfaort

> MP3 volume bar
Additional note: MPEG Layer-3 playback supplied wthe Miles Sound
/System from RAD Game tools, Inc.MPEG Layer -3 autihmprehension
technology licensed by Fraunhofer 1IS and THOMSOitimedia

#Options> Video> Renderer,
> Display Mode,
> Resolution,
> Color quality,
> Run in a window,
Video brightness bar
Video gamma bar

#Options> Voice> Enable voice in this game
Voice transmit volume bar
Voice receive volume bar
Test microphone
Boost microphone game
Note: Uses Miles Sound System. Copyright991-2001 by RAD Game
Tools, Inc.
#Options> Lock>% Content lock
PRESS this buttod anter password to disable visuals
inappropriate faunger players

QuUIT

Quit Game> Do you wish to stop playing now?
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> Quit game, cancel

Loading> start local game server

Counter Strike: You ar playing Counter Strike v 1.6

Visit the official CS web site @

www.counter-strike.net

visit Counter Strike.net (direct link with the w@ffal web site)

> Option OK

SELECT TEAM

1. Terrorist forces>Phoenix connex> Elite Crew> Arciieengers>
>Guerrilla WarfareAuto- Select

2. CT forces> Seal Team 6 >GSG-9> SAS> GIGN> Auto Gele

5. Auto assign

6. Spectate

Note: Mapa integrante Pack com 112 mapas,

Pack mapas exclusivos para Counter Strike
Com seus respectivos BOTSs.

Este Pack se usado para Counter Strike
1.5, (sic) nao tera os BOTSs.

Os mapas contidos neste Pack de
Mapas, foram todos coletados na internet.

Pack com 112 mapas
By PirocaHP- .:>>FIN4LShare <<.
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Appendix 3

CHOSSE A CLASS fromthe CT or T forces
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Appendix 4

CS RIO RAP

Sound in the CS rio map, as discussed in this work,
contextualizes the map in a local and social realita slum in Rio, in
the real life, before the Brazilian security forcesuld occupy the
communities under the domination of drug gangsthim map, a rap
sounds with the lyric that follows.

E os terceiros vao descendo a ladeira
Levando tiro pela frente pelas costas
E o comando traficando a noite inteira
Que coisa linda que coisa maravilhosa
E os terceiro tdo de brincadeira

E eles querem invadir o morrao

Mas eu dou tiro na cabeca, na cintura
Também dou tiro na bunda dos terceiro vacildo
E os terceiro bando de filha da puta
Um bando de sangue-suga

S&o um bando de cuzéo

E os X9 tdo de brincadeira

E eles querem trazer esfolacéo

Mas eu dou tiro na cabeca, na cintura
Também dou tiro na bunda dos’X9acildo
E os X9 bando de filha da puta

Um bando de sangue-suga

S&o um bando de cuzéo

Terceiro dédo o que?

Dao a bunda!

E os X9 séo o que?

Filha da puta!

E os terceiro sdo o que?

Fllha da puta!

E os X9 dao o que?

D&o a bunda...

2 X9 are the police informants
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Appendix 5

Main themes in the cover unfold along the game
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Appendix 6
These are some multimodal answers obtained to theuigstion:

Why do you like counter Strike?
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Appendix 7

Magazines and sites co-construing an identity for §

Weapans and Equipment

irarabem ol wens [ qupmeaad

Site that offers reveniews and Menu to buy playpees_http:/planethalflife.gamespy.com/cs/
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13

VELVET-5TRIKE 1.0

Velvet-Strike an online protest modification where playerd arodders
can use to subvert the normally violent Counteik8iyame. Read More at
http://www.wired.com/gaming/gamingreviews/news/208252894#ixzz16UgzCNYK




Livros Gratis

( http://www.livrosgratis.com.br )

Milhares de Livros para Download:

Baixar livros de Administracao

Baixar livros de Agronomia

Baixar livros de Arquitetura

Baixar livros de Artes

Baixar livros de Astronomia

Baixar livros de Biologia Geral

Baixar livros de Ciéncia da Computacao
Baixar livros de Ciéncia da Informacéo
Baixar livros de Ciéncia Politica

Baixar livros de Ciéncias da Saude
Baixar livros de Comunicacao

Baixar livros do Conselho Nacional de Educacdo - CNE
Baixar livros de Defesa civil

Baixar livros de Direito

Baixar livros de Direitos humanos
Baixar livros de Economia

Baixar livros de Economia Doméstica
Baixar livros de Educacao

Baixar livros de Educacdo - Transito
Baixar livros de Educacao Fisica

Baixar livros de Engenharia Aeroespacial
Baixar livros de Farmacia

Baixar livros de Filosofia

Baixar livros de Fisica

Baixar livros de Geociéncias

Baixar livros de Geografia

Baixar livros de Histdria

Baixar livros de Linguas
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Baixar livros de Literatura

Baixar livros de Literatura de Cordel
Baixar livros de Literatura Infantil
Baixar livros de Matematica

Baixar livros de Medicina

Baixar livros de Medicina Veterinaria
Baixar livros de Meio Ambiente
Baixar livros de Meteorologia
Baixar Monografias e TCC

Baixar livros Multidisciplinar

Baixar livros de Musica

Baixar livros de Psicologia

Baixar livros de Quimica

Baixar livros de Saude Coletiva
Baixar livros de Servico Social
Baixar livros de Sociologia

Baixar livros de Teologia

Baixar livros de Trabalho

Baixar livros de Turismo
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