99 234 201206, . yuhuijiang@ 126. com., “
" : 17BZ015 o

Title: Little Nightmare in a Vast Cosmos: Dark Ecology and the Poetics of Nightmare in Videogames

Abstract: The ecology of games is a new and crucial trend in recent theory on videogames. As a branch of media ecology it not
only reflects the two related aspects of the “apparent” and the “latent” but also implies a deep concern with the underlying gray
and dark dimensions. However in the early studies of the ecology of videogames represented by lan Bogost the emphasis on
subjectivity is overshadowed by a return to operation system and its materiality. Therefore this article uses Timothy Morton's
landmark contribution to dark ecology to reflect on the two related points of subjectivity and experience. It then focuses on the
ecology of videogames clarifying the fundamental difference between “game feel” and “game experience” and further illustrating
the dark poetry that centers on the atmosphere of nightmare and the experience of suffering on the basis of several recent games
in order to understand the unique artistic and aesthetic characteristics of videogames.

Keywords: media ecology; dark ecology; metagaming; game feel; experience; ambience

Author: Jiang Yuhui Ph.D. is a professor at the School of Philosophy East China Normal University. His research interests
include contemporary French philosophy and media theory. Address: No. 234 Lane 99 Jiajing Road Pudong Shanghai
201206 China. Email: yuhuijiang @ 126. com. This article is supported by the National Social Science Fund of China
(17BZ015) .

. ( Bernard Suits) v unnecessary obstacles) (41) .
“ ”( playing a “ 7

game is the voluntary attempt to overcome

e 56



“« »

. “ . ”(gray) “ ” ( dark) :
7(172)
@
) ) o

) 2 2 i

43 ”»
?
( media ecology) o
( (
» )
. ( Matthew Fuller) »
. . « o
( playlng “ ”» 3
a game is the involuntary attempt to overcome ( interrelation) ”
N interrelation
necessary obstacles) ( Media Ecologies 3)
“@ »
[ ”»
?
®
N “ ” ( experience) ( rhizome)
o 113 ”
( ecology of games) . . “orw
; [43 » (43 »
“@
»

“« ”»

e 57 e



2022 3

(63)
N ?
“ ”( nodes)
( otherness) ? (105)
o <<
» .
( Y Evil Media) .
( M Bleak Joys)
R << >> “ ”»
( gray) ({3 ”»
“ ( troubling)
( thickness ) ” ( Fuller and
Goffey 35) . ( »
( crack) ( Fuller and Goffey 8 11
31) . .
( » “

( Fuller and Goffey 8 —9)

“ »” o« ” o«

”»

e 58

(
)

. ( Katie Salen) ¢
M Ecology of Games) o
» ( 3) 5 43

( Tan Bogost)

( dark) o

« ” (
6) o

Videogames

( )

“ ”( microecology)

( contexts)

use) ( How to Do Things with

(J.L. Austin)

)
)

76) .

“ ”

N

Videogames 7)

(

[ ”
[

“« ”»

(43

”( How to Do Things with



“ ”

“« ”

N ( broadening)
( How to Do Things with Videogames 153)

A 13 ”» ‘@
° ”( How to
“ ” ( disinterest) . . .
Do Things with Videogames 13) .
° AY
o
“© ”»
N Al
° “ ”
o
( 113 ”» “ ”»
Y o
) o
“ »
° “ » « ” “« »
[3 77’
o
°© [43
» .
o
{ » “
“
_ _ » ( <<
o) 237) . .
( ) (14)
“ ”»
o
i ;
( “« v)
43 »
o Al N !
. o
( “
”) (14 ”
° o
113 »
o
“ ”»
o
[3 »
. o
“ ”( proceduralism) o
o o

© 50«



2022 3

3 §
(
( 000)

“ ” ( unit)

(
»
¢ M) Play Anything)
(K
@ » ?
( milieu)

c 60

»
bi

» 141)

13

(A«

»

(

®

[43

»

»

")

(

“

13

13

D)
»
”
o
“
o
« »”
»
o
interval)
»
o
“
N
@«

" ( duality)

o

@
»”
°
” (
N
» oo« »”
«
o
°
»” “

( empathy)

” ( multiplicity)

»



143 ” W b2 (43 ”

”( conceptuality)

( Adorno 137 —140) “ ”
({3 ”»
({3 » 14 ”
“ ”»
§ »
o ( dark ecology) o
( Timothy Morton)
( « n)
“ ”»
“ [43 ” ({3 ”» “
; ( The ecological thought imagines a multitude of
entangled strange strangers) ( The Ecological Thought
“ "o 15) . “ ” ( strange)
o “ ”( otherness)
?
o “ ”( weirdness)  ( Being Ecological 107)
?
. L ” ( anesthetic) “ 7 ( dark
( Morton  Ecology Without experience)
Nature 11) : “ N N 7
“ ( The Ecological Thought 17) .
f)n 143 »
[13 ”»
( aesthetics) “ 7 N
113 ”» “ ”
“« » “

e 6]



2022 3

( passivity and void) o

( The Ecological Thought 80) .

