Switzer\ond,
(Release Date with Oculus Rift, 2016)

Shiny

per: Ateo
c, Windows (Oculus Rift)

| Reality music game

Develo
System: Ma
Genre: Virtua

«Shiny» i

eat game fo
ting all features 1o climinate VR motion sic
s required t0 play

upb
craf

movement
nemies as

ve. Interplay
d immersion

d destroy ds many €
rather immersi

f flow an

k an
d music are
Experience O

he goal is 0 mar

them. Playing an
erizes players:
tside world.

Macro Mechanics: T

poss'\b\e by focusing
of sound and colours mesmM
makes the player forget the ou
s: In «Shiny», you can ith a variety of songs

his head to rotate the

to choosé from. Within these levels, the player uses
get and mark enemies,

VR headset and look around. By

which subsequent\y explode.
s as poss'\b\e in a sequenc
<core for the level.

Micro Mechanic

enemie
achieve @ high

Links: Tempest,



Poland, 2015

The witcher 3. Wild Hunt

Developer: CD Projekt RED
System: PC, PS4, Xbox One
Genre: Action Role-Playing vi

deo game

«The Witcher 3: Wild Hunt» is an open—wor\d third-person oction—ro\e—p\cying
video game where you incarnate Geralt of Rivia, 9 witcher,on @ long journey
to search for his missing adoptive daughter Ciri through the large land of
the Northern Kingdoms.

Macro Mechanics: You complete main and secondary quests (or fail) to
progress through the branching story with 36 different endings. Your choice
of dialog may change the outcome of the adventure:

Micro Mechanics: You fight with swords and magic against humans of
monsters. You explore the vast open world. You talk to non-player charac-
ters and choose dialog's options or use your witcher's power to force weak
minds. With the Witcher senses, You follow tracks. You craft items, cook
up potions and potions. Reward: Experience points, new items, NeW quests,
punishment: restart from previous checkpoints, fail mission.

Links: Dragon Age



USA, 1982

Mogul Maniac

Developer (Pub\isher): Media Soft (Amigo)
System: Atari 2600

special Controller: Joyboord

Genre: Sports Game

l\_\l
.

«Mogul Maniac? is a skiing game that can be p\oyed with the Joyboord
controller. The Joyboord is a plastic balance platform you <tand on. Cont-
rol the skis with your body. Leaning forward increases speed. Your weight
tilts the platform to the right or left and steers the first person skis on the

screen.

N

Macro mechanics: A giant slalom skiing race with blue and orang® gotes.
Make your Way to the finish as fast as pOSSlb\e and with no mistakes. You
need two runs to finish a course: Win races 0 different locations.

Micro mechanics: There are open and closed gates. The race runs on a ti-
mer and shows you how many gates are left. You balance your body on the
board (left, right, forward) to pass through the gates. Reward: Highscore
(best time). punishment: less control.

Links: Wii Fit Plus



Japan, 1996
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USA, 2013

The Last of Us

Developer (Pub\isher): Naughty Dog (Sony Enterto'\nment)
System: PS3, remastered in 7014 for PSA
Genre: Action Adventure gurvival Horror

«The Last of Us» is @ third-person action adventure survival horrof where
you control Joel, who has the task to oscort Ellie, @ special young girl,
across @ post-opoco\yptic United States.

Macro mechanics: You progress linearly through the story when you finish
different segments.

Micro mechanics: You explore the world to scavenge items to upgrade
weapons and medicine. You fight against and hide from (stealth clements)
humans and sombie-like creatures with guns and cutting weapons. You can
use the Listen Mode to detect where nearby enemies are. There aré also
simple puzzles, with floating pallets, ladders of dumpsters. Reward: new

cinematics about the story: punishment: restart the mission.

Links: Metal Gear Solid



Developer: Level-5 & Capcom
publisher: Level-5 & Nintendo
Platform: Nintendo 3DS

Genre: Adventure, Puzzle, Visual Novel
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Japan, 2004

Tumiki Fighters

per (Pub\isher): Kenta Cho (ABA Games)

Develo
System: PC (Wii)
Genre: Side scrolling Shooter
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Switzer\ond, 2015

Farming gimulator 15

Developer (Pub\isher): Giants Software (Astragon Entertc'\nment,

Focus Home \nteroctive)
System: Mac, Nintendo 3DS, PC, pS3, PS4, Xbox One, Xbox 360

imulation Game

Genre: S

«Farming simulator 15» is a farming simulation video game. The player is

able to farm, breed livestock, grow crops, do forestry and sell all assets
created from farming.

