
Do concepts of remediation and media convergence help us to understand the nature of the current symbiosis of the film and video game industries?

Since the inception of the video games genre, video games have played catch-up to the medium of film. Not only in terms of social credibility but also in terms of defining itself as a worthwhile art form. A significant proportion of society still considers the video games medium to be a substandard embodiment of inferior influence as its relative adolescence in relation to the established mediums of film, radio and books make it the "Cheeky young upstart" of the entertainment gamut.

Due to the advancement of technology, I believe that the video games medium is entering a period of maturity and rapidly becoming accepted by the masses as an effectual addition to our cultural spectrum. Literature is becoming increasingly available on this subject such as Mom don't bother me im learning! Prensky (2006) or Everything bad is good for you, Johnson (2006) alongside a whole host of academic publications feeding this awakening. Due to the exponential growth within the video games industry, the mediums of film and video games are now competing directly for revenue and dominance within the entertainment industry. Both mediums also have increasing investments in the opposing stratum, which is why it becomes consequential to explore this intricate, broad topic. 

There is a parity that exists in the same way the medium of film went through an "adolescence of acceptance" (in which an artform has to justify itself to outward criticism) but now video games have their own respected titles and auteur producers (Shigeru Miyamoto or Cliff Blezinski) that pioneer and help to shape the envelope of the industry. I wanted to ascertain the position that film and video games hold in relation to each other in their sometimes competitive, sometimes nurturing standpoint, and also to examine the influence of the medium in the opposing entertainment conveyance.
I believe there is now a necessity to examine and understand this emerging, symbiotic arrangement that is beginning to depend on a synergy rather than a rivalry. As a teacher and student of media studies, I consider the illumination of this topic to be essential for the advancement of my own progression and those i teach. This topic will inform the core of my progression.

In this essay, I discuss a range of topics that help in some way to explain the elaborate arrangement by the two mediums. As a theoretical framework I chose to implement and test JD and Bolter and Richard Grusin's development of the remediation theory, and looked look into the themes of adaptation and the use of new 3D technology over both mediums. I also drew essential conclusions from the writings of Henry Jenkins, who is well known for being an expert within the field of media convergence. These frameworks exist at the core of understanding the alignment of both leading entertainment industries and serve to explain their co-existence within the entertainment spectrum. I am aware that the scope of this topic is broad, but have attempted to use pertinent case studies and relevant original research through the use of online forums and focus group interviews when questions of audience perception arose. I have also included a relevant teaching video resource with a scheme of work to show how this essay will aid in the teaching of my research and findings.
The remediation theory is a concept augmented by two American scholars, J.D.Boulter and Richard Grusin from the Georgia institute of technology. In May 1996, the term was coined by Grusin as a way of complicating the theory of media 'repurposing' itself. Later, the pair teamed up to develop this idea and present their findings to the world. (The origins of remediation can be traced back to the communication theorist Marshall Mcluhan who talked of 'remedial media', a concept which was then developed by Paul Levinson in his book Digital Mcluhan: A guide to the information Millenium (2001). The remediation concept is based around the idea of one type of media 'refashioning' another. In most cases this occurs when an old media is superseded by a new media. The old media is then updated with some aspects of the new media as part of it's construction. For the purposes of researching this topic I considered this to be essential to understanding the effect of interdependence in media.

In Remediation: Understanding New Media, Bolter and Grusin (2000), the duo's take on remediation elucidate the further remediation techniques of 'immediacy” and 'hypermediacy'. Immediacy as a term, is discussed initially as a way of them explaining how audiences are increasingly demanding the live 'subjective/point of view experience' in which media producers must oblige to remain effective. Immediacy as a term is broad and can be applied to a number of media types such as film, video games, television etc. The general idea is as soon as a viewer forgets the presence of the medium itself and is immersed within the content, immediacy is achieved. "The medium itself should disappear and leave us in the presence of the thing represented: sitting in a race car or standing on a mountaintop"(p6).

Hypermediacy is a slightly more complicated standpoint that involves making the audience “Hyper-aware” of the medium itself. Hypermediacy can be achieved by various means but essentially draws the viewer to be made aware of the medium being consumed. 

Grandmas Reading glass, George Albert Smith (1900)
demonstrates aspects of remediation, encompassing immediacy and hypermediacy. This film was one of the first examples of a piece that cuts between a mid shot and a close up POV shot. The novelty of the film came from a piece of black card that was placed in front of the lens to mask out the background to attempt to emulate a magnifying glass. This effect clearly shows that each time the boy uses the magnifying glass, the camera cuts to a close up to emulate the POV experience. This "effect" repeatedly draws the viewer back to the presence of the medium and thus becomes hypermediated. However, editing between these two shots also demonstrates the "double logic of remediation" in which our media texts are strewn between aspects of both immediacy and hypermediacy. Both aspects must sit alongside each other in order for the media text to function properly.

Another way of explaining immediacy/hypermediacy would arise from the interface of the modern desktop based GUI (graphical user interface), specifically the Windows based systems that originated circa 1983. As part of the Windows experience, as we all know, the user is constantly reminded of the medium (Hypermediacy) as we understand each application to work within the concept of a a different window. The window metaphor helps us to separate each application and helps the user to differentiate the way they operate within each window. Through the repeated use of the system it returns to the concept of immediacy.
In addition to this came the mouse and the visual metaphor of the pointing arrow that enables the user to select an option from a "Menu" list of items . In terms of creating a tangible user interface, Microsoft had to create a hyper-mediated system that defined to the non trained computer user an undemanding familiar landscape to operate in.

I wanted to apply Bolter and Grusin's immediacy/hypermediacy model to an alternative media text so i decided a literal illustration of the TV series Big Brother would be apt for the task. The construction of Big Brother requires the audience to believe that events within the house are unfolding naturally and what the audience sees of the housemates is a true representation of the 'contestants' personality/character traits etc. The program needs this suggested transparency in order make the viewer 'Buy in' to the program. This directly indicates the immediacy aspect of remediation.
However, the program is edited and interspersed with stings showing an array of cameras and livery based on the representation and connotations of a human eye. (Watching, being watched etc) Furthermore, the voice and presence of big brother violates the immediacy and heralds the presence of Hypermediacy. The viewer is being constantly made aware of the medium itself. The audience is encouraged by 'Ticker' style banners to vote for their least favourite contestant to leave the house and upon the contestant leaving the house, the gameshow aspect reverts back to its voyeuristic allure, which brings us full circle back to the immediacy model.
 

 

In Remediation: Understanding New Media (Bolter and Grusin 2000) there are a multitude of examples of how the remediation theory wraps itself round various media types and whilst this chapter has largely explored and discussed the successful application of the theory, the following chapter concentrates on finding flaws with the hypothesis.
Red Dead Redemption is a 3rd person action shooter video game based upon the western film genre. It features the archetypal tobacco chewing Clintwood-esque loner that works his way through the game carrying out various missions in order to settle some bad blood with some real nefarious dudes. Rockstar games have been careful to respect the conventions of the genre and it is clear that the borrowed themes, texts and subtexts of the game make a convincing addition to the western genre. The common themes include the prototypical good vs. bad, villain vs. sheriff, civilization vs. wilderness etc, however, the game is set in 1908 and interestingly deals with the death of the Wild West. Segments of the game concentrate on the beginnings of the seedlings of the industrial revolution and much of the narrative spends time with characters talking of how 'Times are a changing'.
It occurred to me that this game could be displaying the traits of remediation of the western genre through the medium of video games. I decided to research deeper into this subject and found an extended trailer directed by Hollywood talent John Hillcoat. Hillcoat is responsible for creating the western The Proposition. Further research into Red Dead Redemption led to the understanding that much of the game content was heavily influenced by The proposition. The Machinima trailer was 30 minutes long and was shown on international television (Fox and 5ive) and the trailer was also the first publicly released Machinima from a Hollywood director. This fact drew me to conclude that there were more factors in play than just remediation and became curious about the role of cross media convergence relating to the text.
It is fairly clear to see Hillcoat's influence for anyone that has seen the proposition in terms of composition, camerawork and very similar narratve elements. Although Hillcoat didn’t produce the RDR material himself, the short carries a different weight to the appearance of the scenes in the game, but what struck me though were the aesthetic similarities between the main character 'John Marston' in Red Dead Redemption and 'Charlie Burns' in the proposition. 
The art director for the game (Rob Nelson) discusses the artwork and defends content decisions made.
"There are going to be set pieces that will be reminiscent to western fans and homages to well known films, and we hope the story, themes and vast array of side characters that you meet along the way are going to make players believe they are in a living, breathing, 3 dimensional wild west. We loved the West before, but having worked on the game, it took our appreciation of it, and the nuances of the genre to a whole new level. Two aspects in particular, the role of landscape and nature on one hand, and the interplay between noble ideas and incredible cynicism on the other really played into the game we have tried to make."
Notice the emphasis of dialogue such as: "Homage" and "nuances". This made me consider the facets of nuance within video game design and I later developed this idea (See chapter 4, Adaptation for more on "nuanced" content within the crossover between film and video games).
In terms of the Machinima short, my understanding of the purpose was blurred. Was it an advert, an extended trailer, or another step closer to boundary-less content/advertising convergence? Having watched the whole 30 min short, it contained cut scenes from the game with a few added shots transitioning to other cut scenes.
So, a breakdown of the media elements are as follows: 
A 30 minute TV Special advertising a video Game that takes its aesthetic/narrative style from the Western film genre that took its narrative style from songs and books of the period. (With possible influence from theatrical productions?) At this point the remediation concept is begins to look unstable, i.e. When multiple genre are involved at once with cross medium referencing. In my example above, there are least five different medium connected to the exhibition of Red Dead Redemption short, which makes it difficult to decide where the influence is actually coming from. Who in fact is borrowing from who and to what extent? Can remediation exist when there is referencing of referencing?
As I am exploring the relationship between film and video games I am finding that the remediation theory is becoming a little difficult to justify as the influential aspects borrowed from each medium seem to flow in opposite directions. Film is influenced by video games as video games are influenced by film, but film and video games also flow omni-directionally into into other mediums. As the products of our increasingly mediatised culture continue to thrive on postmodern referencing and intertexuality we find ourselves in a period of remixing mashups and rebooting remakes (Batman begins or the proposed Spiderman reboot set for release in 2012 for example)
So what exactly influences what? I feel that remediation as a theory is dated and becoming more difficult to place within the confines of our time. As the origin of Bolter and Grusins remediation take dates back to circa 1996, it's inevitable that this hypothesis has become vulnerable to criticism purely by the momentum of philosophical ideas that evolve alongside the evolution of media based technology. Video games and their related content have matured and perhaps evolutionary allowances should be made for remediation also.
I considered the possibility that remediation is a transitional step in the development of what is now known as the 'media convergence' axiom. Media convergence is a broad term that can be misunderstood, as it's sometimes portrayed as the reductive process of diminishing the number of gadgets, gizmos or personal devices that we have in our lives, i.e. Jenkin's 'Black Box fallacy', (2006) but in Convergence Culture, where old and new media collide, Jenkins (2006) Henry Jenkins describes convergence as "a word that describes technological, industrial, cultural and social changes within our culture.(p322) Later, he discusses common convergence themes such as "the flow of content across multiple media platforms", "the co-operation between multiple media industries" and "the search for new structures of media financing"(p322).
(This will be discussed in subsequent chapters and in greater detail later in this essay).

