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Abstract

Video and electronic games have changed dramaticall y over
the decades since the first games appeared. Method s of
interacting with and playing these games have also
evolved. The video game console has become a standard
entertainment device in many households. Input dev ices
used to interact with these consoles have also chan ged to
meet the capabilities of advancing technologies and the
wants of their users. If the summum intentio of video
games is to create a fully realized immersive play

experience - a real-time human narrative — input me thods
and types will dictate the degree to which that imm ersion
Is achieved. One of the most recent advances in vi deo
game input methods is that found in the interaction design
of the Nintendo Wii Remote. This case study will a dvance
the questions: How does the Wii Remote represent an
advanced form of game interaction and does the devi ce
achieve the purpose of immersing the user in a narr ative
experience?
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Summary

The Wii Remote is a motion-sensing video game consde input device developed
as part of the Nintendo Wii entertainment system. Possessing an internal
accelerometer for detecting motion speeds and an op tical sensor that
determines where the remote is pointing, this wirel ess device can be used to
mimic and pantomime real world actions, which in tu rn are instantly
reproduced through animations on screen. The remot e's optical sensor reads a
special sensor bar's light-emitting diodes position ed atop the television. This
allows users to point and navigate through on-scree n menus and during
gameplay (Wikipedia contributors).

This case study is divided in to three sections. T he first presents a dialectic
synthesizing the researcher's arguments about the Wii Remote's successful
design, the second a proposal for research that eli cits such findings as
contrasted with contemporaneous game input devices, and a third with the
actual results of those findings. This study gener ally concludes that the Wii
Remote is a simple to use yet advanced technological form of video game input
and another important step in the evolution of gami ng experience towards
total narratological immersion, approached in an in tuitive manner. This
intuitiveness makes the device and the games it is designed for approachable

to even the most non-traditional users.
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-dialectic-



Introduction

Narratology examines how narrative shapes our perce ption of cultural products
and the world that our culture inhabits (Felluga, 2 002). What meanings can be
derived from such cultural perceptions? As a career storyteller, | the
researcher am interested in narratology because | a m interested in how we
create meaning with artifacts. | am interested in  how we craft stories. | am
interested in the communication of perceptions, and vice versa. | am
interested in how we guide the perceptions of other s through narrative. | am
interested in how we develop meaning through intera ction. How do we
interact with cultural artifacts? How are cultural  artifacts representative of
certain narratives? What are some artifacts thati nvite interaction - interaction
that inevitably generates new narrative? Is live i nteraction the purest form of
narrative? How can interaction with cultural produ cts define us, or rather, how
do we tell stories through our interaction experien ces, like the experiences had
in playing games which utilize cultural artifacts?  What stories can be told with
a bat, a ball, a toy, a glove, a wheel, a net, afi eld and so on? Basically, how
can our interaction with storytelling tools and art ifacts generate new narrative?

Is a video game controller a viable object for gene rating narrative?



Context

Games of all types represent some of the best ways to craft immersive
narrative (for more on the subject, see Narrative, Interactivity, Play, and

Games - Eric Zimmerman.). Games are cultural artifacts, and one must
consider any of the elements of a game, including a ny interaction tools used to
achieve the goals of gameplay, substantive standalo ne cultural artifacts as

well. These artifacts interacted with generate nar rative.

Background

The Nintendo Wii Remote input device is a cultural artifact that can generate
innumerable narratives. The number of paths in the generation of interactive
narratives are as numerous as the amount of opportu nities and ways there are
for us to give input, the degree to which a game is designed to respond to that
input, and how many different ways we respond to an y stimuli in return from
the game. In essence, every time you play a game y ou can create a new story.
This is why effective interaction design in video g ames and corresponding input
devices is critical. Their design sets the paramet ers for the generation of any
new narrative. Input devices must present intuitiv. e mappings and logical
affordances; they must do whatever a player reasona bly expects them to do or
they will not be able to generate desired narrative s (Norman, 1998 and

DoeTAppliedToGameDesigih



Problem

How does the Wii Remote represent an advanced form of gaming interaction
and does the device achieve the purpose of further immersing the user in a
narrative experience? How does the device differ i n so doing from other
devices? Does the continued popularity of traditio nal as well as other

emergent interaction forms discount this advancemen t hypothesis?