Macro mechanics: The main goal of the player is to harvest crops and

sell them in order to expand the farming enterprise with machines. fields,
animals and buildings- The player is free to explore, grow from a choice of
several crop types. and invest money in additional fields and equipment.
Livestock may be purchosed, and then it is UP to the player t© care for the

gnimals.

Micro mechanics: The player is given missions that involve a simple
everyday farming task. |f the player cuccessfully completes the task, he
is rewarded with a sum of money plus @ bonus amount of money based on
how quickly the task was completed. There is N0 punishment for failing @

mission.

Links: Ski Region Simulator
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Developer: Blindflug Studios
System: Android, 105
Genre: Roguelike adventure

«Cloud Chasers» is @ story driven survival game about immigration.

Macro mechanics: The player guides @ father and his daughter through
five deserts full of dangerous events, leading the family from cloud field to
cloud field where water can be obtained. The goal is t© eventually reach
the tower that leads to the cities in the clouds.

Micro mechanics: The player flies to the clouds to collect water before they
are harvested by others. The water then can be traded in for equipment
that helps surviving. The player fails if one of both family members die
and has to restart the game: The ultimate reward is surviving and reaching
the end.

Links: FTL: Faster Than Light



United Kingdom, 2014
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Switzer\dnd, 2015
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Micro mechanics: Your avatar can move and jump in a realistic physics driven
world. You can take a stick, hit with itor throw it against enemies. You can
pick up other objects and throw them. You have to run and fight and hide.
You can hide under a tree trunk against flying creatures that shoot stings at
ou. Reward: going to the next level. punishment: dying and sent back to last
checkpoint.

Links: Feist (2008), Limbo



Switzer\dnd, 2013

Journey of @ Roach

Developer (Pub\isher): Koboldgames (Doedo\'\c Entertcinment)
System: Linux, Mac, PC
Genre: Adventure Platformer

t in a post apocalypse

«Journey of @ Roach» is an Act'\on—Adventure game s€
earth and

world. You join Jim and Bud on their journey o the surface of the
experience what it truly means to be @ cockroach.

Macro mechanics: The goal of the game is to get out of the underground
world and bring the story to an end. Entering different rooms on the way to
the surface of the earth, the player's logic skills are tested with increasingly
complex puzzles.

Micro mechanics: picking up items: combining them and using them in specific
places is the key to progress'\on. The sameé mechanics aré used repeoted\y but
in changing context and story settings. Being @ roach opens up a new dimen-
sion of movement and lets the player craw! along walls and ceilings. This
innovative game mechanics creates opportun'\ties for an exciting new puzz\e
design. Figuring out a puzzle 1S rewarded by story progress and cutscenes: As
punishment you remain stuck in the same room.

Links: Deponia



Japan, 1998

LSD: Dream Emulator

Developer: Asmik Ace Entertoinment
System: pSt
Genre: Exploration game

«LSD» (also known Qs «LL.SD: Dream Emulator») is @ surrealistic exploration
game based on d dream ]ournd\ of an artist at Asmik Ace Entertainment. The
game has earned itself a small cult following due O the eccentric nature of

the game and its content.

Macro mechanics: In «LSD», the player navigates through @ psychede\ic
dream world. The idea is simply to walk around and explore things in @ dream
environment. \f the player bumps into walls or other objects in the game, he
will be tronsported to another environment. Each dream can last up to ten
minutes, after which the player will wake up and is sent back to the main

menu.

Micro mechanics: The game is setina first-person environment. The player
may use the left and right directional buttons to look and change direction,
the up and down buttons to initiate of reverse movement, the front shoulder
buttons to turh around, and the back shoulder buttons to strafe |eft or right.
The player may also hold the X-button while moving t© run, the square-button
to look down and the triangle-button to look up- \f the player falls off a cliff or
into a hole in the dream, they will wake up ‘mmediately: A graph that appears
at the end of each dream keeps track of the player's state of mind; the states
are upper downer, static and dynamic, referring to the environments and the
genero\ feel of the dream the player just went through. Past states may have
offects on later dreams.

Links: Proteus



Japan, 1981
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Switzer\cnd, tba

Niche -
a genetics survival game

Developer: Philomenad gchwab, Team Niche
System: Android, Browser, i0S, Mac, PC
Genre: gimulation, Strategy. puzzle

«Niche» is @ mixed genre game about popu\ct'\on genetics. The player shapes an

animal tribe t© find its own ecological niche.

