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ABSTRACT

While the topics of Brutalism, world building and dystopias have been researched independently, they
have yet to be analysadergedin the form of a video gamén 2019Remedy Entertainmemiublished

their newest gameControl The dystopian narrative anstrong emphasi©on architectural world

building arguably crowns this game tbelmination of theaforementionedhemes Befittingly, Control

serves as the main subject matter of this reseavch,er e t he main question *H
Brutalism to bud a dystopi an vi r tthraugh awindudtiverdethodolsicala n s we r
approachof qualitative directed content analysis strongly guided by existing thewrygxamire a

multilateral data sample comprised ghme reviews, gameplay footage and media interviews with

C o nt dewvelopessThree general themewere identified as albncompassing overarching themes

relevant to the research question;onid building & architecture, science fiction & dystopias and
medanics & technolog\By way otthoroughanalysisof the findings it wasincoveredhat to build a

dystopian virtual worldControl makes use of @ombinationof firstly, Brutalist architecture for its

aesthetic and narrative qualities to enharsterytellng andimmersvity. Secondly, dystopiasstence

fiction elementsvisualisedhrougha mixture ofobservable and narrativearanormal eventsaimplicit

references to dystopian pop cultuaed dehumanisingrchitecture And thirdlyin ways augmenting
aforementioned aspectsan incorporation of gamenechanics such as farced third personview,
complicated interactive map design and reakenhancing ray tracing technology. Concludingty,

terms of theoretical implicationshis study s f isimultaneogs subscribe to and conteskisting

theories on the topicsTheydemonstratestudiedconceptsbeing employed in unisdn the Brutalist
construction of the Dystopiaworld of Contrgl however also highlight a lack of focus on the role
gameplay mechanicsa} within the context of architectural world buildirignally limitationsrelating

to the qualitative approachbf this research are discussed and possible future ressaggestions are
provided.Topics of interest include he r esur gence of in Rlatiort tanhodessnm’ s p o
media such as photo sharing platform Instagtgni a y e r s ' and imterpretatioeosaschitecture

in games andlastly, an exploration opossible demand for aovelform of vidleo game whee the

virtual space itseléerves ashe mainexperience

KEYWORDS: Brutalism Contro| Worldbuilding Architecture Videogames
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1. Introduction

Over the past decade the architectural style known as BruthAsmlemonstrate a
surgein popularity aevidencedy statementfrom Mould (2016), Saval (2016) and Blanthorn
(2018). At least in part fuelled by the evolution of social medgescribedy Henley (207),
this dystopian style of architecture hdsmately found its way into the realm of videggames
with the introduction oRemedy Entertainmedit€ontrol (2019). Me having heritage in what
is arguably the Brutalist capital of the world, Bgtade,together witha personalinterestin
Brutalig architectureand its links to dystopias in popular culty#vgitidou, 2008;Saval
2016) and being difelong gamer served as primary motivegin my pursuitto answer the
questom How does Control wuse Brut a? iDefullyanswerbui | d
this qualitative question, an understanding of several underlying tapmesssential. Firstly,
what role does architecture play in fh®cess obuilding virtual video gameworldsin terms
of aesthetic, narrative arichmersive capabiliti€aSecondly, vinat arecharacteristics othe
architectural style oBrutalism and what are its links to the scieficeon genre known as the
dystopia?And thirdly, how has architecture been portrayed in videoneshistorically and

what role do technological advancements play éir tielationship?

1.1 Relevance

World building as a concept central to this research catobsideredegardingmany
formsof storytelling betheybooks, movies or videgames. Totten (2@) summarses world
building in videogames as finding connections between narrative development, cultural ideas
and usable game space. Wobldu i | di ng i snoét | i mieveleklt rdther t h e
encompasses worlds, geographies and cultWksld building also relates directly to the
developer, who as Wolf (2012) states, has to consciously consider the various decisions that go
into creating a world, think of the materials, busicethe philosophical aspectladwyou portray

a world.What role does architecture play in this process?

Game developers around the world could take inspiration émorapproacho world
building that involves architectureand employg it to constructimmersive virtual worlds
Realising the value afealisticarchitecturalrepresentatioimn world building, which as Gotz
(2017) arguesis already happening increasingly, can also open new doors for cooperation

between architectural bureaus and game stulditesestingly, onenember of the development



teambehind Controhas a background in architectuitiistratingthe converging naterof the
fields.

Another noteworthy concept is the architectural style known Beutalism. It is
described by Mould (2016) as an architectural ethics, which is about the power of the image.
This is established through transparent visualisatfdiilding® st r u ctheuse & aw a n d
materials as they are fourBrutalismetymologicallyoriginatesfrom the FrenchwordsBéton
Brut, meaning raw concrete. Brutalism is often used prominently in dystopian storytetling
its cultural ties to governmenthatildings. Examplesof Brutalist dystopiasn popular culture
include but are notlimited to, Sleeper (Woody Allen, 1973Blade Runner 2049 (Denis
Villeneuve, 2017and Dr.Strangelove or: How | Learned to Stop Worrying and Love the Bomb
(Stanley Kubrick, 1964) There seems to beaordy an aesthetic value to the use of Brutalism

but also a narrativene,which is explored throughout this research.

Related to Brutalism ishe conceptof the Dystopig an undesirabldictional future
society As Schelde (1993) shows, this theme is often used in science fieti@mrewhere
world building is fundamenta(Zaidi, 2 0 1 9 ) . Control 6s stoary take
society dystopan by virtue of itstotalitarian governmerand otherworldlyguandariesThe
building central to the gamedsibbediTheOldestHo u s e 6 a n il thaexdstingBrugabstt o
skyscrapeB3 Thomas Street iNew York City. This building houses the Federal Bureau of
Control, seemingly referencirigeeerly genericnamess uch as o6t hefomdimi stry
Orwelld €1949) dystopian story of Ninete&mghty-Four.

Also valuable is gttinganunderstandingfaarchitecture in videgameshistorically in
orderto understadt he context of ChAnobsenation byGota (20d7aig 6 s t |
how only in 1992 a connection between plot and spatial context in geasésst made. Using
spatial context and thértual world inside the game as part of the plot and not just for its
aesthetic qualities is something Controb makes usef. Historically, the ability for three
dimensional movemeittasbeen significant in advancing the convergence of architectare an
video games. Thus, analysing the history of the relationship between architecture and video
games allow for a better understanding of tigameplaymechanicanside Control andthe

technological advancemerntsathave led us to this point.

Anotherkey questionis why arevideogames a medium worthy of studwhile having
beendescribed as a medium of entertainment and education by McLaughlin é98aily as
1997,Bogost (2011additionallyc | ai ms we can understand a medi



its variety in the things it does. He argues thd¢ogames are a medium that lets us play a role
within the constraints of a model worldoncurrentlyan unprecedented medium in its
complexiy. Where in more traditional forms of digital media a set story is presented to an
audience and the main interaction taking place is that of the audience interpreting and making
sense of the information presented to them, in video games interactivitglisAudiences
simultaneously interpret, but also interact with and in some caseba&wean impact oworlds

inside the ganstheyplay. In this sense, video games as a mednamscendilms, booksand

the like,demonstratinghe value of studying thero understand howictional worlds are built.