Thesis

The Wii Remote is an intuitive device that generall y achieves the purpose of its
design: instinctive input representing another step on the road to total
immersion in gameplay. User research indicates that while the Wii Remote
sometimes belies its presumed affordances, it posse sses effective usage
mappings, especially with extended practice. The W ii Remote is an
advancement in the history of gaming interaction as compared to traditional
input devices, but it appears this advancement migh t also be less of a

progression but more of a shift.



Section 2

-proposal-
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Proposal

| will conduct qualitative research encompassing us ability testing and a review
of secondary knowledge to answer the problem presented in the dialectic
portion of this document above. This research will (and did) arrive at the

thesis argument contained in the same.

Research Plan

Review secondary sources and contextualize Wii Remae
Examine theories on the success of the Wii
Create a subjective history of video game input dev ices
Joysticks
Controllers
Motion-sensing devices
Present a meditation on other contemporary emerging devices
Wii Fit
Guitar Hero and Rock Bandinstruments
Novint Falcon
Conduct usability testing
Present researcher's qualitative observations
Informally survey a user group; present findings
Compare test results to those conducted by secondary sources
Draw conclusions

Rationale

The plan outlined will (and did) effectively execut e the objectives of the
research proposal. The methodologies of informal q ualitative usability testing
and a cursory overview of secondary knowledge provide convincing data which

supports the subjective analysis detailed in my the sis.
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Secondary Research

Presented below are findings from my research of seco ndary sources as well as
acquired personal knowledge, comprising the followin g three pages (12-14).

Success Theories

Since its release in late 2006 the Nintendo Wii has enjoyed brisk sales and high
demand (Herald Tribune). One of the possibilities for this success is th e Wii's
price tag. The Wii is significantly less expensive than its competitors,
Microsoft's XBOX 360 and Sony's Playstation 3, albk they pack much more
processing power (eBay Guideg. Therefore, others contend that the primary
cause of the Wii's success is found in its unique input conceit, the Wii Remote.
The XBOX 360 and Playstation 3 utilize traditional game controllers for input.
One of Nintendo's early goals in developing the Wii was to design a console that
appealed to a wider demographic than the traditiona | young male gamers who
have grown accustomed to regular controllers (Wikip edia contributors). In
creating a device that was similar in appearance to a TV remote control and
that allowed one to navigate on-screen menus in way s similar to computer
mice, Nintendo invited non-traditional users to app roach the system from a
familiar frame of reference. For instance, women a re increasingly taking to
gaming, and the Wii might be a significant factor ( Game hackg. Even senior
citizens have found the Wii Remote favorable. Game s like Wii Sports and Wii
Fit have become popular recreational activities in man y nursing homes

(FOXNews.con.



13

History

Joysticks became widely used during
the initial days of home video gaming in
the early 1980s. Console systems like
the Atari 2600 employed joysticks as
input devices. The relative simplicity of
games during this era did not ask the user for very complex methods of input.
Being able to steer your character's movements and fire a weapon were about

all that was asked, and therein the joystick delive red.

Controllers like the XBOX 360 controller pictured

at right have become the staple of video game input

devices today. With increased processing power and
other functionalities, controllers have become over -
loaded with buttons and directional pads, which may

present a challenge to new users unfamiliar with th  umb-based input styles.

Now, motion-sensing devices like the Wii
Remote may become very common in the
coming years thanks to the Wii's success. In
some ways the remote is a throwback to

simpler input means like the joystick.
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Moving Forward

Wii Fit is an input device that the user
stands upon. Sensing shifts in weight
and balance, the device allows the user
to interact with the console in a very
unique way. Wii Fit is also a
corresponding game, where players work on fitness g oals, including the ability
to maintain a daily routine with the Wii's help. | nstead of sensing movement
through physical space like the Wii Remote, Wii Fit senses input as attributed

to physical pressure. This presents an interesting way to create immersion.

