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A short introduction to console games
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Why consoles and not computers?
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Who's this report for?
5 : ]

1. Games developers
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2. Licensees or Owners of Intellectual Property
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3. Music educators
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How the research was undertaken
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Statistical surveys and narrative questionnaire
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Visit to Omega Sektor Gaming Centre in Birmingham
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Summary of findings
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1 Why do young people like music-games?

Fig 1. Survey respondents: musicians/singers c.f. m usic-gamers
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For the love of
music and the
game content

They're fun
They're 31%
Challenging

23% They're sociable

(we play with
friends & family)
& 29%
Chart 1. Why do we like to play music games?
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2. To what extent do music-games provide young people with

a way into music?
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Non-music games as routes into music
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3. What skills can music-games teach players?
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Helps reading Encourages more
lyrics and musical activity
following charts (because it's fun,
Improves cheap etc.) Inspires us to be
technique (Co- more interested in
ordination, music
independence,

phrasing,
delivery)

Helps ear training
and improving
pitch

As a practice aid
(to support "real
activity")

Builds confidence

for "real"
performance

\L J

Chart 2. Here's how we think music games help our m  usical ability...
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The limitation of music-games (with unanticipated p ositive effects)
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4. Is there a link between music-games and performa

Fig 2. “ GH2 - Psycho Freakout - Expert (8 years old) "2
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5. Faced with games’ limitations, how might music-g amers

progress?
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6. How do attitudes to gaming affect the potential

games?

It's only a game...
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Games'’ isolation from the broader musical landscape
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7. How can developers improve music-games?
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8. What's next?
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“Make them mobile”
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Jam Sessions
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Jam Sessions demonstrated by Andy Van Doren on MySp  ace Video
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“Make them interactive and interoperable”

-+ % +
I$ 2: + R I
Rock Band

%

+ %

f

J

+ %, . )1
$ / % ( (
/
A 5 /
+
$ (/1. .
+ M.2 N + %
/
+ % ,
% 5

. %

/3 + ! 3+

%

%/ %

35



Boogie
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“Make them more realistic”
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9. Conclusion
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Notes

! Mott T. “We're putting the band back togetherCover feature in Edge Magazine, November 2007
(Bristol: Future Music 2007)

2| have used quote marks around the words “real”™tmaditional” to denote music making that exists
beyond music-gaming.

% The report defined “gamers” as ‘ someone who legepl a game on a console, a PC, the internet, a
mobile, a handheld devices or via Interactive TMgast once in the last 6 months’ The total sample
size for the survey was 3,442 individuals acrosagmrange of 6-65. Source: PratchetGRmers in

the UK: Digital play, digital lifestyles(London: BBC 2005)

* Ahead of Watching TV, Films — DVD, Video Films -n@ma, Talking to friends on the phone,
Reading Books, Reading comic/magazines, Listerimgusic (e.g.MP3s, CDs), Surfing Internet
websites (non-e-mail), Mobile (non-phone calls &gting), Listening to the Radio, Reading/Writing
e-mails. Source: ibid

® Source: Hutton. WStaying Ahead: the economic performance of the dkeative industries
(London: The Work Foundation 2007)

® Source: http://www.gamesindustry.biz/content_palge?aid=13334 (accessed"2luly 2007)

" Souce: http://www.joystiq.com/2006/05/25/gameesdigures-show-online-is-key/ (accessedf 21
July 2007)

88 Kane P The Play Ethic: A manifesto for a different wayidihg (London: Macmillan 2005)

9 Lees J M 25th 20085ames sales figures show online is.k&purce:
http://www.gamesindustry.biz/content_page.php?add638 (accessed August 2007)

% Harmonix was purchased by Viacom’s MTV Networks$a75 in 2006. Demonstrating the manner
in which games are viewed as part of the wider&utif music, in their press release, MTV
commented:

‘The acquisition of Harmonix demonstrates MTV's cidment to music and furthers its
strategy of engaging passionate music fans thraudbep and immersive multi-platform
entertainment experience. With the addition of Hamix's strong music gaming titles, MTV
will enhance its music-based universe of entertaimimews, gaming, and interactive content
offerings, and increase audience engagement areldpant with the brand across all
screens.’