Understanding how video gamaserealisticarchitectre to build a dystopian virtual
worl d hasndét been studied widely. , Bthtalisme each
in relation to dystopias anddhitecture in video games, the two haxet to be researched
brought together in the form of a video gamkis study sits neatly in this vacuum and might
inspire further research on the togicreased usef moredetailed architecture is the next step
for the game industrin their endeavoursf recreating reality as accurately as poss{@étz,
2017).Insightinto the (n popularityresurging architectural style oBrutalism and how it can
be used to portray aydtopiansociety canserve as valuable knowledder world building

game developers in thgursuitof creatng immersive fictional worlds.

1.2 Research Outline

This research aims to answer a qualitative quesiinaessence it seeks to comprehend
Control 6s approach t o wo rexpldringsuch d nilitidisgplinarg s s e n't
concept is a comprehensive analysis of relevant literature. Chapter 2 dismsetates to
each otheexisting theories otopics pertinent to theoncepts oorld building & architecture
Brutalism & science fiction/dystopiamd architecture & video games historicall{flowing
from the theoretical framework, chapter 3 descrdmesbjustifies the employed methodological
approach of directed content analysfsvisual and textual dat&uilding on themultilateral
sampe, chapter Jillustrates theconductedanalysis of game reviews, media interviews and
gameplay footage. Uncovegrevidence of theories from chapter 2 being visibly or latently
applied inrgame, reviewers summarising their experiences playing Control and the developers
discussing their inspirations when designing the game, chaptarcahly visually displays its
findings, italso relates thm to one anothetheoretically Lastly, concluding this research,

chapter 5 considers the theoretical implications of this gétiedy f i ndi ngs and il



encountered limitations, closing wihggestios for possibly interesig researchtiopics related

to world building, brutalism and the video ganassa medium.



mrm LEONARDO CALhHﬁfI; 1 CONCEPT “ART- © 2019 Remedy Entertainnent‘;:rﬁrkb.ﬂlgiltj Reserved.

7 = By R e
— I — - " o




2. Theoretical Framework

In this chapter an overview given of existing literature on concepts relevant to this
research. Theories on Brutalism, world building, architecture and ideology, science fiction and
dystopias and technological advancements in the field of video gamestaally analysed
and discussedue to a lack of research combining these subjdaesntixture of theories
stemming from existing workrom these separate fieldgas deemed necessatyg properly
understad the main research questiddow does Controlise Brutalism to build a dystopian
vi r t ua IThewambihatiof @ theories outlined in this chapter skagea theoretical guide

that led the methodologand analysis of this research.

2.1 World building & Architecture

A concept present in arffgrm of media dealing with storytelling, be they books, films
or video games, is that of world buildinghe termwas reportedly first mentioned in the
Edinburgh Revievin 1820, and subsequently also used by Eddington (1920) to describe the
process of imaging hypothetical worlds with differing physical laws. This shows one of world
buil di ngds us ereflectanthe wadd Isurousding us,rwithout beingobound by
its physical laws. Roine (201&) fact argues that world building as a concef® one of the
elementsthat defines the genre of speculative fiction. World building goes beywrdly
creatingfictional worlds it also serves as a tool for rhetorical and communicative practices such

as introducing ideas or thought experiments to an audience.

World building as a concept lies at the base of the construction of both the narrative and
the &6physi cal mesvasarduet by Jenkinsiart Squireg2002). Architecture in
video games is used as a tool for creating
playersin certain ways, or priming them to scan environments for combative advantages. If a
game tdk a story, it does so through its organisation of architectural, spatial characteristics.
Additionally, architecture ipart of thematerialisationof a virtual worldthat aplayer can
observe and move through. The architecture in a virtual world botkessére story it tells,
creating a virtual space to be moved throughile also existing for a reason; namely the

narrative used to build the wortttmands that style of architecture aesthetically.

As McMahan (2009) describes, the process of a playeglbaught up in the world of
a gameds story can be cl (2049 pbutlines that essential mme r s i

immersing ay player is interactivitythe player has to be able to not only traverse a virtual



world, but also alter it in one way on@ther. This idea relates to thstensiblyconstanstrive

of game developers to recreate the real world as accurately as possible (Gotz, 2017), in the
sense that architectural realism implssibility for interactiorbetween building and player.
Chang of light, texture, movement and evelnservablehysicalimpact on buildingsare all

part of the immersive process of navigating through an architectpratijsevirtual world. As
mentioned earlier, world building often serves the purpose of creating a world similar to ours,
howeverunmnstrainedy specificphysical laws. Architecture then plays a significant part in
immersing the player through its realism, coumr bal ancing possible 06s
encounter in surreal a s p e arterdionpriiles and fichiomaré® s st
attractive for opposite reasons. Games are a culmination of these two, creating fictional worlds
that are often subgt to liberal interpretation of the player, yet bound by rules, both in the mind

of the playerandby design within the game. It appepeoplewant the freedoms fiction affords

them while still having tocomply withcertainlaws. Architecture, being auman construction,

is naturally bound by rulesand Goétz (2017) evecontendsthat a combination of artificial
limitations on realityanda retention of reality is a recipe for succesgameslinterestingly

he states that architecture in the real woglagés on physics to function, in part limiting creative
freedom of the architecivhereas rehitecture in video gameas not hamperedoy physical
limitations More Readilyit suffers from creative restrictions game developers might have, as
well as the sspension of disbelief of audiences, which as Ome(26i19) argues, is to always

be taken into account when attempting to immerse an audience in a fictional world. One way
in which architecture can be helpful in suspending disbetiefever s by eliciting familiarity

with the real world from playerss arguedor by Adams (2003).

Touching orboththe narrative aspect of world building aneys in whicharchitecture
is employed to enhance stg Adams (2003) mentions how-game architecter can make
reference to realorld architectural styles through depictions making use of thenderlying
ideologiesandemotionsevokedoy t hose architectur al styl es.
ratherthey are an artwork expresgithe thoughtgand feelings of their creators. Bonner (2014)
also outlines how architecture as a symbolic art not capable of definingniéxe§sitates
interaction and interpretation from its usasyich resultsin video game architecture being
classifiedas narrativarchitectureSpeaking on ties between space and emotiorBuYliuan
(1977) explains how emotional ties to places transcend physical boundaries and also apply to
conceptual space§heoretically thistranslateso the conceptual spaces known as videneya

worlds, where portrayed (architectural) spases ch as Cont r agdta;ngheirOl de st



ability of conjuring emotion. Similarlylukasz Stanek (2011) cites Herrefebvre who
mentiored how a series of models, drawings and collages of aertstent city were able to
evoke emotional impadh people further adding to the idea thttis capacitytranslates to

video game architecture.