Guitar Hero and Rock Band's imitation instruments

are very popular input devices created just for tho se

games. Empowering users to live out rock dreams,

these controllers are intricate and can possess many

buttons like their more traditional game controller

predecessors. Still, they convincingly take the fo rm and appearance of the

instruments they simulate, becoming automatic visib ility clues (Norman, 1998).

The Novint Falcon, pictured at left, is a
great example of a more fully immersive
input device. It possesses true haptic

feedback, applying return pressure on input.
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Usabllity Tests

Qualitative observations from the researcher — As a player who was first
introduced to video games during the joystick era, and later grew accustomed
to traditional controllers operated in a fixed posi tion with one's thumbs, | found

it difficult to use the Wii Remote at first. With practice is becomes less
strenuous.

Informal user group responses — | watched several children and adults use the

Wii Remote to play Wii Sports and asked them questions about the experience.

Does the Wii Remote do what you expect it to do whe n playing with it?
Do you prefer the Wii Remote over a traditional con troller?
What are some things you do not appreciate about th e Wii Remote?

The general consensus was the device is better than standard controllers and
works the way it was intended. Although, it was in teresting to observe that the
adults reported it tougher to use than the children . The kids indicated the
remote only sometimes does not do what they want, b ut the buttons are easy
to remember how to use. An adult said it was hard to find the pointer.

Usability testing by secondary source — My user group did not come across any
issues with visibility usage clues; they knew how t o hold and use the remote.
However, it should be noted that some people who ha ve never used the device

are unaware of how to grip it at first — how it fit s in hand (Pasta&Vinegar).
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Conclusions

Qualitative research concludes that the Wii Remote is an advancement in video
game input device design. Usability testing indica tes that, while there are
some forgivable instances of poor affordance and ma pping, in that (sometimes
inadvertently incorrect) use of the unit oftentimes  does not produce user's
intended results (although it is worth noting that much of this is related to the
design constraints of the actual games being played in that they do not fully
utilize the device's capabilities), this is outweig hed by the successfulness of the
device in producing intended results. The intuitive ness found in the “TV remote
control”-style design and point-and-click navigatio n interface helps attract a
wider demographic. Also, by seeking to bring non-t raditional users to video
gaming with instinctive motion mimicry, the Nintend o Wii has succeeded in
reaching out to players that are averse to the moti onless conceit of the button-
clogged standard controller. From an historical co ntext, the Wii Remote may
represent a current highpoint in design. Itis a ¢ loser cousin in simplicity to the
joystick, but employs more sophisticated technology like other contemporary
controlllers. Nevertheless, the future may see mor e devices like the Wii Fit,
Guitar Hero guitar, and Novint's haptics-based Falcon, all of which provide a
more immersive simulation experience. This immersi on is critical in developing
effective real-time narratives. The Wii Remote suc ceeds as an artifact that can

be used to develop such stories with each use.
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Final Synopsis

This case study asked the questions: How does the Wi
Remote represent an advanced form of gaming interac tion
and does it achieve the purpose of further immersin g the
user in a narrative experience? How does it compar e to
other devices? Does the parallel popularity of tho se
devices indicate less of an advancement and more of a shift
in game input device evolution? The results of the research
performed by this study answered those questions. The Wii
Remote is an advancement in gaming interaction desi gn
because it was designed and appeals to non-gamer
demographics with a simple style that hearkens back to
input devices like TV remotes and computer mice as seen in
other mediums used by wider segments of the populat ion.
And, the device employs sophisticated technology su ch as
motion-sensing and LED optic sensing. Allowing the user to
mimic real-life motions during gameplay more fully
Immerses users in gameplay experiences. This permits
users to have richer narratological experiences by granting
more intuitive control to story generation, even wi thin the
constraints of the games played. Nevertheless, the
popularity of the device is concurrent with the pop ularity
of other consoles which use standard controllers. This may
indicate more of a shift than an advancement forwar d if
those consoles continue to remain successful in spite of the
Wi.
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