Macro mechanics: The main objective is to keep the tribe alive through dangers
like hungry predators, climate change and sickness: Resource management an
smart breeding, which is based on real genetics, Are the main mechanics of
«Niche». The worlds and animals are proceduro\\y generoted.

Micro mechanics: «Niche» is p\cyed from @ top-down perspect’we, giving the
player @ god-like view over the board. Rounds are represented by a day-cycle
£ dawn, daytime: dusk and nighttime. All animals of the tribe can be
od to perform certain actions (collecting food, scouting new fields,
mating, attacking @ predator, otc). Animals have a limited lifespan which means

having offspring s essential. An animal’s characteristics are defined by its genes

which are possec\ on to
points for completing given tasks and for produc’mg offspring. Gene points can

consisting ©

in form of animals dying and dwindling resources. f the tribe
goes extinct, the player has to start again in @ newly generoted map, keeping

the unlocked genes-:

Links: Shelter: Creatures, Tamagotchi, Curious Expedition
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Japan, 2001
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United Kingdom, 2013

Tearaway

Developer (Pub\'lsher): Media Molecule (Sony Computer Entertoinment)
System: PS Vita
Genre: Jump 'n' Run

«Tearaway» is @ Jump 'n' Run game which makes unique use of almost all
of the PS Vita's features. The god-like player can <tick his fingers through
Tearaway's pcpercrcft world, apply new skins to animals by taking pictures

with the camerd or occasionally use the Vita as d viewfinder 1o take in-game

Macro mechanics: The messenger Atoi has @ unique message to be delivered
to the player who is referred to OS «the You» in the game. A aumber of Jump
'y’ Run levels has to be completed on Atoi's quest 0 reach his goal. Each
|evel includes @ aumber of side-quests which can be completed to reach a
perfect score. For example, the player can find instructions for many of the
game's popercroft models to be built with real paper and scissors:

Micro mechanics: «Tearaway» 1s @ classic platformer where the player has
to jump and defeat opponents with an ever increasing arsenal of abilities.
The frequent interactions with camerd, touch sensors, microphone of gyros-
cope-contro\s add another p\oyfu\ layer to the game, which enhances the
gomep\oy experience in a very p\oyfu\ and meaningful way- Eor example, the
user can stick his finger through the poper—thin game by touching the Vita's

Links: Double Drago™ Teenage Mutant Ninja Turtles



Japan, 1989

Golden Axe

Developer (Pub\'lsher): Sega AM1 (Segc)
System: Arcade, Megd Drive, Remakes on many other platforms
Genre: Hack 'n' Slash

B A e s ;

«Golden Axe» takes place in @ high-fantasy setting that heavily borrows

from Conan the Barbarian. The player can choose one of three fighters

to fight his way and rescue the king and princess of the kingdom of Yuria
from the fangs of Black Adder. Makoto Uchida was the primary developer
of the game:. He was also respon5|b\e for the creation of «Altered Beast».

Macro mechanics: As usual for the Hack 'n’ Slash genre, the player has to
battle through side scrolling levels, tryingd not to die before reaching the
end. By employing weapons, }ump‘mg or using magic, players can attack
opponents. Occasionally; players will be able to ride on fantastic beasts
that add extrd attacks and protection.

Micro mechanics: The game is p\oyed using the Joypad and 3 buttons
which trigger jumping attack and magic. Each beast features different
attacks, and the player has to learn which gttack can be used to beat an
opponent. Magic attacks hurt all enemies on the screen. The force of this
magic depends on the amount of magic power currently available. Magic

s collected by kicking little sprites who drop magic potions:

Links: Double Drago™ Teenage Mutant Ninja Turtles



Japan, 2001

REZ

Developer (Pub\isher): United Game Artists (Segc\)
System: Dreamcast, PS2
Genre: Rail Shooter

«REZ» is @ Rail Shooter in which the player takes control of an on-screen
avatar traveling along @ predeterm'mec\ path through @ computer net-
work. The gooal of the game is to hack into an artificial intelligence named

game's electronic <oundtrack. «REZ» wWas created by Tetsuyd Mizuguchi,
who is also respon5|b\e for other music games like «Space Channel 5» of
«Lumines».

Macro mechanics: The player has to beat five main areas by defeating
viruses and other attackers trying to prevent Eden's shutdown. The game's
levels run on rails, the player can only control enemies he targets with his
shots.

Micro mechanics: The player targets foes by holding @ lock-on button
while moving an aiming reticule over up to eight enemies. Once the lock-
on button is released, the avatar fires shots that home in on each target.
Getting hit of failing to kill an enemy reduces the player's current evoluti-
on level by on€ and changes the avatar's form.

