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first of all...



good news...



can make video games!
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Ready to start creating?
Choose a plan that's right for you.

Ori and the Blind Forest by Moon Studios

Personal & Plus Pro
Free 335 per month S1 25 per month

For beginners, students and For creators who are serious For professionals who need
hobbyists who want to explore about bringing their vision to life complete flexibility and crave
and get started with Unity. and plan to publish. advanced customization.
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FREE Essentials Pack (S150+ value) FREE Essentials Pack (S150+ value)
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self-expression

THE INDIAN SERENADE
by Percy Bysshe Shelley

| arise from dreams of thee
In the first sweet sleep of night,
When the winds are breathing low,
And the stars are shining bright:
| arise from dreams of thee,
And a spirit in my feet
Hath led me—who knows how?
To thy chamber window, Sweet!

The wandering airs they faint
On the dark, the silent stream—
The Champak odours fail
Like sweet thoughts in a dream;
The Nightingale's complaint,

It dies upon her heart;—
As | must on thine,
Oh, beloved as thou art!

Oh lift me from the grass!
| die! | faint! | faill
Let thy love in kisses rain
On my lips and eyelids pale.
My cheek is cold and white, alas!
My heart beats loud and fast;—
Oh! press it to thine own again,
Where it will break at last.
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Justbreatt———

Really, it gets better.
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video games as a medium
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video games as a medium

for communication
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not just entertainment!
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Manifestos

= Realtime Art Manifesto, Tale of Tales

= Not a Manifesto, Michaél Samyn

» rejecta, Pietro Righi Riva
Articles

» Video Games Are Boring, Brie Code

» Games could learn a thing or two from confessional poetry’s history, killscreen.com

The Unnamed Medium, notgames.org
Game Rules as Art, Rod Humble

A series of inputs and outputs, killscreen.com

A new future for video game consoles?, Michaél Samyn

In Defence of Criticism: The Close Reading, Lana Polansky

Talks

s Conveving personal and universal truths through game design, Manveer Heir

= Designing Monument Valley: Less game. More experience, Ken Wong

= Evoking emotions and achieving success by breaking all the rules, Thomas Grip

» Theories Behind Journey, Jenova Chen

» Am I Asking Too Much?, Jenova Chen

= A case for mundane stories in games, Florian Veltman

= Blink and you’ll miss it: a quick look at microgames, Vaida Pankyte




Tale of Tales

real-time art manifesto

2006

notgames

2010
- T hgeestion is not whether
videogames are art. The question is
how can we make good art with
the medium of videogames.

Notgames proposes that one direction
of exploration may be to abandon the
idea that what we make, should be a
game. To approach the medium with an
open mind. °
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Important medium for communication

different from other media
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are making video games
(or simply for fun),



the complete picture



the complete picture

e.g. not all indvidiual game developers
make personal games
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make it a ot easier
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Construct 2 2011 Games made with Construct 2:



Construct 2 2011 Games made with Construct 2:



