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“| bought Grand Theft Aut '
and the first thing | did was steal
car,” says CGl artist Tabor Robak.
_t'm Imng in New York and |'ve been

g a little mgura 801 wen Eufﬂl"
i | l

game for Gatekeeper's Exo albu a.m:lIr
his solo exhibition Next-Geni i‘?p(ﬁw eta,
ch presents his artistic response to
ing, opens this month in New York.
‘e he shares his top five tips for
keeplng gamers happy

USE AMBIENT STORYTELLING | |
WMA video game is an Interactive medium,
so a lot of the time you're doing your
l\!thlng and then there's a cut scene and
al:ﬁif sudden it's st.qr'ytlme For the

r there's a disconnection there,
so the story is best tolld during the
gameplay. For example, if the game is
takipg placeiin 'an oppressive society,
like in BioShock Infinite, in the back

alleyways you might find graffiti of the
dissenting population.

CREATE DETAILS TO IGNORE
Rolling of f that are details that are
there for you to ignore or to notice
accidentally. A great example of this
is in Skyrim. The game is filled with
hundreds of books, which you could read
if you felt so inclined to. But they're

mostly there for you to open up and say,

‘Wow, I'm not going to read this.’
Being able to ignore these details is

Dazed & Confused 72

Last year he created a multl world

!eve! o'f !mmer -
‘game can be measured in the amount
of variety that's depicted. In Dark il
Souls, you spend the first five pnﬂrs _
inavery drab med;é Lyillaq&’ and you
feel like the game’ s/going tobe this | '
forever. Then lateriofilyou' rellin

| dirty swanp and it's ‘:".'_thedrjust as

realistically, whic ’k Igates how
rich this world is. Then ﬁ“ﬂ es it again
and again. It's very generous on the
developer’s part. It"s Iike calorie-free
ice-cream for the gamer.”
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