Through the course of my research on remediation, it occurred to me that the process of film being influenced by video games would fit in to the spectrum of content adaptation. I was interested to find out whether the qualities of each format changed in relation to each other or made no difference to the audience consuming them. This is discussed in the next chapter - Adaptation in film and video games.
One of the ways of looking at the relationship between cinema and video games is to consider the role of adaptation from one media into the next. Adaptation could be further defined by the terms 'translation' or 'appropriation' and in relation to film and video games, I would regard the terms to differ in the way that the media text is produced. In my interpretation, 'translation' describes the way that a form makes the transition from one version to another, i.e. video games into film. 'Appropriation' will refer to nuanced or homaged content that is can be derivative or reflective of fashionable themes of the period. This chapter discusses both forms of adaptation.
The film Doom is a video game to film translation. Doom is widely known for propagating the 'first person shooter' video game genre and was responsible in some way for pioneering the immersive experience that has become extremely popular in the visual language of today's video games offerings. The game was released in 1993, but in 1999 it was the centre of a worldwide moral panic when the game was blamed (alongside Marilyn Manson and a multitude of aspects of popular culture) for influencing the Columbine school massacre. After Eric Harris and Dylan Klebold committed mass murder, the police investigating the murders found a video tape in which the killers wield a sawn off shotgun dubbed Arlene This is a direct reference to a character within the video game. The Rocky Mountain News (A local Columbine newspaper) also reported that “Eric Harris was inspired by a character in one of his favorite computer games, Doom, where the goal is to score high body counts. Ironically, the events of the columbine shootings were then adapted into an extremely controversial RPG game depicting the events that led to the massacre itself. Doom the movie, was originally green lit for production in 1997 but spent most of its time languishing in development hell. After the controversy of the Columbine massacre it looked as if the film would never see the light of day as the game was demonised by the journalist media. However in August 2004 Doom 3 was released on the Pc and it is likely that the popularity of the game in terms of sales and exposure meant that the movie green light was re-lit and the film was put back into production. Id software had to renegotiate contracts as previous deals had lapsed over time and after constant legal wrangles reverted back to Universal pictures who started production in the same year. Doom the movie was released in October 2005.
Considering the extremely negative press that the Doom franchise had previously received in terms of its alleged link to the Columbine murders, there was a surprising disparity in the reception for "Doom" (the movie) by the general public. The production of the movie was allowed to go ahead, with the controversial elements fairly disregarded. When the movie was released, it received minimal controversy from the press and also featured family/action/hero hard man Dwayne “The Rock” Johnson. The film appeared to transcend its video game criticism shackles as something was lost through moving across genres and by the passage of time. For perspective, It must be stated that the impact of Doom's (and other violent video game titles of the period) connection to the Columbine controversy was deemed to be so significant, that it led to the formation of the ESRB Entertainment software ratings board (An american body that classifies video game content in a similar way to the MPAA). Many games suffer in the transition to celluloid and Doom was no exception. Doom went on to receive poor reviews from critics and fans alike. Kim Newman from Empire online reflected:
"The only thing you really need to know about Doom is that it’s based on the computer game. There are two reasons why this is usually bad news. Firstly, computer games are, almost by definition, mindlessly derivative of earlier films (if you had to worry about an original story, you’d never get around to the fun business of shooting things to bits), so movies based on them tend to feel like rip-offs of rip-offs, as if the filmmakers were intent on homaging Saturn 3 or Leviathan rather than Alien or The Terminator. Secondly, there’s nothing duller than watching somebody else play a game — so what might have made for exciting action scenes tend to become mechanical exercises in first-person-shooter monster-blasting." Newman, (2006)

Whilst Kim Newman appears to regard the video game genre in a fairly negative light, I feel he makes an interesting point in highlighting an argument that video games by nature are guilty of utilising heavily nuanced material and in some cases, possibly even manifesting plagiaristic tendencies. In some respects I would have to agree that, their genealogy has concentrated on borrowing themes, stereotypes and even directly appropriating artwork from film. In my research I obtained examples of video game cover art that show the earlier appropriation of the medium. It should be noted that these examples are from games from the Spectrum,Commodore 64 and Atari 2600 systems. Essentially this was a period time in which the video games industry was still in its infancy and was driven by the "bedroom coders" of the 80s, (hence the 80s action hero types being used to sell the artwork) 