Source: Harmonix/MTV Networks Press Release httpai.harmonixmusic.com/p092206.html
(accessed August'®007)

™ http://investor.activision.com/releasedetail.cfreRRaselD=263473 (accessed Augus2607)

2 This includes all the game’s derivations and retisasuch as Music Maker, Music 2000, Music
3000, MTV Music Generator and Pocket Music for listendo Gameboy Advance console

13 |Interview with Music 4 Games online magazine, @28.
http://www.music4games.net/Features_Display.asp8ddaccessed 3Beptember 2007)

4 http://www.mobygames.com/company/jester-interaespublishing (accessed Augudt 2007)

!> The mode age for survey respondents was 16 (25%spbndents). 70% of the respondents were
between the ages of 14 and 18 years old in thevigllg proportions: age 14: 11%, age 15: 16%, age
16: 25%, age 17: 10% and age 18: 8%.

181t should be noted that the first survey was catetlion both MyKindaPlace.com (a website
designed predominantly for girls, and MonkeySlummda website designed predominantly for boys).
The second survey was only conducted on MyKindaRIsg the gender of the second survey, and
therefore the narrative questionnaire was almodusively female, with 89% of the second survey’s
respondents being girls. This may not have affetttecbverall numbers of gamers — for instance, the
BBC Digital Play Digital Lifestyles report foundah
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‘Contrary to popular belief, the gender split beemegamers is fairly even across all age
groups. The stereotype of a large gender gap inegamin any age group - is untrue’

However, one outcome of the gender bias in thergksarvey and narrative questionnaire may have
been the preponderance for playing SingStar overahusic-games. SingStar is marketed primarily at
a female audience.

" Mott T. 2007Frontispiece Editorial Edge Magazine, November 2007 (Bristol: Future Mu2007)

18 FL Studio (formerly called Fruity Loops) is an gnkevel computer music production workstation.
Assuming the user purchases the software legdihgagh the full version can be bought for around
£240, there is an “Academic Version” available oalfor £45.

19 |nterview with Steve Schnur, Worldwide ExecutiieMusic and Marketing, Electronic Arts, 93
June, 2006. Source:_http://www.music4games.neliffes Display.aspx?id=9@ccessed August 97
2007)

% Nintendo Entertainment System, released in 1985

21 Seehttp://www.chiptune.com(accessed September™12007)

22 Heald. McFarlane and Sparrowhavk. exploration by TEEM of the contribution whichhges can
make to the education procegsondon: TEEM 2002)

23 Telephone interview with author" &wugust, 2007.

** ibid

% Gee J PLearning by design: good video games as learninghimes. E—learning, volume 2,# 1
(Wisconsin: University of Wisconsin Madison, 2005)

%6 http://www.youtube.com/watch?v=3yEjyuw42YY (acas80" September 2007)

2" This phenomenon is more advanced in the US. Idamwer 15 venues and bars that featured a
Gu'itarHero night (see: http://www.gamerevolutiome¢manifesto/view.php?id=278, accessed August
14" 2007)

% The string “Grand Theft Auto” yielded 33,600 rdsubut on the first 100 clips ranked in popularity
order only 2 featured players of the game. Anosiearrch with “Player” added to the string yieldest ju
726 results. A search for GuitarHero yielded 65,685ults. On the first 10 pages all but 7 of thst fi
100 clips ranked in popularity order featured clipst did not show people playing along with the
game — either showing how good or how bad they wevwev.youtube.com searched on26
September, 2007.

29 http://vids.myspace.com/index.cfm?fuseaction=vidannel&ChannellD=173422344 (accessell 26
September, 2007)

0 In the short term it is not clear how well thidina network will be able to render real musical
collaboration. Innovations such as the now def&aitket Networks tried to create virtual bands and
online networks, but they were always hamstruntalyor latency of internet connections making
real-time collaboration all but impossible. Theremt level of latency for Xbox Live is somewhere
between 32msec (see: http://uk.xbox.gamespy.caoémt598/598420p1.html) and 150msec (see:
signatures http://www.petitiononline.com/XBLhostitien.html). This is like playing a concert relgn
on an echo bouncing from a wall of between 16 anteét away.

*! Interview with author, 8 October 2007.

% ibid

% Tofler V. Quoted in Kohler GGuitar Heroes Wired Magazine October 2007 (New York, USA:
Wired 2007)
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