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Growth of Video Games

• “Movies, recorded music and television – these 
are all stagnating or contracting entertainment 
sectors. Video games are poised to eclipse all 
other forms of entertainment in the year ahead.”
Mike Griffith, head of Activision studios, 2009

• “Sales of video games in the four years between 
2003 to 2007 increased 40 per cent in the US…”
During the same time period movie, TV, music 
declined.   

Recent Sales Opening Week

• Fifty Shades of Grey -- 205,130 copies
• New Taylor Swift album -- 1.2 million “
• Assassin's Creed III -- 3 million “
• Wreck-It Ralph – 9 million tickets (est.)



Popularity of Video Games

• Percentage of U.S. households with at 
least one game console: 49%

• Average age of gamer: 30 years
• Gamer demographics: 47% female

So, video games worthy of some scholarly attention.

The Detective Novel as Video Game

• So, based on the growing popularity, those 
who study detective fiction, may want to 
see what video games offer.

• However, there is another more 
conceptual reason detective video games 
may be of interest to those who study 
detective fiction.



The Detective Novel as Video Game

• Conceptually similar. Not a foreign idea. 
Detective fiction is a game. 

• Author : game designer :: reader : ______. 
• Long history of talking about detective 

fiction as a “game” or puzzle.
• Caillois – “The Detective Novel as Game”

player

The Detective Novel as Video Game

• “The Rules of the Game” (Haycraft)
– Van Dine, Knox, Auden, Waugh, Todorov, etc.

• Rules between author and reader
– “All clues discovered by the detective must be 

made available to the reader” (Waugh).
– “Early introduction of the murder” (Waugh).
– “The truth of the problem must at all times be 

apparent – provided the reader is shrewd 
enough to see it” (Van Dine).



Video Games and Detective Criticism

• So, again, those who study detective 
fiction, may want to see what video games 
offer.

• However, little to no research in area.
• So, where to start?
• What are the detective video games?

– A survey is needed

• How to study the games?
– Theory/method

What are the detective video games?

• Genres: Action, Adventure, Educational, 
Racing / Driving, Role-Playing (RPG), 
Simulation, Sports, Strategy 

• Adventure: “An interactive story in which 
the player takes the role of the protagonist. 
Puzzle-solving and conceptual reasoning 
challenges form the majority of the 
gameplay; physical coordination
challenges are few or nonexistent.”



What are the detective video games?

• Currently – many are adaptations
• 200+ (my database)

What are the detective video games?
• Sherlock – long history
• 20+

1980s 2012



Methods

• Methods from Detective Criticism 
– general, myth, structuralism, psychoanalysis, 

Marxism, information theory, etc. (Landrum, 
Dove)

• Methods from Game Studies 
– humanities methods, social science methods 

and the game design methods using player 
feedback (Mäyrä and Neilsen, et. al)

• Methods of Adaptation Study 

Adaptation

• Adaptation is the study of how stories change 
when moving from one medium to another. For 
example, how were the Holmesian stories 
changed when they were moved into the recent 
action movies starring Robert Downey, Jr. or 
when they were moved into the modern day in 
the BBC series, Sherlock?  How and why are 
they changed?

• Whereas most of the video games are 
adaptations, then an adaptation approach 
seems especially relevant.



Adaptation/Transmedia Narratology

• Jenkins:
• Transmedia storytelling: 

“Stories that unfold across 
multiple media platforms, with 
each medium making 
distinctive contributions to our 
understanding of the world…”
– Jenkins’ example: 

• Matrix – films, games, graphic 
novels, etc.

Jenkins

• Soon, we may be seeing these same hypertextual or 
transmedia principles applied to the quality dramas that 
appeal to more mature consumers—shows such as The 
West Wing (1999) or The Sopranos (1999), for example, 
would seem to lend themselves readily to such 
expectations, and soap operas have long depended on 
elaborate character relationships and serialized plotlines 
that could easily expand beyond television and into other 
media. One can certainly imagine mysteries that ask 
readers to search for clues across a range of different 
media …”



Interactive Fiction









The “Google Attic”

A Simple Idea: A More Open System



Conclusion

• Detective video games worthy of study
– Popularity and conceptual connection

• Wide range of texts to study
• Methods

– Typical detective criticism methods
– Game studies methods
– Adaptation

• Transmedia/hypertextual 
• – Jenkins & My “Train of Thought”