Looking at the substantial literature on world bulgli architecture, video games and
the combination of the threie becomes apparent thatthe practise of creating a virtual world,
both in narrative and imestheticform, architecturecan serve simultaneously as a tool for
enhancing storytelling throbigts links to ideologies and associative qualities in the real world,
as well as augmenting the aesthetitthe virtual world through its outwards appearantces
more thansimply an aesthetic backdrpprchitecturealso facilitatesmmerson of playeas in
the story of the game being played by providing a balance to the interplay of rules and fiction

while alsomaintainingthe capacityto beacted upon in an interactive manner by players.

2.2 Brutalism & Science fiction/Dystopias

The style of archécture known as Brutalism is believed to have begun in the middle of
the 20" centuryas statecby Banham (2011). A deviation of the previoughevalentd N e w
Humani s mo , sulBtitutedodckwork, mrches and picturesque details with concrete,
visible structure and flat roofsee figurel). Brutalism as defined by Banham consists of three
points: il, Memorability as an Image; 2, Clear Exhibition of Structure; and 3, Valuation of
Mateiials fias foundd @pp. 2#28). Thememorability as aitmage in this case iegardedas
that which affects the emotions. The materials as found are essentially materials in their raw

forms, often being raw concrete

Figure 1 Boston City Hall. Concrete, visible structure and flat roof (Utile, 2018)



As Humphrey (2005) ar guemerelyexdtenadatd lioggistic i sn ot
form, rather it appears in material structuasswell She describelsow while ideologes can
takeon materid forms, material artefacts are not divorceable from their social relations either.
Architecture and its meanings are interconnec#gthitecture has the potential to elicit
emotions from its users, while albeing the product of theeologesof its time. Brutalism as
a style has strong |inks to Marxist materi al |
in its application intended for every social clasther supported byts inexpensive, long
lasting and rigid materials agescribedby Grindrod (2018). It is also often seen used in
hospitals, universities and perhaps most interestingly, government buildings as mentioned by
Mazer (2017). He argues this is logical considering the emphasis on utility in healthcare, which
seemingly perfectlyranslates to Brutalist architecture. Humble in its materials, yet imposing
in its stature, while also being durable in terms of its structural integrity, Brutalism perfectly

lent itself as the gto style for government buildings. (Grindrod, 2018).

Govenment buildings serve as a great stepping stone into the science fiction genre
known as the Dystopia. First; what is science fiction? As Fitting (2010) mentions, there is still
no generallyagreed uporddineation of thegenre6 Sc i e n ¢ eA woikabledefmitiod
distinguishing science fiction from other works of fiction, is the term providddasigo Suvin
(1979, whodescribsit as the literature of cognitivestrangemenT his definition goes beyond
the futuristic technolog-centric formthat science fiction stories often take on aatls fora
more introspectivenderstanding of the gendee to its habitugdortrayal of fictional universes
that triggercognitive estrangementithin the human mindContrastinglyuniversallyaccepted
definitions of subgenres within science fiction are those of the utopia and the dystopia. Both of
these concepts entail the portrayal of a-emistent society described in considerable detail as
Fitting (2010) mentionsutopiabeing the positive variant, e.@ society generally deemed
desirable, and the dystopia being the opposite; negative and unwanted.

What then, if any, is the link between an architectural style, namely Brutalism, with a
genre of science fiction, the dystopia? Gerhard (2010) outlingsaheey theme prevalent in
dystopian fiction is that of totalitarian control of governnsamier their citizens.Examples
include, amongst many ot her pi Eghtg-Bour¢l®49p opul a
Gilliambés Brazil 659820V 1dNd molvs @ lbawmpd made on
Mockingjay part 2which al depicta totalitarian government of one kind or another. Notable
in both Brazil and The Hunger Games films, as well as the later movie adaptations of 1984 is

their use of Brutisst architecture for its visual and associative qualitiesmense concrete
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skyscrapers set the tone from begyinning As mentioned earlier, Brutalism as a style relies in

part on memorability as an image, meaning it elicits emotions. Brutalist bulthirgugh their

visual depictions in dystopian movies, strike awe into vievasra result of theiimposing
statureThed e humani si ng nat ur e (Gobx 28L6)additidnallysenvess ge o n
the negative nature of dystopiagfurther establishing theortrayed worldas one of dystopian

fiction. Brutalism often being associated with governments as a result of existing in the form of
government buildings in the real world fisthermoreemployed torepresent the governmental

aspecbf dystopiarfictional worlds such as Controls .

2.3 Architecture & Video games Historically

Discussing video games as a medium, a factor that should be taken into consideration
is technological advancements ahdit influence on portrayal of architecture in video games
throughout historyA strive for architectural realism described by Gotz (20th# increase in
display capabilities of video hardware resulting in increased efforts to create spaces resembling
the real world stated by Adams (2003) and the use of architecture in level design as mentioned
by Totten (2019), are not solely products of a change in approach to architecture in video games,
rather the convergence of the two fields is largely fuelled dlyntglogical advancements over
the past decades. Go6tz (2017) argues how Wolfensteim3Boftware, 1992 is an example
of plot and spatial context video games being connected for the first time. The development
in 3D technology allowed for video ga&® to evolve from purely graphic narration into
interactive patimg through threedimensional spadidatenhancd both immersivity and world
building in the aesthetic senfgee figure 2)Jenkins (2014) exemplifies this, by stating how
simplegraphic games such as TetgédemySoft1984) do not contain narrative exposition,
in part due to a lack of expressive movemafvrdances3D technologynot only expanded

video games in their offerings in terms of entertainment value, but also aseptt@l medium

Go6tz (2017) shows us that atualitythereexistfew professions as congruent in their
use of tools as architects and game designers. They tackle comhffatiéties in their
construction of space and often employ the same 3D modelling software. This relationship is
notonedirectional eitherwhile video game design often takes inspiration from architecture in
the real world, architectural designs ailsoreasinglyborrow spatial solutions and styles from
the sphere of video game desigmotable recent development in the field of visual technology

is ray tracing. This teclobogy described byMoreau, Pharr and Clarberg (201&l)ows for
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certain graphics cards tealisticallyrenderlights and shadows in real timirther adding to
pl ayer s6 exper Reenantly Contfol isidesanibeth\sreviewersas being one

of the games on the forefront of properly incorporating these techniques in their game

Adams (2003) states how from ¥®ungestdays, themedium of video games has
presented its players with simulated spaces. What historically started off as abstract spaces in
the form of chess boards or literal space, then developed into including representations of
indoor,6 b o uspade8 such as buildind®D technology in video games not yet having been
developed, meant these spaces were often shown indowap viewsuch as in Adventure
(Atari, Inc, 1979) (see figur®), to the detriment of the extent to which players could experience

e

immersivity.

