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						disorienting and conceptually difficult. Talking about 
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						 for the Atari Jaguar. This was my first 
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						it another shot. Perhaps that’s not a good thing for an 
					
				

				
					
						editor of 
						Game Developer
						 to admit, but it’s true. I have 
					
				

				
					
						since learned the power of the fir st-person viewpoint, 
					
				

				
					
						in terms of what you can show on screen, and the 
					
				

				
					
						interactions that become possible. But I spoke with a 
					
				

				
					
						few of my fellow editors, and several had recollections 
					
				

				
					
						of difficulty penetrating that first-person wall.
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						games and movies play out before us in a third-person 
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						reference, and allows us to better navigate the world. If 
					
				

				
					
						I see a little running guy, and I try to make him jump, I 
					
				

				
					
						can gauge that distance. If I have to jump in first-person 
					
				

				
					
						mode, where are my feet? Are they below the camera 
					
				

				
					
						directly? How far can I jump, when everything feels 
					
				

				
					
						like it’s based on my perspective? If I look up a bit, the 
					
				

				
					
						platform in front of me looks different than it did before.
					
				

				
					
						A 14-year-old boy will take the time to figure this 
					
				

				
					
						out, and will wind up having an excellent experience. 
					
				

				
					
						An older or more casual user will likely be much more 
					
				

				
					
						daunted, and less inclined to even pick up such a title.
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						That doesn’t seem inherently immersive to me. It 
					
				

				
					
						can be, but it isn’t necessarily, as is often assumed. 
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						 3 (or earlier games like 
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						 IV) do a somewhat better job by at least allowing 
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						What makes a game immersive or otherwise is not 
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						simply made him a sympathetic character. It’s difficult 
					
				

				
					
						to empathize or identify with a camera or floating gun. I 
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						Once Upon a 
					
				

				
					
						Time in America
						, even though I don’t agree with what he 
					
				

				
					
						does, simply because his world is so well-realized, and I 
					
				

				
					
						can see how he reacts to events. In first-person games, 
					
				

				
					
						there is no reaction on the part of the character, and it 
					
				

				
					
						becomes difficult to feel anything about him or her.
					
				

				
					
						First-person games are incredibly important to 
					
				

				
					
						the industry, and have moved many genres forward 
					
				

				
					
						in significant ways. The viewpoint is doubtlessly here 
					
				

				
					
						to stay, and I want to emphasize that I am actually a 
					
				

				
					
						fan of the concept. But I do think it’s worth taking a 
					
				

				
					
						step back. I feel that as an industry we’ve come to our 
					
				

				
					
						own conclusion that first-person games are inherently 
					
				

				
					
						intuitive and more immersive, simply by virtue of 
					
				

				
					
						their camera position, and in spite of the problems 
					
				

				
					
						they bring up. I would submit that just because we’ve 
					
				

				
					
						gotten used to this style of game doesn’t mean 
					
				

				
					
						everyone has. It’s important to realize that making a 
					
				

				
					
						first-person game almost necessarily means making 
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						whether we even need to, when there are so many 
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