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Maps and Geopolitics in Video Games

Representation of Space
With the introduction of 31)-graphics space, a fundamental change in video game aes-
thetics and performativity took place: virtual space is now predominantly generated as
presented space or spatial presence (Poole 2000/McMahan 2003). However, spatial formations
in video games confusingly are still referred to as “representational space” (wolf 1997)
in general, even though the pictorial appearance of the game is not always a literal
representation. Rather, representations in video games have specific functions that
define their role in the interactive play just like any particular form of spatiality does
(Aarseth 2001/Fernandez-Vara et al. 2005/Taylor 2005). The function of representations in games
*an sufficiently be described by Henri Lefebvre’s (1991 trialectic of spatial processes,
according to which the individual’s perception of spacetime and the spatiotemporal
structures of the social - “representational spaces” in Lefebvre’s words - are recipro-
cally mediated by representations of space - namely, maps. Space in Lefebvre’s under-
standing is thus threefold: a combination of perceived (per¢u), conceived (con¢u) and
lived (vécu). Video games today are mostly a presentation of perceptual space in the
way Lefebvre addresses the individual experience of space or what he also calls the
“spatial practice.” In contrast, representations of space differ from this phenomenal
experience of space: as they are in real-life contexts, video game maps are essential
for orientation, especially in games played from the first-person perspective, for in
those games, one not only needs to see what one is aiming at, but also where one is
located within the entire setting of the game. For this reason, maps in video games
are either fully displayed and function as representations of the whole “playground”
(which gamers usually call the “map”), or they are reduced to a visual element within
the display, most frequently a radar that allows for orientation within the periphery of
the position of the avatar or the ego in play. As in Delta FForce: Black Hawk Down (2003),

the radar is often integrated within the virtual Head-Up Display (HUD). It is not only