113 ” ( VOid) 113 ” 4 ”

[43

» f) “ ”»

“ ”( radical

passivity) ( 94)

“ ”

113

“« ”»

”( suffering) o
( Sentient beings do suffer) ( 81)

o

®

( recognition)

( appreciation) ( intensity)

62

« ”

X ” ( stay with the
( game feel)

darkness) :

( game experience)

( immersion )

( disconnection disrupi .

“ ”

( Boluk and Lemieux 84) .

o

VR

13

( presence) o

( »

« ””

”»

VR

«

( distort)

113

( Alison McMahan)

o

( diegetic)

[

( Wolf and Perron 68) .

[

”»

”»

”»

»



{ ) Stardew Valley)

~ o

( Janet Murray) ( Wolf and
Perron 68)
( ) Braid) )( The

Stanley Parabld M The Witness)

©®

" ( help user align their expectations

with the logic of the world) ( Wolf and Perron 69)

S

“ ” ( ensembles clos) ( Deleuze 22) .

( 113 Y«

o ( McMahan)

— . . ( attractors

: €«
connectors retainers)

" ( surprises)

« ”»

. ( Wolf and Perron 76) .
( Jeremy Bentham)

“ " ( deep play)
“ » (69) 5
”(163)
(78)
o . ( Steve Swink) .

( embodiment)

“«

( the tactile kinesthetic

sense) o ( It's the
sensation of control in a game) " ( Swink xiii)
“ ” ( realtime
control) . ( Chris Crawford)
- « 2
€« ”» “ ” “
» ( 3) o “

. . . ”
( precise continuous control over a moving avatar)

(4) -

e (3.



2022 3

(13 ”» << >>
( game experience) o . . .
( Salen and Zimmerman 7) . ( incommensurable gulf) ( 110) o {
( Portal)
“ ”( anamorphosis) (89) .
o ( Boluk)

( Lemieux) » \ o

( 73) “ ”»

” ( seamless immersivity of technical mastery) “ 7
(59) N
”( meta rules) “ o
”» 43 ”» ( i(liom) [43 ”» N
( radically transform) ( 36) . N o
?
?
? o
113 ”» R << >> 3
( allegories of beyond) ( 113)
( action) 5 « 9 «
”( disabled bodies)
“o oo “ ” ( How to sleep) ——
”( deviant and inferior) ” (39)

« 64

[



; < )

FPS
o « »
§ »
{ »
“ ”( Ambient Poetics)
( ambience)
. »
[43 » <<
» NS »
ambo 113 ”»
( on both sides) ( Ecology Without Nature 35) . N
(36) ;
(gap) (45)
( ) o ?
? (43 ”»
§ »
( » D 7
?” ( »
o § » :

( Limbg . ) ( Inside) { Y( Little “ 7
Nightmares) “ 7 “

113 ’ ?

2 s
{ » “
§ ) ( »

e (5 .



2022 3

( ghost)

“ ”( 15) .

( psyche)

c 66

« ”( 16)
( How to Sleep 5) o
( juxtaposition) (8)
”( 163)

Notes
@
@ “ ”» [

necessity

( principles) o

7 (188—

@ “

( the environment  social relations and human
subjectivity) ” ( Guattari 28) o
@ “ .
7 ( ) 215)
® “ P
7 ( ) 157)
©® “ o ( Morton

The Ecological Thought 83)
@ “
(‘an infinite void) .”( Morton The Ecological Thought 78)

( The Ecological Thought 125) .
@ “ ”»
( abstraction) ( How to Do Things with
Videogames 15) .

Works Cited

Adorno Theodor. Negative Dialectics. Trans. E. B. Ashton.
London and New York: Routledge 1973.

. S p) .
. . 2017 .

Barchelard  Gaston. The Poetics of Reverie. Trans. Liu
Ziqiang. Beijing: SDX Joint Publishing Company
2017.

Bogost lan. How to Do Things with Videogames. Minneapolis:
University of Minnesota Press 2011.

. ¢ ) .
2018 .