LEVEL| SCORE _[LIVES [ |[HEA

| 300 3 '&X 1007

Figure 2 Wolfenstein 3D environment (id Software, 1992) Figure 3 Adventure’s top-down view (Atari, Inc, 1979)

Another flaw in the portrayal of architecture in earlier video games is highlighted by
Bonner (2014) when he describesldeklustre representation of the Palac¥efsaillesinside
the video game Rise of Nations (Big Huge Games, 2003). Tgante palace is said to appear
plump and unmatching in its constructive volumes amongst a multitude of other gepees
on to desribe how the bitmap of another building, the Taj Mahal, is unable to successfully
replicate the material characteristics nor the reflective exterior of the original. These are issues
not of a lack ofvillingness to properly represestchitecture from theide of game developers,
but rather a product of thack of technological capabilitigfer recreating detailed and accurate
architecture in video games at the time. Despite all its shortcomings, Bonner (2014) argues
depictions of architecture serve tonmarse players into the atmosphere of the virtual world
presented to them, showittgatin spite ofhow rudimentay the graphics may loglarchitecture
can and has been used to enhance immersivity of video g@mesxample of modern
technologies having baesuccessfully used to portray architecture as described by Halplerin,
Santiago and Bezrati (2018) is Spidéan (Insomniac Games, 2018). Here, New York City is
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accurately represented, while even managing to include-axistent Avengers headquarters
building in the skyline (see figure 4).

T

i

[

Figure 4 Spider-Man shows the architecture of NYC while even portraying a fictional building (Insomniac Games, 2018)

Taking into account the history of representation and use of architecture in video games,
it can be establishethat advancements in the technological capabilities in the field of video
game design throughout history, such as 3D technology, coupledstiting desire to recreate
reality as accurately as possible in virtual worlds and an overall convergencesphénes of
architecture and game design, has led to more extensive, more detailed use of architecture in
video games, for both its aesthetic atdlistic qualities andits purpose increating more

immersive video game worlds.

2.4 Interim Summary

Analysing the existing body of work on the topics of the architectural style of Brutalism,
the science fiction genre of dystopias, the use of ar¢hreen world building and the history
of architectural portrayal in video games, makes apparent the interconnectedness of all these
concepts. Technological advancements having made possible the more realistic representation
of architecture throughout hasty, with the development of 3D technology for example, the
immersivity of video game worlds has been allowe@dvancgGotz, 2017; Jenkins, 2014;
Omeargi , 2019) This islinked tothe importance of architecture in the practice of building
worlds, attributable to both its aesthetic qualitiest convey an ideology and eiicemotions
while increasing immersioms well asts ability to showcase an interplay of rules and fiction,
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embodying what is arguably the essence of video géAdamms, 2003Bonner, 2014Jenkins

& Squire, 2002; Juul, 2031 Architecture in its ability to create atmosphere, existing as a
symbol of the ideology underlying it and being subject to interpretgiassessethe capacity

to be employed to create fictional worlds. The style being chosen influencing the nature of the
fictional world. With the desire of creating a dystopian fictional world, Brutalism is the style of
choice. It perfectly encompasses thesirablequalities of both being memorable as an image,
evoking emotion and imposing stature, while also being linked strongly to governments
culturally, which areoften at the centre of dystopian stori@anham, 2011; Goux, 2016;
Humphrey, 2005; MazeR017)
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3. Method

In this chapter an overview will be provided of the method by which this research was
conducted. From the general research design to the sampling and operationalisation, concluding
with the type of data analysigilised Each step will be justified in itgse relevant to the
research topic at harmhdthe broaderesearchechniquerecognsedas qualitative research.

3.1 Research Design

The contrast of the considerable amount of existing research and the total absence of
studies on the topiecombinedcdled for aconcisemethoalgy based closely on the theoretical
framework This is a qualitativetudy, for as Given (2008xxix) statesa qualitative approach
can be employed tigexplore new phenomena and to capture d i v thaoughésfedirdgs, or
interpretations of meaning and proaes$he research questod How does Contr c
Brutalism to buil d ais quglitatve minature by vitué ofatt wor
phraseology. In opposition to quantitative research approaches aimcto answer closed
ended questions through the use of numerical data, as described by Creswell and Creswell
(2018) , t he quest i onended questioro and subseqpehtiaeswer. &An 0 ¢
qualitative question is not answerable definitivéiatheran outline can be given in an effort
to provide a most extensive answer to the question posed. Qualitative research also lends itself
to this studyfor its links to the social constructivist paradigm, which empgkasihe social
construction of reality (&ssell & Symon, 2004; Silverman, 2019). Timannerby which
reality, in this case virtual worlds, are constructed by individuals, in this case Remedy

Entertainment, perfectly coincided with this approach

While as Creswell and Creswell (2018) stifwtat qualitative research is often inductive
in nature, foming general patterns from observed data, the methodology of this research is
primarily deductive and conceplriven. Patterns in the form of theoretical concepts have
previously been established in the theoretical framewatkgceedings an exploration @
whether these patterns are in fastensibleand evidentin the game Control, theextual

interpretations ofjamereviewers and in thevordsof the developers.

Game reviewss samplesffer a glimpse into individuafs i nt e r gbtheetdpiast i on s
at hand inside of Control. Media interviews similarly provide a viesidethe minds of the
developerdehind ControlWith the useof directedcontent analysis, data were analysed for

links to theory @therdirectly observabler as latent, underlying dataastly, analysis of visuals
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in the form of screenshots takisEom gameplay footage could then be related to concepts from
the theoretical framework.

For the question at hand, taking into account chosen methods of data collection,
employinga methodology oflirected conten&nalysisfor textual and visual data wageemed
appropriatdor analysing, relating and senas®king of collected coded data with the end goal

of aiming to answer how Control uses Brutalism to build a dystopian virtuad worl

3.2 Sampling

As mentioned earlieg multilateral approach to data collection was emplolfeditly,
game reviews, secondly, media interviews and lastly, gameplay footage. Three different
samples allowed for gathering a broader array of data andaaldmsubsequenanalysis.
Aiming to extensively answehe research questiam an allencompassing mannéemanded

more than one data set, trasipartiteapproacthwas taken.

