
 

IDEA135: Games at Work: Procedure, Participation, and Play 

Project 2: Participate 
 
Use p5 to create a game based on a movie made between 1894-1906. 

Rules 
● Your game must be based on (and named after) a real film created in the first decade of cinema. You 

should be able to name the film and its director/studio. There must be an existing copy of the film 
online (no relying on written descriptions a film that no longer exists, or that hasn't been digitized.) 

● Your game must be interactive. The user’s input (i.e. gamepad, keyboard strokes, mouse movements) 
must play a role in the outcome/direction of the game. You are making a game, not a movie. 

Learning Objectives 
1. Translate between different moving image media. 
2. More practice using javascript/p5. 
3. Think about the similarities and differences between the role of a viewer/player in a game and the 

(implied) role of the viewer/spectator of a movie. 
4. Develop understanding of the role of character identification and narrative in movies and games. 
5. Use creative faculties of elaboration and extrapolation to expand upon a simple idea. 

Deadlines 
● Proposal (4/8/2019):  

○ A paragraph summary of your idea/source. Describe the movie you are adapting. What happens 
in the movie? What is remarkable about it? What made you want to turn it into a game? 

○ A paragraph describing your game. What will your videogame look like and what will the game 
play entail, including game controls & point system. Include a brief description of two 
potential input devices (e.g. keyboard, mouse, joystick) and control schemes (e.g. button 
assignments, physical user actions) that users might use to play your game. Describe potential 
advantages of each game control method. 

○ Prototype the game interface using Photoshop. 
● Work in Progress (4/15/2019) 

○ Create a glitch/p5 project in which you arrange your sprites in a canvas to give a clear idea of 
what your game looks like and what the game play entails. This sketch should include animated 
and interactive elements. You should be able to describe to the class what you still still need to 
do to finish your game. 

● Final (4/22/2019) 

Resources 
● Library of Congress online early motion pictures archive. This collection includes several hundred 

(mostly American) movies that have been digitized. 
● Lumiere Brothers' Films. A database or early films on YouTube. Many are compilations. Many have 

been deleted. 
● Georges Méliès Collection. The magician. Archive.org 
● BFI's Edwardian Britain on Film collection 
● Australian National Film & Sound Archive 
● You can also find some interesting stuff by searching pre-1906 on Internet Archive. For instance, all of 

these early "actuality films" that were shot in Mexico.  

https://www.loc.gov/collections/edison-company-motion-pictures-and-sound-recordings/?fa=original-format%3Afilm%2C+video
https://www.youtube.com/playlist?list=PLoDXjsS-wI0z81JL380kMa4tKDuBYW8Tm
https://archive.org/details/georgesmelies
https://player.bfi.org.uk/free/collection/edwardian-britain-on-film
https://www.nfsa.gov.au/collection/curated/1899
https://archive.org/details/movies
https://archive.org/search.php?query=creator%3A%22Gabriel+Antoine+Veyre%2C+Claude+Ferdinand+Bon+Bernard%22


 

Tips 
● Give yourself time to sift through the "Resources" above. Choose a film that has a theme or story that 

lends itself to ludic adaptation. Think carefully about how you will adapt the film into a game. A film 
that looks like a good choice to adapt may turn out to be difficult to adapt as a playable game. A film 
that seems inherently "non-gamey" might be a fertile subject. 

● It's possible that you'll choose to adapt a film that you really love. But it's also possible that a film you 
actively dislike might be an inspiring subject for a creative response. In devising your "game version" of 
an early film, take a moment to consider what you, as a contemporary viewer of the original film, 
might wish to change about the film's story, characters, framing, or diegesis (world of the film). This 
change can be reflected in the graphics and embedded narrative elements of the game, or it could be 
achieved through the actions and goals you assign to your player. For example: If the film you are 
adapting trades in a negative stereotype of women or a specific ethnic or racial group, your game may 
seek to switch up the genders of your players or NPCs. If the film seems to endorse violence against 
children or animals, your game could offer a role of agency (or even revenge) to the victims of the 
original film. 

 
 
 


