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Un’arte che cambia profondamente il suo tempo

Valeria Meazza

An art that profoundly changes its time. Even though an increasing number of experts in popular
culture has repeatedly highlighted that over the past two decades mass entertainment, notably tv
series and videogames, has grown more and more sophisticated, the narratives enjoyed in this
context are still often described as mercenary and useless rivals of novels and movies. Most of the
detractors, indeed, hold that tv series and videogames are not as capable of conveying substantial
experiences as literature and cinema; they believe, on the contrary, that these forms of
entertainment are likely to miseducate people by anesthetizing their thought or by subjecting it to
the will of pointless passions.

In this video essay | will examine the genesis, the narrative strategies and the modes of fruition
that characterize two representative products of contemporary entertainment, the videogame
Detroit: Become Human and the tv series Westworld, in order to argue for a more constructive
interpretation of the videogame and complex television storytelling. My claim is that the level of
sophistication and self awareness of these narratives, as well as their cunning use of different
strategies and genres, is commensurate with the nobler literary and cinematographic tradition:
contemporary videogame and television storytelling proves to be capable of involving the users
and leading them through a significant experience, both cognitive and ethical. Complex
entertainment storytelling, just as literature and cinema, succeeds in triggering and developing a
many-sided and flexible “multi-world” rationality as an alternative to rigid forms of thinking
which no longer result suitable for understanding reality.
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This videoessay is available at https://youtu.be/SCYdtBYSXz0?list=PLQN0Q-
K1FkmQer6_ezErjw5xRj84kgTXP
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Altre fonti

Pagina ufficiale del videogioco Detroit: Become Human:
http://www.quanticdream.com/en/#!/en/category/detroit, consultato il 12.05.2019.

Sondaggio nei contenuti speciali del videogioco:
https://youtu.be/LTATAGQINNA, (versione inglese) a cura di SwingPoynt,
consultato il 12.05.2019;

https://www.youtube.com/watch?v=_wF9pxUld2Y, (versione italiana, a partire
dal minuto 04:35) a cura di Stiva Merovingio, consultato il 12.05.2019.

Walkthrough completo del videogioco Detroit: Become Human:
https://www.youtube.com/watch?v=bsMx4QDVQO7I , a cura di
iosonOtakumanForever; consultato il 12.05.2019.

Per il walkthrough completo del videogioco e un’analisi ragionata delle scelte
moralmente censurabili:

#1, https://lwww.youtube.com/watch?v=dtplbEz7VmM

#2, https://www.youtube.com/watch?v=HNIxvbvLKz8

#3, https://www.youtube.com/watch?v=D7vJfo9 wNO

#4, https://lwww.youtube.com/watch?v=klwY XECUr_4

#5, https://lwww.youtube.com/watch?v=2kklIvrLJJg

#6, https://www.youtube.com/watch?v=Z20iKzyaWO-8

#7, https://lwww.youtube.com/watch?v=WLJFnOO0o0Sil ,

Per un’analisi dei finali piu negativi del videogioco:
https://www.youtube.com/watch?v=tzeDBKrvVSE , a cura di A.
Dell’Oro/KeNoiaChannel; consultato il 12.05.2019.

Per I’analisi filosofica dei contenuti del gioco,
https://www.youtube.com/watch?v=RrgqL2uMkzs, a cura di R. Dal Ferro e C.
Polastri sul canale RickDuFer, consultato il 12.05.2019.

Pagina ufficiale della serie televisiva Westworld:
https://www.hbo.com/westworld, consultato il 12.05.20109.

Filmato promozionale del parco a tema:
https://www.youtube.com/watch?v=M9AEbbG8mws, consultato il 12.05.2019.

Sito dell’azienda proprietaria del parco, Delos Destinations (estensione
transmediale di Westworld): https://www.delosdestinations.com/, consultato il
12.05.2019.

Link al filmato promozionale “corrotto” di Westworld:
https://www.youtube.com/watch?v=_CoiPYBVolE, consultato il 12.05.2019.
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