Game reviews as a form of data exist not merely as shopping guides tiapotent
consumers. As Zagal, Ladd and Johnson (2009) argue, reviews often hygeo#tesit the
intentions and goals of developers. This, combined with them existing as an interpretation of
the game by professionalmade game reviews valuable data sourcesdding and analys
Game reviews exist ithe form of textandvideo, but for the sake of consistency and coding
fluencyonly textual reviews were collected. For a text to be categgbds a reviewhe author
had to bean official game revieweAll critic reviews were collected from review aggregation
website Metacritic.comyhich ensired thathey came from established game review websites
and were written by individuals that are game reviewgrprofession. Aside ém increasing
the weight of their arguments by virtue of their authority on the subject, professional game
reviewsarereasonablexpected toffer a more irdepth look at the topic and are able to place
the game in the broader context of the field of sigames. All reviews collected were written
in English, this way issuasoncerningnterpretatiorandtranslation were avoided. For a game
review to bepertinentto the research, it had telateto the concepts discussed in the theoretical
framework, meaimg it had toat theleasttouch on the topgof architecture, dystopia/science
fiction, world building or Brutalism. All game reviews were scanned for these keywords using
the &Control F &Gearchin-page function of Google Chronte establish usabilityldeally the
review offers an interpretation of, osappositioras tothe motivations for the use Bfutalism

in Control.The process of gathering reviews consisted of copying relevant reviews and possible
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visuals from their respective websites onto a Microsoft Word document. A total of 12 game

reviews werecollected and coded.

It should becritically noted that game reviewsve been described as failing to take
analytical and critical viewpoints (Costikyan, 2008)pughZagal, Ladd and Johnson (2009)
did identify the contextualisation of gamesypothesislgon devel oper sé mot. i
technological affordances to be thes prevalent in game reviews as a mediUtimately

game reviews were deemed data suitable for analysis in this research.

As a secondlata samplemedia interviews witlemployeesat Remedy Entertainment,
the developers of Controlereconsiderean appopriatesource of datéhat relatedlirectly to
the research question. When askindp ow does Contr ol use Brut al
vi rt ua lthewmotivatioths?od the developers are notonnectedRemedy are the ones
whotransformedheirpersomlideas into a comprehensive video game. S&xperience learns
gaining access to a direct interview wilevelopersis often unattainableexisting video
interviewsconstituteda solid alternative founderstandingheir motivations simultaneously
simulating theexperience of interviewing them in real lifenyA\videowhereone or more of the
developers of Control answered questions posed to wWesctlassified as mediainterview.
For an interview to be relevant to the researchadt toat the minimuntouch on the topics of
architecture, dystopia/science fiction, wotbdiilding or Brutalism in at least one of the
questions posed. 4 such media interviews were downloadedYfoorfube after which bhey
were coded and relevant sectidrenscribed. This allowed for the data to be analysed for

possible patterns and links to theoretically relevant concepts.

Lastly, gameplay footage of Control. Winpservea gameplayvideo as opposed to
playing the game physically? Aside from practicaltsuch as acquiring necessary hardware
and software to play Control, spectatorship as a practise has been described by Taylor (2016)
as being -pl agpendfyingdhe dminishment of any barriers existing between
player and spectator. In thmase of Control, thisolds trueas well. Its storyline being a
predominantlylinear one, most players have comparable experiences asidenfirmmal
variationssuch as weapon upgrades. This justifies the use of gameplay footage as opposed to
playing the game as a valid method of collecting data relevant to the research. A total of 10
hours of Control gameplay was viewed and analysed on the video platform Youhebhedeo

was watched in a resolution of 1920x1080 pixels to ensure maximum representation of details
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and it was alsdacking commentary which guaranteed it was interpreted as intended by the

developers and not influenced by commentesyn the player.

3.3 Operationalisation

In the theoretical frameworlkheories and concepts various aspects relevant to the
researchguestion were presentefirstly, theory was discussedelating to howarchitecture
plays a part in world building through its aestbefis well as its associative qualities
concludindy describingga r c hi t e ct ur erancimgmnoepsan ofplayersin aoghme
world. Thistheoreticalconstructwascentral to analysing the data and answering the research
question. Finding evidence in game reviews, interviews or gameplay footage of architecture
being used in the way describprkviously eitherdirectly or latently, aided in answering the

guestion ohow Control use8rutalism to build a dystopian virtual world.

Anotherdiscussedaoncepts Brutalism and its distinctive qualities, as well as its links
to dystopian science fictioff.he utilisation of Brutalismcan manifest itselin the analysis of
game reviewers and developers talking abquirigameplay showing the use of Brutalism for
the purposes theorised in the theoretical framevekngmemorale as an imaggyossessing
dystopian characteristicbgeing linked to governmental buildings etssifieddata as relevant
to the research questidrastof all, a categoryvas formed for observable practises of modern

visual technologies being applied to enhance immersion or augment one of the other concepts.

Central to the methodology directedcontent analysisvas the formation of selective
codes derived from the theoretical framework. Whalgely adhering to the themes wiorld
building & architecture science fiction & dystopiaandmechanics &echnology liberty was
taken in the production of axial codeghichresulted in the addition afameplay mechanics
as an axial code for data to be categorised as.cdmmbinationof selective codes and their
respective axial codes served as a suitallefto ultimately answeang the research question

OHow does Contr ol use Brutalism to build a d

3.4 Data Analysis
Qualitative content analysisfithe systematic examination of communicative matgrial
(Flick, Kardoff & Steinke, 2004). This systematic examination corresponds wittlitbeted

approach of this research. The use of visual content analysis as a methodology in the social
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sciences has increased alongsidgowth in use of visual forms of communication otety,

as described by Knoblauch et al. (2008). Reavey (2012) also argues for the importance of both
the creation and the interpretation of visuals by highlighting historical examples of their
significance in the field of qualitative research and moreipally psychology. This research
makes use of the wedlstablished methodology known as content analysis Leeuwen and

Jewitt , 2004; Neuendorf, 2002), more specifically directed content analysis, which as Hsieh
and Shannon (2005) describe, makesaisisting theory to partially predefine codes, while

still allowing for new ones to emerge during research, all in order to interpret a combination of
visual and textual data and ultimately encompass all relevant latent and manifest data in the
analysis(Flick, Kardoff & Steinke, 2004). This directed approachhisreforedeductive in

nature, tili sing theory testeerthe coding process and analysis.

Should be said van Leeuwen and Jewitt (2004) do point out how content analysis on its
own is often unabléo fully answer a question. It is limited to what is directly observed and
lacking in its ability to explain the significance or depth of that whictudies To overcome
this limitation, extensive interpretation and linking to theories by using cosdepin the
theoretical framework as tools for categorising gathered datamwale®yed This wayanalysis
of data went deeper thamerelyproviding surfacdevel descriptions

Game reviews and developer interviews were coded in their entirety by being colo
marked based on the theoretical conceytsplay fiction &reality, Science fiction & dystopja
World building & architectureTechnologylmmersivity Narrative andMechanicqblendsof
two or more categories were coded through a combination of each relevant colour). For the
visual datg eachobserved irgame occurrenceonsideredrelevant vas screenshotted with
Windows 10 and subsequently coded in Microsoft Wiyrthcluding a brieftextual account of
what was observedndcolourmark to match one (or more) of 7 earlier mentioned concepts.
All collected data was stored inside a Microsoft Word document titled Data_Analysis, where
the raw data was preceded by a coding table and a civding.Nearlyal collecteddatawas
successfullycategorisednto threeselective codeand 8 axial codes based primarily thre
theoretical frameworkThis demonstrated the successful application of directed content
analysisin encompasag all relevantdata,sinceany unused segments of interview, reviews

and gameplay were deemed irrelevant to the research question.
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3.5 Validity and Reliability

This research is valid in that it makes use of an extensive, critical theoretical framework
based on existing research. Only when interpretation is not founded on established theory, is
validity diminished (Braun & Clark, 2006; Silverman, 20Ihe gathezd data originated from
various sources and was tripartite in nature, which ensured a broader array of viewpoints were
considered and possible bias was reduted.coded data was then analysed and interpreted,
using directed content analysis of textual aisual data. Finally, employing the conceptualised
theories encompassing the most significant aspects relating to the question at hand, a credible
and extensive answer could be formulated. From the ideas undeByutglism, to the
representation of anttecture in a historical, technological context, all relevant topics were

taken into account.