Examples below
http://3.bp.blogspot.com/_FlAT02qN_H4/StDe1Diky6I/AAAAAAAAAFU/y3TSkExlDhg/s320/aliens3.jpg
Xenophobe, Atari (1998) Notice the H.R. Giger Alien influence

http://blogs.ocweekly.com/heardmentality/Contra%20Predator%20Alien%20Rambo.jpg
Schwarzenegger in Predator garb fused with Alien illustration alongside a possible Stallone action hero type? (signature red sweat band) 

Contra, Konami (1998) Predator, Davis entertainment (1987) Alien, Brandywine productions (1979) Rambo, Orion Pictures (1982)
http://blogs.ocweekly.com/heardmentality/Mutant%20Plant%20JCVD.jpg
Jim Power is JCVD in Kickboxer, Cannon film (1989)

http://blogs.ocweekly.com/heardmentality/Navy%20Moves%20Commando.jpg
Another template Schwarzenegger pose in Navy moves, Dinamic (1989) ala Commando, Silver pictures (1989)
In the crossover, video game to film translations have repeatedly come under criticism for lack of depth in terms of narrative and plot development. Branka "Nikerym" Todorovic from actiontrip.com surmises an explanation for this. He writes:
"The problem with movie versions of video games is that their stories are often stereotypical and shallow and their characters one-dimensional. In the movies, the characters belch out stilted dialogue and strike ridiculous poses while in the game, we played the role awash with adrenaline, as we laid waste to the countryside, or sank our fangs into unsuspecting victims. Still, what makes these stories more believable is the fact we take part in them personally and have an impact on the way they develop. With the movie, the situation is drastically different: you can only sit and watch the ridiculous tale of an experiment that went wrong or the forces of darkness that are planning an invasion from the city's sewers. You are not able to do anything in order to take payment for the personal pain you've experienced, not even hit the director on the head out of frustration." Todorovic (2005) http://www.actiontrip.com/features/thefarcryorthedoom.phtml
I am inclined to agree with Todorovic's standpoint on the nature of the quality of video game to film translation. He points out the fact that film cannot reward the consumer in the same way that video games can and sits uncomfortably with an audience that has a different set of rules for judging one medium to another. Our engagement with a text lays down a blueprint that differs in terms being passive watcher or an engaged participant. Also our criteria for evaluating texts within the two mediums are different as film has had longer to establish its conventions and engrain audiences expectations and gratifications. Video games as a genre are relatively still new and constantly evolving through technology. As an example, currently video games still receive Kudos for good voice acting which really should be the norm for any vocal based narrative media text. This hasn't always been the case as this the following link clearly demonstrates:

http://www.youtube.com/watch?v=ulbotKa5LnM
Various (2009) Top 50 Worst Videogame Voice Acting. (Source also originating from www.audioatrocities.com)

Aesthetics

Aesthetically Doom the movie shares similarities with Doom 3 (The game) and the film's design also featured the involvement of Id Software, helping to ensure that things looked 'authentic'.
http://0.tqn.com/d/movies/1/0/A/l/7/doomposter.jpg
Doom movie poster Universal (2005)
(Notice the forced emphasis of the first person perspective to appeal to a knowing video gaming audience)