Links: Panzerl Dragoon, Child of Eden
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USA, 1980
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USA, 1983

Spike

Developer: GCE
System: Vectrex
Genre: Action Platformer

_SPIKE

e WK
Net @ wioMt ®

Spike's g'\r\fr'\end Molly has been kidnapped bY his evil nemesis Spud! Spike
must rescue her while climbing ladders, jumping platforms, and avoiding
the denizens that are out 1O cause Spike's demise. Spike is @ vector-gra-
phic game designed as @ pseudo 3D Platformer.

Macro mechanics: Spike has to save Molly. Spike starts out at the bottom
of the game <creen. There are three sets of platforms that he must climb
to make it to the top to reach Molly. The platforms move from cide to side
and Spike must place ladders as the p\oyer(s) teel fit will best help him
make it from one level of platforms to the next.

Micro mechanics: The first level has nO enemies. As s00N as Spike reaches
Molly, she gets recaptured by Spud. In level 2 Bouncers are introduced as
opponents. They have to be avoided Of kicked away: In level 3 Birds are
introduced and platforms move faster. punishment: Spike will lose @ \ife i
he falls through the spaces. Reward: An extrd life is awarded with every
10,000 points.

Links: Donkey Kong
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Switzer\cnd, 2015

Monocu\ar

Developer: Helen Galliker
System: Mac,
Genre: Experim

ental Adventure

A cyclops lives on @ monotonous
One day, he falls down @ ledge, which causes his eye to fall out of its

socket. From this day on the cyclops can throw his eye around the island
and thereby view his world from another perspective.

Macro mechanics: A grey veil has covered the whole island. The player
needs to get rid of it by changing his point of view.

Micro mechanics: The game has @ first-person view whereby the camera
represents the cyclops eyeé: The body and the eye ar€ seporote\y control-
lable. The whole world is two-sided with the grey side always pointing at
the cyclops’ body. Thus, the player can cee the other side of the world just
if he throws his eye away from the body. He needs to interact with the

hidden side of the world to get rid of the grey veil.
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Switzer\ond, 2015

Violet - pale noise

Developer: Melanie Vetterli
System: Mac, PC
Genre: Point 'n' Clic

k Adventure

A pale and silent noise is in the streets. It's that scratch <ound you hear
when an ominous curse befalls a town: Only @ mysterious girl with her
violin seems 10 know how to expel the undesired guest. But frst, she has
to find it!

«Violet - pale noise» is @ Point N Click Adventure entirely handmade with
the stop motion technique.

Macro mechanics: The player must find the origin of the curse that has
befallen the town, and find a cure: He has o talk to the locals and solve
different puzzles 10 get more information gbout the curse:

Micro mechanics: Violet is controlled exclusively with the right mouse
button. The player interacts with the game world, with people and with
objects 10 progress- Violet's violin case serves as inventory- Collecting an
using objects and playing music are the key to solve the mistery-

Links: Lumino City, Cletus Clay, The Dream Machine
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USA, 1990

Chip's Challenge

Developer (Pub\’lsher): Chuck sommerville, Epyx (Atari)

System: Amigd, Amstrad CPC, Atari Lynx, Atari ST, Commodore 64, MS-
DOS, PC, 7X Spectrum

Genre: puzzle

«Chip's Challenge» is @ top-down tile-based puzzle game in which you navi-
gate Chip McCallahan through 148 mazes full of obstacles and puzzles. You
control Chip 10 four directions using the joystlck or keyboord.

chips, you will have to use tools such as keys. and special shoes to bypass
obstacles. Chip will have o manipulate switches and use dirt blocks to
build bridges across waterways, gvoid enemy creatures and be back to
unlock the level exit chip socket before time runs out.

Micro mechanics: When completing @ level you receive additional 10
points time bonus for every cecond remaining on the clock. additionally
you receive @ level bonus that is dependent on how many lives you neede
to complete the level. Reward: bonus score. punishment: smaller bonus:

Links: Lands of Havoe Shackled
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Switzer\cnd, 2015

wizball

Developer (Pub\isher): Sensible Software (Ocean goftware)

System: Amigd, Atari ST, Amstrad CPC, Commodore 64, DOS, Thomson
MO5, ZX Spectrum

Genre: Shoot 'em up

«Wizball» is @ <ide scrolling Shoot 'em up 1N which you control @ wizard in
a spoceship-\ike ball. You (Wiz) and your cat companion Nifta will shoot
down enemies, pick up the colors they drop and upgrade your spaceships
for better maneuvering and shooting capabilities.

