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An example of the influence of video games on literature

Gamer literature (Dupont 2015)

Narrative structure = Videogame

Gamer environment

Encyclopedic part 

Archiving of the video game culture

Character level

Nostalgia as driving force

Work level

Literarisation of retrogaming

→ Legitimation

→ Aestheticisation
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Constantin Gillies, Extraleben, 2008
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Mit dem Computer erlebte er ein
stilles Machtgefühl. Der Bildschirm
des Rechners hatte den 
Fernsehbildschirm in ein
faszinierendes Gegenteil verwandelt. 
Fernsehen machte aus den Menschen
Schwebeteilchen im Meer der Bilder, 
der Computer brachte die Gewissheit
zurück, etwas tun zu können. (Glaser, 
2003: 143)

Through the computer he experienced a calm feeling of 
power. The PC monitor had transformed the television
screen in a fascinating opposite. Watching TV turned
people into floating particles in a sea of images, the 
computer brought back the certainty that one could do 
something.

Effect of hacking disappeared
Monuments for mourning

Waste and discarded material
"Wände aus Blech" (sheet metal walls)

Active participation to obsolescence

"elektronische
Gerätschaft mit einem
Tastendruck schrottreif
schalten"

(turning electronic
apparatuses to scrap
in one keypress)
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Susanne Berkenheger's The Bubble Bath

2005 (English version)

Now obsolete and referred to as such by the artist

Pleasure of obsolescence

Metagenerical "Death of the hypertext" but as still there 
as a ruin

→ Conservation of something that has no function 
anymore in the present

→ M. Rollot's definition of obsolescence



Gamer Poetry
Games as a Key to the Past
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Seth Flynn Barkan, Blue Wizard is About to Die, 2004

Gamer poetry

Since beginning of the 2000’s, more since +/-2012

Exacerbation of the tenets of the gamer novel ?

Almost exclusively a recollection of the past
(childhood / adolescence)

Gaming as the only way of making past times 
understandable

Present is only the time of remembering

Future only as future past

Dead end or fulfilling of the movement towards a 
literature of obsolescence ?
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C. Schloyer, Jump 'n' run , 2017
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