It is also reliable in its consistency. The theories outlined being clear and concise, as
well as all data collected being publicly accessible and Controgtzeimainly linear game
ensured similar, repeatable experiences and interpretations. Directed content analysis as a
methodology is also reliable in its red@verned procedure and systematic nature, as outlined
by Flick, Kardoff and Steinke (2004). Coupladth the developers being outspoken, well
versed individuals and a clear coding structomdt from previously established theoretical
categories, the method culminated in a consistepeatedlyconductible, reliable research,

minimising potential variabn in interpretation.

With regards to research ethics, this study posed no issues. All collected data is publicly
accessiblereviews were copied from their respective game review websites and the gameplay
and media interviews were watched on YouTubey used quotes and gameplay screenshots

were left unaltered in their content.



F -3
_‘ﬂl.;a

' ‘ B

"~

1# ;
o ¥ '
mrm MIRO VESTERINEN 1 ENVIRONHEN?‘}\RT © 2019 Reme% Entertainment PLe. ALL Rights Reserved.

-t
u




4. Results

This sectiorprovidesaninterpretatiorof thegathereddatg as well as dialogueonthe
findings Bearing in mind the qualitative nature of this reseaegtthsegmeniconsistsof a
cohesiveanalysisof theoretical connectionsetweencollected data anthe theories proposed
in the theoretical frameworlEachsectionis categrised byits overarching theme or selective
code orderedcorrespondingly to the ideas discussed in the theoretical framestantikng with
the relation between world buildirend architectureanalysingtheir narrative,aestheticand
immersivecapabilities After this, a closer look is taken at data relating to the science fiction
genre knownas the dystopia taking into account not only dystopian asdence fiction
characteristics on their own, but also the apparent recurring theme of gotaynteetween
fiction and reality. Lastly, culminating the answer to the question how Control uses Brutalism
to build a dystopian virtual worldzhapter4 concludes with a discussion of the gameplay
mechanics afforded to players and the use of visual temdynto enhance experiences through

interactive elements in Control

4.1 World building & Architecture

This segmentgives an account ofhé examination and discussion of these of
architecture for its aesthetic and narrative, qualities, as well as waysdh immersivity was
harnessed in the process of building the virtual world of Caontbesk was made of a
combination of professional game revi ews,
screenshots taken from a full playthrough video of the egafmese data were analysed
respectively for any links to theory, which were indeed found extensiVieéy axial codes of
visuals narrative and immersionwere found to encompass all relevant findings within the
overarching themeAppendix Aprovides a visualisation dfow the codeselate to the theme

of world building & architecturandAppendix Billustrates the layout of the coding table

Prior to anyting else, an analysis of the aesthetic qualities of the architecture inside of

Control was conducted to establiglit is indeedBrutalist in nature. Itnerreview of the game,

Sam LoveridgeZ019 mentionsT he Ol dest Ho uwheréCoantrgl takhseplade)u i | d i r

ficoncrete, Brutalist architectuwreJon Sutton 4019 also states how Control ig&ight,

structurally speaking, and almost overbearir@tytalist in its architectue While these give

an indication as to the architectural stffee medy Ent er t ai nment 6 s wor |

former architect Stuart MacDonald (2019) mentiongin interview for Polygon, how when
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looking at Brutalist architecture and the use of rejoeti he was inspired by Carlos Scarpa, an
architect famous for his use of concrete and recurring patterns. This inspiration for the use of
repetition and Brutalism can be observed having come to fruition inside the world of Control at
21:50 in MKlceAndFie 6(Z2019)gameplay videdsee figureb).

CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary
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Figure 5 Recurring patterns inside concrete, in the style of Carlos Scarpa (MKlceAndFire, 2019)

Arguably the mossubstantiakignifiers of Brutalist architecture however, are the use
of raw concreteanda clear exhibition of structuras described by Banham (2011). These too
are observable oamyriad ofoccasions inside the world of Contr@ne such instance of the
use of rawconcrete can be seentite gameplayideo at 7:25 (see figu® where the concrete
office walls presented display the seams imprinted on them by the fornmeorlbeing cast,

demonstratingheir unfinished, raw nature.
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@ WELCOME TO THE OLDEST HOUSE
Proceed deeper into the ljuréau [N

P ) 725/100952

Figure 6 Raw Concrete walls display the patterns from the formwork used to cast them (MKlceAndFire, 2019)

Another example of typical Brutalism can be observdatiergamet 53:22 (see figuré). Here
piping in the roof isseenleft intentionally unobstructed from view, exemplaraofransparent
exhibition of structure.

CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary

@ UNKNOWN CALLER
Proceed through the Communications Dept.
EXEBUTIVE / MAIL ROOM
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Figure 7 Pipes are left exposed in the roof, exhibiting structure clearly (MKIceAndFire, 2019)

The final defining characteristic of Brutalist architecturepmsed by Benham (2011)

is memorability as an imagevhich fittingly serves as a perfect segway into analysing the
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second axial codearrative Here, narrative refers more so to the associative, latent qualities

of the ingame architecturthan the literah ar r at i v e staryf As Bumpliray 20086)s

argues, architecture has the potential to elicit emotions from its users, to be memorable as an

i mage. This is further supported by Adamsod (
narrativeenhantmng and emotiore vo ki ng qual i ties. This i s exer
(2019)use of thewordél f you ar endét i noinahiweeview fFurthdmeorear ¢ hi
part of The Ol dest House i(801%ré¢vevwasdvekingtne bed i
strange wonder of visiting an alien installation on a distant md®ide from descriimg

Controlas aweinducing and wondeevoking anongst others, Ben Walke2q19 also outlines

how fiThere were times where | felt | was infed@ndfiThe map is designed to make you feel

lost and smaller than you actually arperhaps perfectly encapsulating the imposing, evocative

and memorable nateirof Brutalist architecture. This is evidently not incidental, seeing as in an
interview for Polygon, Stuart BtDonald (2019) mentions how they often approached the

spaces as churches in how they were built and lit. Churches with their often high @aitings
arguably be defined as inherently being memorable as images, evidence of which can also be
viewed at 59:51 ithegameplay video (see figuB}, where the protagonist entersiamposing

churchlike room which coincidentally clearly exhibits structure.

CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary
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Figure 8 Memorability as an image: Church-like imposing space which also exhibits structure (MKlceAndFire, 2019)

Lastly, the third axial code under the thewald building & architecturés immersion

This concept is described by McMahan (2009) as the player being caught up in the world of a
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game6s st oagiy20m)ymentiddsh@vran essential part of immersion is the ability

to not only traverse, but also aleevirtual world. This all ties into the endless strive to recreate

the real world as closely as possijldetlined by G6tz (2017Kosta Andreadis2019 mentions

how scuff marks and nerepeated imperfections in Control i@ t est ament t o R
commitment to immersio@ In an interview for Electric Playground, creative director Sam

Lake (2018) directly mentions howi mmersion and atmospherealways have been really

really important to us Ron Burke 2019 also states that the garifeequently zooms iron

character faces to a distance that lets you see every pore and microexpgrebswing that

realism is strived for in more ways than solely architectural, while simultaneously displaying
the technol ogical aff or da nhovl be dsdusseddtathmehysé s vi s
chapter Burke does also go into architectural realism, outlining how the slick and angular
surfaces glisten like one would expect, how light sources react in real time and how realistic
water appears. In terms of beingeabo explore and interact with the world, Tim Geoffrey

(2019 explains that his favourite facet of the gamaéits focus on exploratianand Hayden

Dingman 2019 also states that certain areas make exploring The Oldest House a joy in itself.

In addition to examples of exploration, we also see evidence of interaction when at 3:106:57 in

the gamgsee figured) the player is able to rip a chunk of concrete from the wall, or when at
2:16:27 (see figur&0) shooting a window causes it to shatter dadgle in a realistitashion

CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary

@ 0LD BOYS' CLUB
Find Marshall
RESEARCH / PARAPSYCHOLOGY
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Figure 9 Ripping a chunk of concrete from the wall, showcasing the ability to alter the world (MKlceAndFire, 2019)
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CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary
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Figure 10 Damaging a window causes it to shatter and dangle realistically (MKlceAndFire, 2019)

In conclusion, there is sufficient evidence that confirms the use of Brutested
architecture in Control. It is being used for its aesthetic as well as itsivacapabilities in
building wollds, resulting in a strong sense of immerssupportedby a combination of
(architectural) realism, explorative freedom and opportunity for interaction with the world
around. These instances are observable not only witkkigame butare also described by

various professional game reviewers and even mentioned by the developers themselves.

4.2 Science fiction & dystopias

Thissectionportraysanexaminatiorof thepresencef characteristics tied to the science
fiction genre known as the dystopiside Contral The analysis is comprised of fir&eneral
elements of science fictiolsecond Dystopian elementsandlasly, a look atthe interplay
between reality and fictiorAltogether these themes provide a clear overview of manners in
which Control expressly defines itself as@ence fictiondystopia.The axial codescience
fiction elementgdystopian characteristicandinterplay fiction & realitywere deemedffective

in incorporating all relevant results under the main theme.

Science fiction as a genre, while yet to be conclusidgiined can be workably
classifiedas fithe literature of cognitive estrangemeii®uvin 1979. This estrangement is
often induced througthe portrayal of a society described in detail (Fitting, 20¥@ich is
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similar to ours, yet different in dast one way, significant enough to give rise to alternate
events. One need not | ook furthersuperhatural Cont i
science fictiorelementsa 6:57 inthe gameplay video (see figufiel) various objects appear

to be levtating atop a desk, lit by peculiar red lighting from an-siffeen source. Only 4

minutes later, at 10:50 in the same video, is the protagonist first teleported to the astral plane, a
different dimension with heavenly white lighting and a massive indgryeamid with which

the player interacts (see figutg).

CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary
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MIKAEL KASURINEN & SAM LAKE
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Figure 11 In the opening scene objects are seen levitating, the first evidence of science fiction (MKlceAndFire, 2019)
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Figure 12 The astral plane, a different dimension where the player interacts with an inverted pyramid (MKlceAndFire, 2019)

The world of Control is also frequently described as being abnormal. Tim Geofrrey
(2019 describes it asipreternatural and aberrantAlessio Palumbo2019 mentions how
fiRemedy always hadfkir for the otherworldly, the supernatuband Kosta Andreadi2019
describes it asiscifi oddityd. This mentioning of oddity falls in line with what Nicholas
Scibetta 2019 defines as the gencef Newi weird, a genre closely tied to horror andesaie
fiction with a focus on using realism to emphasise the fantastical. In an interview for Roadway
Media, Control game director Mikael Kasurin€2018) also mentions thafiThe tone is
supernatur al and therebs def homormevieg further| ot o
substantiating the new weird classification provided by Scib@®d9) Additionally, in
anotherinterview, for GameSlice, Kasurinef2019 also states that Control is a mysterious

game that deals with strange phenomena and events.

Apart from the gener al supéheatgamald sas@e
suggests its world isost toan undesirabledystopiarsociety Gerhard (2@0) outlines hova
key theme prevalent in dystagdiction is that of totalitarian contrdly agovernmenbver its
citizens Brutalist architecture being the ¢ style for government buildings as described by
Grindrod (2018) having led to its associatim dystopian fiction iEmbodiedby the Federal
Bureau of Contro(FBC), described by creative director Sam Lake in an interview for Electric
Playground as @secretive government agency that deals with the unexplatn&blkghermore,

in his interview for Polygon, world design director StuartadDonald (2019) explains that
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fiwhat started as a very utopian and idealistic architecture has come to represent oppression and
bureaucracy and many negative thimgdsplaying the purposive nature of the designict®

made wherconstructingControb s w €antrotlalso appears to reference other works of
dystopian fiction on multiple occasions. The Federal Bureau of Cohtrakéd in The Oldest
House),appears to have been inspired innitanenclaturdy the similarly peculiarly named
ministries of G e o rEgty-FoOrr (049).1 Additionally, rthe t hgpern
bureaucratic phraseology of an internal document found in the Oldest House ata@ 2@ in
game(see figurel3) mayhave been inspired dbyrealiceacyitmy Gi | | i
Brazil (1985) where a spelling error caused by a siagfly results in the total collapse tfat

fictional society government

CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary

€« B collectibles  Correspondence o ©o Exit Menu [
L W = |

FEDERAL BUREAU OF CONTROL
Hello,
As you all should know by now, the R4
1l

R4 Reports Reminder
urity Order

chief saying so. Remember, Rds are
75.2 of the employee manual.

If your R4 requires inter-departmental claims, then please contact
the appropriate department head (Dr. Darling, Ms. Marshall, Mr.
Salvador, or Mr. Kirklund) as needed. They'll be busy on Thursday
in their annual policy review so please schedule accordingly.

