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Summary: 
The proposed series consists of two theoretical-practical seminars, each lasting four 
hours, and offers an introduction to the more humanistic aspects of the video game 
field, from two perspectives: narrative and aesthetics. Taking an interdisciplinary 
approach that bridges audiovisual communication and artistic reflection, the seminars 
aim to explore how a story is conceived within the interactive realm of video games, 
and how its expressive language – images and sounds – should be understood within 
the context of contemporary creativity and, indeed, from the perspective of art history 
itself.  
The aim is for PhD students to acquire a broader contextual humanistic understanding 
within which to frame their research into this product, moving beyond the linguistic 
dimension, and to recognise that, ultimately, the video game is simply another platform 
of expression through which the individual can generate creative, social and cultural 
discourse. 
 
Seminar 1 
In its early years, the video game quickly transcended its limitations as a technical 
product and evolved into a narrative platform that follow in the footsteps of the visual 
storytelling already established in cinema and television. With the added value and 
distinctive feature of interactivity, technical advancements enabled the development 
of increasingly complex and profound narratives, until the product reached a level of 
maturity comparable to that of traditional audiovisual media.  
During this introduction to narrative in video games, planning tools used by 
screenwriters and writers of audiovisual fiction will be presented, and the possibilities 
for adapting them to the interactive essence of video games will be explored. 
Furthermore, the emergence of narrative interest in video games will be explained from 
a historical perspective, through its key milestones.  
In addition to creating a space for debate on the video games potential for storytelling, 
the aim is for this understanding of video games as a product with humanistic roots to 
complement the participants’ perspectives on this cultural creation within their 
respective doctoral research, whatever their specific research fields may be. 
 
Seminar 2 



Video games are a creative product of the highest order, bringing together such 
legitimate artistic disciplines as drawing, modelling, painting and musical composition. 
Beyond being regarded as a form of entertainment, video games demand a high level 
of creativity linked to a reflection on the representation of fictional worlds and the 
possibilities and implications that this work entails.  
This overview of the expressive dimension of video games will examine, starting from 
the philosophical concept of aesthetics, the visual and auditory paradigms that have 
marked their history, from pixel art and sound effects to polygon modelling and 
orchestral music. These issues will be linked to the concept of art itself, and we will 
reflect on the potential of video games to be considered a new form of genuine artistic 
creation. 
Furthermore, we will reflect on the aesthetically rooted social implications that are 
equally present in this field, such as the expression of individuality through the avatar 
or the moral consequences of video games. 
 