In the climax of Doom (the movie), there is a 5-minute extended action sequence that directly emulates the experience of playing the game. The main character is injected with a serum that enhances his physical performance and the viewer is immersed with the experience POV of the main character. The sequence continues to play out by giving the viewer an ultra high def Hollywood special effects extravaganza that seems to have been included to attempt to keep the video gaming audience content. The sequence also includes the use of a chainsaw weapon that directly relates to signature gameplay features within the game.
 http://www.youtube.com/watch?v=QKLUtrXsXhU&feature=related
Universal pictures (2005) Doom excerpt
As the emphasis on media based products is predominantly geared towards satisfying the audience, I then thought it would be useful to conduct some original research based upon the audience's perceptions of genre through film to video game adaptation. I wanted to continue the theme I had previously set out in chapter 2 (Straight Shooting - Undoing remediation) so I decided to explore the film/video game connection through the world of Red Dead Redemption, which can be found in Chapter 5 - An audience's perception of the western genre in video games and film.
For the purposes of exploring the audience's experience of a text that crosses one medium to another, I devised a questionnaire that was posed to four different gaming audiences. I was keen to investigate whether there was a connection between the perception of the western genre in a gaming format and the experience of watching western cinema.
The gaming audiences were as follows:
1) A Small focus group that consisted of a myself, my colleague and a media student that I currently teach. It should be noted that the responses in this study do not necessarily reflect the opinions of your average gamer. It was important to me to try to garner some informed developed responses, as I was unsure of the caliber of responses from the general public. The focus group interview also allowed me to evolve responses where I considered further potential breadth to be gained. In this summary, I have chosen to reflect on focus points that help to understand the relationship between film and video games. Complete interview found here:
http://vimeo.com/12528055
2) A specialist online fan gaming forum(reddead.net). This forum consisted of gamers that were mostly big fans of the game.
Thread found here:
http://www.reddead.net/forums/thread-red-dead-redemption-questionnaire 
The Reddead.net forum was my first port of call for my research and is well supported by the Red Dead Redemption fan community.
3) A generalized online gaming forum(Neoseeker.com forums) 
Thread found here:
http://www.neoseeker.com/forums/42240/t1543657-red-dead-redemption-questionnaire/#14
The Neoseeker site also was useful as I wanted to see if posting the questionnaire to a platform specific forum (PS3) made a difference to the kind of responses I got back. The responses were less detailed, but I surmised that this was because the first poster gave brief responses, which set a precedent for the following responses. 
4) Facebook – A request was put out to 'Friends' on my Facebook network.
Due to a limited amount of volunteers coming forward to answer questions in this category, I in turn received a limited amount of data from participants. However, due to the personal relationships with the people involved, the responses were developed enough to gain some insight into peoples perception of the western genre.
The questions posed to the group were as follows:
1. What for you is the main appeal of Red Dead Redemption?
2. What has been your most memorable experience within the game?
3. Given the sandbox nature of the game, what memorable actions, outside of the Narrative or side missions, have you performed. (What sort of things have you got up to when not in a story mission?) i.e. Exploration, crime based, theft, vandalism etc.
4. Roughly how long do you think you have played the game for?
5. Do you watch films in the western genre?
6. If yes, can you explain the allure of the genre?
7. Can you name any western films that you have enjoyed?
8. Do you play any other western based video games?
9. Would you say that playing RDR has changed your opinion on the western genre?
10. Would you watch a film based upon characters or the storyline of R D R?
These questions were designed to explore the gamers cognizance of the western genre. It was important to me to explore whether gamers saw a line between cinema and video game versions of the genre and whether gamers attitudes to the genre had been altered or reinforced by their gameplay experiences.
Seven participants took part the in 'reddead.net' forum
Nine participants in the 'Neoseeker' forum
Three participants on 'Facebook'
Three participants (including myself) in my focus group
The following conclusions are based upon the responses of the twenty two participants in my questionnaire research.
Questionnaire conclusions
Main appeal of the game
For this question, participants reflected positively on the open-world sandbox nature of the game. 'PredawnDwarf' responded “the fact that you don't have to do anything if you don't want to. Basically it's the freedom of choice”.
Facebook participant 'Z' responded that the appeal came from the sandbox nature of the game, which enabled her to decide which mission or 'Game' she wanted to play at that particular point in time. She was also enticed by the fact that this game felt unique as she didn’t know of any other sandbox title in this genre. She liked the non-linear approach to gameplay.
Focus group participant 'D' generalized the notion of 'appeal' to considering aspects of wider audience consumption. He considered the mass appeal of RDR to be an unexplored genre within the video gaming medium. To quote: “Avid gamers are looking for new experiences”, which is what he considered Red Dead Redemption to provide.
Games Players like to engage in this style of gameplay (Sandbox) as is evident by the similarity of the questionnaire responses, but also I would argue that this game has perhaps given video games players their first opportunity to interactively engage with the western genre in a convincing way. The sandbox system allows players to make difficult gameplay choices which dictate how the game responds to you.
Memorable experience
Participants opted to discuss narrative elements from one of the ending scenes from the game. Essentially they individually discussed the ultimate fate of the main character but interestingly, this is a cinematic cut scene that the player has no interactive part in. I found it interesting that despite the hundreds of hours of potential sandbox game play that gamers could reflect on, respondents still felt that the end storyline was the most memorable thing in the game.
Zlash eX responded:
“In the single player [game mode] it was definitely the ending. It was touching, tear-inducing stuff. It seemed as though Marston was truly a nice guy, shot to s*** on his farm in order to save his family. That strikes me as most memorable"

In terms of player immersion, ZlasheX response points out mainly cinematic elements that show the language of the western being successfully transferred from film to game. 

Focus group participants commented on their the allure of a 'dripping narrative' – As in the game offered changing gameplay style still within the confines of the western genre conventions. The group discussed the way that the developers have created a world which is truly getting closer to immersive storytelling as opposed to getting a high score. Progress in the game is rewarded by unlocking new features and furthering the story rather than just adding points.

Experience outside of game narrative
This question was posed to explore the non linear narrative elements that players had experienced. Participants reflected on things that they found funny or shocking and others decided to describe glitches in the game. I was interested in exploring this issue as this where games hold real replay value and keep players immersed in the genre.
Facebook participants reflected on experiences in which they tested their moral engagement with the genre. Participant 'G' described how he utilized the games save function to retain a point in the game and then go on to live out a different persona in which he built up a large bounty by going on a “Mega killing spree”. He then returns to his previous save point so that he can undo his 'wrongdoings'
Participant 'Z' discussed her emotional attachment to the game in which she reflects on “feeling really bad” when in one instance she shot a dog in the game. 

It occurred to me that people were unconsciously exploring facets of their own western themed narrative. Some of the experiences were still led by the game world, but the exploration of what the world will let you get up to is a key factor to keeping participants engaged. Some were living out genre fantasies originating from the western film genre in the evolution of playing cowboys and Indian games as small child.

