
Contents

Acknowledgements VII

List of Figures XI

Introduction: Expanding the Built Environment 1

Chapter 1
Space, Meaning, and Video Games 10
1.1 Introduction 10
1.2 Expressive Space 11
1.3 Perspectives on Video Game Spatiality 20
1.4 An Embodied Architectural Approach 51

Chapter 2
Embodied Cognition 57
2.1 Introduction 57
2.2 Five Claims of Embodied Cognition 59
2.3 Affordances 64
2.4 Schemas: Primes and Frames 67
2.5 Image Schemas 73
2.6 Conceptual Metaphor 75
2.7 Analyzing Spatial Expression 81
2.8 Demonstrating the Approach: Pac-Man 83
2.9 Summary 86

Chapter 3
Exploration and Inhabitation 87
3.1 Introduction 87
3.2 Knytt Stories: An Ambient Walk 93
3.3 The Night Journey: An Evocative Landscape 103
3.4 NaissanceE: An Endless Procession 115
3.5 Conclusion: Sense of Place, Sense of Challenge 125

Chapter 4
Kinetic Rhythms 127
4.1 Introduction 127
4.2 Wii Sports: Miniaturizing Activities 134
4.3 Taiko no Tatsujin: Cultural Training 140



4.4 WipEout HD: Approaching Flow 147
4.5 Conclusion: Interfaces, Spectators, and Contextual Frames 154

Chapter 5
Enaction 156
5.1 Introduction 156
5.2 Shelter: Enacting Care 160
5.3 Shadow of the Colossus: Taking the Wrong Path 166
5.4 Katamari Damacy: Parodying Consumption 175
5.5 Conclusion: Resonant Structures, Tainted Mastery 183

Chapter 6
Perception 186
6.1 Introduction 186
6.2 Thirteen Gates: Haptic Space 190
6.3 SUPERHOT: Time is Motion 195
6.4 The Witness: Developing Attention 202
6.5 Conclusion: Figures and Grounds 213

Chapter 7
Virtual Built Environments 215
7.1 Introduction 215
7.2 Analyzing Virtual Environments 216
7.3 Comparisons Across the Spatial Types 218
7.4 Qualities of Virtual Environments 222
7.5 Extending Ourselves in Space 233
7.6 Summary 237

Conclusion 239

Bibliography 245

Index 257

X Contents


