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1.	  Let	  them	  cheat	  







2.	  Learning	  and	  Teaching	  to	  Play	  
Hardcore	  Games	  





For	  the	  hard-‐core	  player	  
•  What	  was	  the	  most	  difficult	  thing	  to	  learn	  for	  
the	  new	  player?	  

•  Did	  they	  manage	  to	  improve	  in	  the	  game	  with	  
your	  instruc+on?	  

•  Did	  they	  give	  up?	  If	  so,	  why?	  



For	  the	  non-‐hardcore	  player	  
•  What	  was	  the	  most	  helpful	  hint	  your	  
experienced	  partner	  gave	  you?	  

•  Now	  that	  you’ve	  been	  introduced	  to	  the	  
game,	  would	  you	  con+nue	  playing?	  If	  so,	  why?	  





3.	  Making	  Let’s	  Plays	  

[with	  thanks	  to	  Mark	  Chen	  for	  the	  
original	  idea]	  







4.	  The	  Crea+on	  of	  the	  Journalis+c	  
Discourse	  

Clara	  Fernandez-‐Vara	  	  
and	  Benne]	  Foddy	  



h]ps://archive.org/details/computermagazines	  



h]ps://archive.org/details/so_warelibrary	  



Andrew	  Spencer	  
(Commodore	  64,	  1983)	   (Commodore	  64,	  1988)	   (Commodore	  Amiga,	  	  

1990)	  
(Commodore	  Amiga,	  	  

1994)	  



5.	  Studying	  Players	  











6.	  Exploring	  How	  Plaiorms	  Shape	  
Games	  



Wanted:	  Monty	  Mole	  (Commodore	  64,	  1984)	   Wanted:	  Monty	  Mole	  (ZX	  Spectrum,	  1984)	  

Metal	  Gear	  (MSX2,	  1987)	   Metal	  Gear	  (NES,	  1987)	  





##	  bonus	  material	  on	  failure	  ##	  





For	  more	  ideas:	  
•  Report	  of	  the	  DiGRA	  

Workshop	  (2015)	  
•  Report	  of	  the	  FDG	  Workshop	  

(2014)	  

•  Free	  reports	  +	  syllabi	  
available	  at	  h]ps://
teachinggamestudies.wordpr
ess.com/	  



Thank	  you!	  
Mia	  &	  Clara	  

mconsalvo@gmail.com	  &	  	  
clarafervar@gmail.com	  	  