How long have you played the game for?
This question was posed to ascertain a rough period of engagement with the western genre. The point was to highlight that some gameplayers had participated in this form of western for (at the time of writing) 100+ hours. I considered that this level of consumption would have the potential to reignite a genre that was perhaps a little stale in the medium of film. The idea being that a new generation of games players would now be 'western literate' in terms of what they have experienced through Red Dead Redemption gameplay.

Do you watch films in the western genre?
This question was designed to explore whether the questionnaire participants were already fans of the western genre or if they had been turned on to it by their game play experiences.
ZlasheX responded: “Strangely enough, no, not in particular. They aren't really my movie scene, although Red Dead Redemptionis an epic, movie-esque game. My dad was in the same room with me when a cutscene was on and he said "It's funny, if you didn't know that was a game, you'd think it was a movie"
Participant 'G' discussed he was a fan of the genre and tied in the experience with key memories of watching westerns with his grandfather as a child.
Participants discussed a reinforcement of their want to consume the genre after being reintroduced to the genre in this medium.

The allure of the western genre.
Multiple participants reflected that they enjoyed the historical aspects of the game. M2caldwell wrote:
“Westerns are appealing because they hearken back to a time when much of America was wide open and free. These were simpler times, unburdened by the trappings of modern society and technology, and they were often brutal times. Granted, Hollywood's version of the old west is not really the truth of how things were, but there is a certain romanticized view of the old west that is very appealing."
This participant explores the historical context of the genre by tying in his perceived understanding of American history. I have assumed that that M2caldwell is American as he states “we were much more in tune with our environment”. This game has in some way allowed a participative reminiscence of history through the genre elements and perhaps is even more enticing for an American audience as there is a fascination with cowboy/western ideology that remains deep in the American psyche.
Tommex writes “[There is] something about the freedom and carefree attitude that Cowboys enjoy just speaks to me, I suppose.”
So to reinforce an earlier theme, foundations of western film genre conventions are reapplied to the gaming audience allowing them to live in these romanticized worlds in which they can exist as gaming avatars living out the mediatised entertainment based versions of these experiences. In Joost Raesssens Handbook of Computer Games he states: "Players learn through their games how to handle cultural relativity and deal with different peoples and roles. They learn that on one planet, in one society, in one world you cant do X even though it might be perfectly normal in their own world. They learn their cultural ideas about achievement and leadership."(p107) Raessens (2005)  
Westerns you have enjoyed (Film)

Facebook Participant 'G' replied with a long list of films (10+), which showed in part his dedication to the genre. His choices ranged from conventional examples (Unforgiven/The good the bad and the ugly etc) to 'Western-lite' texts (Back to the future 3/City Slickers) I refer to these films as western-lite as I feel they break the genre conventions slightly, and become more hybrid versions of the western style. I would consider 'Back to the future 3' a mix of sci-fi and western comedy and of a different ilk to the grittier experience of Red Dead Redemption. 
In general, I was surprised by the variety of western movie examples in this question. I had incorrectly assumed that most gamers would be of a younger age group that hadn’t consumed enough from the genre to be useful. However, I would put forward the notion that culturally, the American participants would have the genre deeply entrenched into their lifestyles. I also underestimated the breadth of the age group involved with the questionnaire. Looking at the profiles of the participants on the forum I saw that that there was no emphasis from the respondents in terms of a younger age group.
Other western based video games?
On the whole, participants stated that they had played Gun or Call of Juarez in this question. Facebook respondent “Z” wrote: “I have played Call Of Juarez: Bound In Blood, but it didn’t draw me in like Red Dead Redemption has.” Many people also agreed with this and it was generally deemed the best example of a western game in this genre due to its sandbox nature and 'freedom based' non-linear gameplay.
Has RDR changed your opinion of the western genre?
Again, respondents replied with a variety of angles.
PredawnDwarf wrote: “Yes. I've learned to like western genre and instead of picking up fantasy/scifi novels from the library, I can see myself reading western literature. 
ZlasheX replied: “Yes, although it's not as simple as that. Other games such as Gun or Bound in Blood never grabbed my attention. The gameplay in RDR [Red Dead Redemption] is extremely enticing, the storyline is gripping and involving. There is a multitude of different game modes to play online in RDR, with a large variety of things to do even in free roam. It's changed my opinion on the western genre, although a large part is due to how the game physically works, and to the developers of the game.”
From the responses I generally felt there had been a re-education of the genre in which people had been moved to reacquaint themselves with the conventions and stylings of western texts. The re-education could only occur if the game were exceptionally good and received by a large audience, which in the case of RDR, definitely happened. (IGN.com awarded the game a 9.8 and on by the 9th of June 2010 it had sold 5 million copies)
A film based upon RDR
Respondents replied favourably at the suggestion of a Red Dead Redemption film. Again, the responses led to a general conclusion that the story had to be good in order for it to be worth a watch. People wanted a good cast and a decent budget to do the game justice. I felt that the success of the game experience meant that the audience was protective of the product and wanted retain the quality into a new potential medium.
After concluding notions of the appeal to western audiences, I felt compelled to return to the theme of media convergence to further explore the symbiosis between film and video games. It seemed to me that further analysis was required in order to make my findings tangible and justified.
Through the development of this essay and my conclusions leading me to believe that remediation is a transitional step in the evolution towards media convergence, I considered it necessary to explore the position of film and video games within a different framework. I feel that the writings of Henry Jenkin's book Convergence Culture – Where old and new media collide,Jenkins (2008) help to explain the orientation of film and video games and decided to explore this axiom to attempt to concrete this perspective. 
The combination of the convergence themes: "The flow of content across multiple media platforms", "the co-operation between multiple media industries" and "the search for new structures of media financing" (p322), help to explain the motivation for media convergence to occur. In all of these examples we can apply the positioning of film and video games and further understand their relationship.
'Flow of content'