«Wizball» features g two player cooperative mode where the second player
controls the movement of Nifta. Multiple levels are played in pcro\\e\ and

you will be required to 9° back and forth to collect specific colors.

Macro mechanics: Each level starts out gray and you need to mix the
requested color to complete it. You can collect color by shooting @ certain
type of enemy and picking up the color drop afterwards with the help of
Nifta. First you have very limited movement and need o upgrade your
Wizball to be gble to move freely and receive Nifta. By holding down the

Wwizball and at the same time collect the color drops with Nifta. Once a
color pot is completed, the level is colored in by the wizard. As the levels
get harder, you will have to start mixing colors for more complex color
combinations.

Micro mechanics: When the required color drops aré collected, you enter
a bonus level where you can gain upgrades of extra lives and increase your
score. After this you can chose an upgrade 1o make it permdnent, even
after losing @ life. Reward: bonus score/\'\ves/upgrodes. punishment: NO



USA, 1990

Minesweeper

Developer (Pub\isher): Microsoft (Microsoft)
System: Wwindows 3.1
Genre: puzzle

Mine sweeper

«Minesweeper? is a single-player puzzle video game with a board of squa-
res. The goal of the game is to uncover all squares that do not contain
mines.

Macro mechanics: Uncover as many squares as possib\e. Click a square

Micro mechanics: A timer will start cunning when you select the first
square. Besides clearing the whole field without triggering any mines, the

Links: emMines



France, 2013

Rayman Legends

Developer (Pub\isher)z Ubisoft
System: Sony PS3 PS4, Nintendo Wi U a.o.
Genre: Platform, Jumpn'Run

Rayman Legends is @ platform game that builds on former Rayman games.
Up to 4 players can make their way cooperat‘we\y through various levels.
Along with Rayman, Globox, Murfy and the Teensies the female character
Barbara and her sisters are p\ayab\e too.

Macro mechanics: You make your way through the level to reach the next
stage and finally defeat the nightmares. Single-player of cooperative mul-
tiplayer- There are 120 levels.

Micro mechanics: You have to find, rescue and collect the teensies. This
unlocks new worlds. On the way you collect lums and defeat enemies.
Murfy, the greenbott\e, is an assist character. He can help cutting ropes.
activating mechanisms and grabbing enemies and lums. There are some
rhythm based levels that are pcrticu\or\y fast and challenging.

Links: Rayman Origins, Sonic the Hedgehog, New Super Mario Bros. U



Japan, 1982

Scramb\e

Developer (Pub\isher):

System: Vectrex
Genre: Shoot'em up

Konami

-
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Deutsch\ond, 2014

The Inner World

izbin

Developer (Pub\isher): studio F
System: Headup Games
Genre: Adventure
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USA. 1995-1997. Deutsch\ond, 2015

Emu\ated Games for Girls!

Developer (Pub\isher): Teresa Duncan
Restoration: Dragan Espenschied (Rhizome)
System: Streaming Emulation via Browser
Genre: Games for Girls

In den 1990er-Jahren verbffent\ichte die Kunstlerin Theresa Duncan drei
CD-ROM-Spie\e die sich speziell an Madchen richteten und eine Alternati-
ve Zur aufkommenc\en Welle der Pink Games darstellen <ollten: Chop Suey,
gmarty und Zero Zero. Die drei Spiele zeigten Madchen als aktive, selbst-
bewusste Figuren: Dragan Espenschied hat fur die New Yorker Organisa-
tion Rhizome die drel vergriffenen Spiele, die heute auch technisch nicht
mehr nutzbar sind, mittels innovativer Emu\ationstechnik im Web wieder
zugéng\ich gemacht.

Macro mechanics: point'n Click Adventure. Das Spiel Chop Suey prasen-
tiert sich als interaktives Storybook far Madchen swischen 7 un 12.lm

Spiel erkunden ZWe! Madchen den Ort Cortland in Ohio. Sie essen zuviel
Chop Suey und beginnen Tagtrgume.

Micro mechanics: Der Spieler Wlickt sich durch den Ortsplan von Cortland
Hauser und cinzelne Strassen: Sobald alle Objekte
in einem Bereich gepruft sind, verwandelt sich der Cursor in einen Mond
und ein Finger verweist auf den nachsten Bereich. Die einzelnen Bereiche
werden von einem Erzdhler aus dem Off erzahlt.

Links: Adventure, Leather Goddesses of Phobos