———. Play Anything. Trans. Zhou Fangfang. Beijing:
CITIC Publishing Group 2018.

Boluk  Stephanie  and Patrick Lemieux. Metagaming.
Minneapolis: University of Minnesota Press 2017.

. K p) .
2017 .

Camus  Albert. The Myth of Sisyphus. Trans. Ding
Shizhong et al. Nanjing: Yilin Press 2017.

Deleuze Gilles. Cinéma 1. limage-mouvement. Paris: Les
Editions de Minuit 1983.

Fuller Matthew. How to Sleep: The Art Biology and Culture
of Unconsciousness. London and Oxford: Bloomsbury
2018.

———. Media Ecologies: Materialist Energies in Art and
Technoculture. Cambridge MA: The MIT Press 2005.

Fuller ~ Matthew and Andrew Goffey. FEvil Media.
Cambridge MA: The MIT Press 2012.

Guattari Félix. The Three Ecologies. Trans. lan Pindar and



Paul Sutton. London: Athlone Press 2000.
. G h) N .
. . 2014
Heidegger Martin. Being and Time. Trans. Chen Jiaying
and Wang Qingjie. Beijingi SDX Joint Publishing
Company 2014.
— ( N ) .
1996 .

Selected  Works of Martin Heidegger. Ed. Sun
Zhouxing. Vol. 1. Shanghai: Shanghai Joint Publishing
Company 1996.

Morton Timothy. Being Ecological. Cambridge MA: The
MIT Press 2018.

———.  Ecology Without Nature:
Aesthetics. Cambridge MA: Harvard University Press 2007.

———. The Ecological Thought. Cambridge MA: Harvard
University Press 2010.

Rethinking  Environmental

Salen Katie ed. The Ecology of Games: Connecting Youth

Games and Learning. Cambridge MA: The MIT
Press  2008.

Salen Katie
Reader: A Rules of Play Anthology. Cambridge MA:

The MIT Press 2006.

and Eric Zimmerman. The Game Design

Suits Bernard. The Grasshopper: Games Life and Utopia.
Toronto: University of Toronto Press 1978.

Swink Steve. Game Feel: A Game Designer’s Guide to Virtual
Sensation. Burlington MA: Morgan Kaufmann Publishers
2009.

. S p) .
1996 .
Wittgenstein  Ludwig. Philosophical Investigations. Trans.
Li Bulou. Beijing: The Commercial Press 1996.

Wolf Mark J. P. and Bernard Perron eds. The Video Game

Theory Reader. London and New York: Routledge 2003.

( 55 )

—= { y . : 2018 .

———. Off the Beaten Track. Trans. Sun Zhouxing. Beijing:
The Commercial Press 2018.

. : A : )

. : 2015

Latour Bruno. Politics of Nature: How to Bring the Sciences

into Democracy. Trans. Mai Yongxiong. Zhengzhou:
Henan University Press 2015.

Morton Timothy and Dominic Boyer. Hyposubjects: On
Becoming Human. London: Open Humanities Press
2021.

Morton Timothy. All Art Is Ecological. London and New
York: Penguin Books 2021.

———. Being Ecological. Cambridge M. A.: The MIT Press
2018.

———. Dark Ecology: For a Logic of Future Coexistence. New
York: Columbia University Press 2016.

———. Ecology without Nature: Rethinking Environmental
Aesthetics. Cambridge and London: Harvard University
Press 2007.

———. Hyperobjects: Philosophy and Ecology after the End of
the World. Minneapolis and London: University of
Minnesota Press 2013.

———. Realist Magic: Objects

Ontology ~ Causality. Ann

Arbor: Open Humanities Press 2013.

——— The Ecological Thought. Cambridge and London:

Harvard University Press 2010.

Naess Arne. Ecology Community and Lifestyle: Ouiline of

an Ecosophy. Trans. David Rothenberg. Cambridge:
Cambridge University Press 1989.
( “ 7y« 1
(2015) : 81—84.
Zhang  Jin
criticism”’ . ” Gansu Social Sciences 1(2015) : 81 —84.
( b
§ ( ) 4(2018) :
95—99.

and Miao Jing. “On Literary ‘Post—

Zhang Jin and Xu Dongliang. “Dark Ecology and Post—
humanistic Ecological Poetics. ”  Journal of South—
Central Minzu University ( Humanities and Social
Sciences) 4(2018): 95-99.

. c « ) .

2016 .
Zizek Slavoj. Event: A Philosophical Journey Through a
Concept. Trans. Wang Shi. Shanghai: Shanghai

Literature and Art Publishing House 2016.

e 67