This refers to the way that content transitions across multiple platforms and engages audiences for different purposes. I.e. film of the game, website of the film or film of the book etc. It should be noted that media flow can reverse and spawn supporting content such as sequels or prequels on different media platforms. For example The Chronicles of Riddick movie spawned two video game sequels (Assault on dark athena and Escape from butcher bay) and also not forgetting the Star Wars franchise for its massive impact on the convergence sphere. (sequels, prequels, spin-offs, merchandising etc) Audiences also play a role in defining the 'flow of content' and the proliferation of fan made content (Youtube/fan-fiction etc) is a topic all in itself.

'Media financing' and 'co-operation between media industries'

The financial benefits for media conglomerates to expand or monetize their content becomes a key factor in influencing convergence. Taking the example of the Lego Star Wars video game franchise which converges Lego, (Toy industry) Star Wars(Film industry) into a video game based upon the exploits of the film. it's clear to see the monetary opportunities for these companies to cross the boundaries of old media and 'synergise' their content accordingly. 
I believe remediation clearly plays an evolutionary part in the understanding of media convergence. Through unravelling remediation into the themes of 'flow of content, 'media financing' and the 'co-operation between media industries' I believe the motivations of remediation, allow the theory to nestle comfortably inside media convergence.
'The flow' would describe remediations key theme that 'new media' influences 'old media' and the 'media financing' and co-operation of media industries' would explain the financial and creative motivations in media producing video game to film translations.
In Convergence Culture – Where old and new media collide (2008) Henry Jenkins reflects upon the difference between media and the generally accepted use of the term 'delivery technologies'. He writes: “History teaches us that old media never die-and they don’t even necessarily fade away. What dies are the tools we use to access media content. Delivery technologies become obsolete and get replaced; media on the other hand evolve. Delivery technologies come and go all the time, but media persist as layers within an ever more complicated information and entertainment stratum. (p13/14)
It became apparent that the new 'delivery technology' on the block, has come from the resurgence (or perhaps even reboot) of 3D technology being applied to a selection of mainstream Hollywood blockbuster releases (Beowulf, Bolt, Avatar, Alice in wonderland etc). This renaissance of digital 3D technology could be seen as an attempt by the film industry to regain a foothold with consumers, (or in fact a process of remediation) but as the technology has been partly developed by companies with interests across entertainment platforms (Sony etc) we are now seeing this new 3D technology being adapted for use with video games consoles (Sony PS3 and Nintendo 3Ds). Avatar the video game allows the use of the new 3D technology through the specialized 3D glasses and promises game play befitting the content in the cinema release. However, 3D as a medium has already experienced multiple fluctuations (in cinema) as the novelty aspect of the 3D can wear thin quickly and has in the past been associated with film releases of poor quality (examples include: Amityville 3D, Jaws 3D and more recently My Bloody Valentine 3D). I am not convinced that hardcore gamers would benefit from the added dimension and the effect of 3D would be off-putting to the game play aspects of the medium.

Mark Kermode frequently rants on the 3D debate and puts up a great argument against the medium in this video clip:
http://www.youtube.com/watch?v=zMG75Ne398I&feature=player_embedded#!
Kermode, M. (2009) Kermode Uncut: Come in Number 3d, Your Time is Up

"http://www.youtube.com/watch?v=zMG75Ne398I&feature=player_embedded#!"
It is my belief that 3D as a visual form is suited to more of a passive consumer experience but I am also concerned that the emphasis from the entertainment industry in proliferating 3D content into multiple delivery technologies is a step backwards for consumers. Self-opinion aside, whilst cinema and video games are being forced to co-exist in symbiosis and also to continue to evolve together, they will continue to dominate the entertainment stratosphere and battle against the unending threat that the internet poses in terms of diverting focus and revenue streams away from these media.
Henry Jenkins also writes: “once a medium establishes itself as satisfying some core human demand, it continues to function within the larger system of communications options.”(P16) I interpret the “core human demand” to be the consumption purpose. I have generalized the consumption purpose as follows: 

Cinema = In essence, a passive experience outside of the domestic household that allows consumers to have a collective social experience of the medium through on screen narrative.
Video games = in essence an interactive individual experience that gives consumers a unique (Played solo) experience of the medium in the domestic household setting. I acknowledge that co-operative, story, campaign, player modes exist, but the evolution of XBOX live/Playstation network encourages people to participate at home, online over the Internet. This is evidenced by the somewhat surprising loss of 2-player game modes on one system on certain games titles.

So what this boils down to is the idea that mediums continue to exist for specific situations. Cinema hasn’t been killed off by video games because people will continue to want to be told stories and want epic experiences through large scale exhibition technology. (Big digital screens, 3D and loud 7.1 speaker systems) We also like a collective social experience and will tie in a trip to the cinema with a meal and drinks with friends. Likewise, the Internet hasn’t killed off video gaming because people also want to engage with stories which in essence has its own unique purpose that the internet cant replace.
The relationship between film and video games is a complex and multi-facetted association driven by a multitude of influences. The boundaries between the two medium are increasingly blurring and in some cases disappearing altogether. I have through this essay, attempted to weave together some of the leading interrelations but am conscious that the task itself became large and as fluid as the ever changing interconnecting positions that both medium hold. I have attempted to research the topic broadly, and feel I have reached the point where valid dénouements have arisen.

The theoretical framework I began my research with was the framework of remediation. Upon inception, remediation served as a strong thesis for the positioning of a media in relation to another. The idea of new media refashioning the old is seductive and the further elements of immediacy and hypermediacy give the thesis a nice 'way in' to understanding the complexities of the topic.

Initially I fell for the allure of the remediation concept. My analysis was legitimized through the implementation of the concept on a video entitled Grandmas reading glass, George Albert Smith (1900). Whilst the intention of the video was to pioneer close-up editing techniques, I found that I could successfully apply immediacy and hypermediacy to the composition of the footage in order to argue in favour of the hypothesis.
The supplemental application of the theory to the medium of the Big Brother Tv show helped me to reinforce the boundaries of the concept which also conformed to the criteria of remediation, immediacy and Hypermediacy. However, as I progressed through my research, I became troubled by an example of a contemporary text that wouldn’t fit inside the abstraction. The predicament came from the realization that the theory had a flaw inside the way in which it is specific to looking at the connection between discrete media types. So for example how the visual language of film has been updated by the increasing acceptance of the visual language of video games. It is my belief that the crux of the flaw begins when more than two media become embroiled with other. 

To me, remediation's weakness comes from the theory not being adaptable to multiple influences, and also doesn’t lend itself to the addition of future medium or genres that haven’t been created yet. Whilst I accept that this could be said about many theories, I feel it is pertinent to the argument due to speed in which the entertainment industry evolves. The evolution of the industry is also now partly driven by audiences, who are increasingly media savvy with the way they use entertainment for their own needs and gratifications. The dominance of “Mashup” culture also becomes a problem for the troubled remediation theory. If your audience becomes the “Prosumer” (Alvin Toffler, Future Shock, 1970) I would argue that defining genre/medium boundaries become less important to the end producer/consumer as the criteria for an individual production is not driven by the influence of a video game development team or Hollywood studio executives.
It is my belief that a theory based upon elucidating a morphing media landscape will struggle to stand the test of time due to the fluidity of the boundaries of the contemporary media driven by new technologies. Upon reflection, I will concede that the process of remediation exists in a temporary capacity and believe that the theory exists as a stage or a step along the path of the media convergence axiom. 
In my furthering exploration through the essay topic, my research into adaptation was possibly the most fecund. The disparity between the reception of identically branded content between the medium of film and video games was initially surprising, but I soon came to the conclusion that my own assumptions were wrong. Products like Doom that are primarily marketed to the male teen audience will always exist as that’s what generates the largest income. Media producers know this and deliver the goods to a salivating market. There will always be a Doom, a Marilyn Manson, a South Park, or a sir Cliff Richard for that matter.

Through the questionnaire/focus group process, I fathomed the idea of the resurgence of genres through the reintroduction with audiences through technology (i.e. a games console). This is a slightly different slant on the remediation theme as it concerns taking the conventions of a genre and then putting them inside a different sphere. It occurred to me that when 'Rockstar' took the archetypical western movie material and implemented into a gaming engine in this manner they actually reinvigorated the western genre within younger/gaming/international audiences. 

My focus group research took me down tangents that I had not considered before such as progressively broad notions of genre and narrative based reward systems which became the motivation for western genre consumers as opposed to the high score incentives of yore. I believe It is clear from the research that genre overtook the medium in terms of audience importance. 
I then found a niche to explore the writings of Henry Jenkins Convergence Culture (2008). As I believe remediation to be a developmental step into media convergence, the congruency of the concepts justify the presence of the film and video game bedfellows through the facets of 'media flow', 'media financing', 'co-operation' and 'audience migration'. 
I warmed to the suggestion that once a medium had established itself as fulfilling a human need, it would continue to exist regardless of the dominance of alternative media. This is why it is still unclear as to wether the resurgence of 3D will be a success. I see the medium as a luxury, not a necessity. However the differing functions of the video game and film industry (sans 3D) mean that they both remain indespensible and in demand despite the efforts of the opposing medium. 

I will conclude that the 'new' relationship between film and video games exists in a capacity that demonstrates a maturation driven by the process of media convergence influencing conglomerates and audiences. This influence allows media producers to take texts into new exciting directions but also allows audiences to become part of the creation process. A facet of the maturation process allows new mediums to develop into their own unique medium and attempt to become innovative rather than derivative. The flexibility of the symbiotic convergence strengthens the union of the film and video game industry and ensures the coupling remain the dominant coupling within the entertainment industry.