Best,
Your Admin Team

P »l ) 428/1019:52

Figure 13 Hyper bureaucratic phraseology in internal documents of the FBC (MKIceAndFire, 2019)

Perhaps more directly referencing the totalitarian nature of the FBC are examples visible at
3:12:15 and 6:31:21 ithe gameplay video respectively. The first instance show®aring,

working at the FBC, stating hoitWWe do t hat regardless of wheth
HRA (a device worn to fend off evil forcasin response to the question whether they will spy

on people (see figu). The second example is FBC empley@angstordescribinga location

inside The Oldest House named fikanopticon (see figurel5). The use of this wordoined

by British philosopher Jeremy Bantham idke Panopticu@ could possibly be directly

referencing the albeeing statdescribpednYevgeny Zamya)tfinds We (192
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CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary
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i TSR 7 SR
Founded by Zachariah Trench, the Panopticon is our state-of-the-art repository for
all Altered ltems, Objects of Power, and-
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Figure 15 Langston describes the Panopticon in The Oldest House (MKlceAndFire, 2019)

Finally, a runningheme throughout Control appears to be an interplay between fiction
and reality. As Juul (2011) states, rules and fiction are attractive for opposite reasons, with
games being the culmination of the two in that artificial limitations on reabtybined vith a
retention of reality are a recipe for succfSétz,2017). The inherent physical restrictianfs

realistically portraying architecture in a game are disregarded at times, yet maintained at others
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in Control. The otherwiserdinarily behaving concretof The Oldest Houssometimes shiét
and turrs sporadically, asan beseen inthe gameat 21:23 (see figuréo)

CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary
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Figure 16 Walls and floors in The Oldest House suddenly shift and morph into a different shape (MKlceAndFire, 2019)

This retention of reality, or breaking of rules, is also described by Peter B26d#® (vhen he
mentions thafiThe dance between fact and fictionaid t he heart @Tm Cont r
Geoffrey @019 moreoveiillustratesfievents that violate the laws of nature and realify the
same time, Jon Suttq@019 statedithere are rules thoughindicating existence of retainment
of reality. Notably,the building itself is not the only aspect of Control in which reality and
fiction appear to dance around one another. On a narrative level, Nicholas S2ditadints

out the ironic contragif fia government facility that dryly documents, studiesl attempts to
control things that are supernatural and otherwodldinother narrative hint at this interplay
is observableat 3:08:00 inthe gameplay video (see figurg7) when the department of

0 Par a P s ycarhbeskeoi gafoiin of psychologyfocusing on psychic phenomerihis,
while being closely tied to realityranscendit slightly, crossing the boundary between fiction
and reality.
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Figure 17 Department of Parapsychology, a form of psychology dealing with psychic phenomena (MKIceAndFire, 2019)

4.3 Mechanics & Technology

This partreports onlie examinatiorof the presence of modern visual technologies and
gameplay mechanics employed in Control. The analysis consists of two sections. Firstly:
Gameplay mechaniaforded to the players, with special attention being paid to the concept
of interactivity, and secondly: Visual technologies employed by Remedy Entertainment to add
to the realism of ControlThe axial codeggameplay mechanicwisual technologyand
interactivity were found to be effective in integrating all relevant findings under the broader

theme.

The first example of spatial context within a game being connected to theés i,
video game Wolfenstein 30d( Software,1992) (Go6tz, 2017). Since thea,combination of
ever improving visual technology and a general strive to represent the real world as accurately
asachievablen video games, described by Adams (2083} led to Control being the game it
is now. When speaking of gameplay mechanics agale, it constitutesa relatively broad
category, concerning aspects ranging frorgame currency to combos in fighting games. This
breadth can be overcome by approaching gameplay mechanics through the context of the topics

at hand. How do they relate world building, portrayal of architecture and immersion?
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As is mentioned by Hayden DingmaR0(@9 and Nicholas Scibett2019, and also
visible on multiple occasions (ségure 5, 6, 7, 9, 12 & 17), Control is a thirgperson game,
meaning thaplayeslook over the shoulder of the protagonist whilst controlling them. As Black
(2015) states, despite the logical assumption thatdeston games, where plagdook
through the eyes of the protagonist, are inherently more immersive thapersd ones, this
appears not to be true. To the contrary even, he argueg#isdn games potentially provide
a greater sense of simultaneity of action between player and game body. Logically, the greater
field of view afforded by the thirpperson perspeete as opposed ta first-personone also
allows for more of the surroundings to be observed, providing a sense of scale and subsequent
improvedenticemenbf emotion as can be seen employed at 9:10:38 tine gamésee figure
4.14) where the sheer vaess of the space filled with concrete pillars presented can be taken
in all at once. Tying in with this thirgerson perspective and the earlier mentioned use of
architecture to elicsentimentsisamechanic ofteemployedn Control, where the protagis
enters a location with a ofint perspective visible at 59:51, 9:10:38 and 6:43:39 respectively
(see figureB, 18 & 19). ThisensuresdtCont r ol 6 s iswomnelacrosas entendegdn

while also increasg the earlier referenced sense of sthéplayers experience.

CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary

@ FINNISH TANGO
isi

> o) 9:1038/1019:52

Figure 18 Third-person view allows for the awe-inducing, imposing view to be taken in all at once (MKlceAndFire, 2019)
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CONTROL Gameplay Walkthrough Part 1 FIILL GAME [1080p HD 60FPS PC] - No Commentary

@ MY BROTHER'S KEEPER
Cleanse the Benicoff TV

CONTAINMENT / PANOPTICON

P o) 64339/1019:52

Figure 19 A forced one-point perspective ensures proper delivery of intended evocation of emotion (MKlceAndFire, 2019)

Another significant mechanic afforded to players iat tbf freedom of exploration.
Intertwined with interactivity and consequently immersiorplersative freedom is mentioned
by Tim Geoffrey 2019 as being it C o n t fibestifaGal gs well as being described as part
of the( g a mappesal py Sam Loveridg@@19. Alternatively, the mechanic is even labelled
as fiworking wonders for the story being toldy Kosta Andreadis2019 indicating the tie
between mechanics and the narrative aspect of world building. Onézagp) explains how
the ability of players talter the world they exist in in one way or another is key to immersion.
In other words, interactivityAside fromearlier examples of ripping concrete and breaking glass
(see figured & 10) from the section on immersion, Control is rife withmerousnteractive
elements. Kosta Andread@(19 classifiesControlas the videgame equivalent of interactive
cinema, and Ron Burk019 explains in detail the consequences of hitting a desk stacked
with office supplies. Additionally, testamentfbe medy 6 s devotion to i nte
from creative director Sam Lak@018)in an interview for Electric Playground wigehe
explains that they haviushed dynamic destruction and physics as far as we possibly could

and how every part of the mapnib e come t heo pl ayer 6s t ool

One more interesting gameplay mechanicControl is thefloor plan of The Oldest
House provided to the player. Described by Peter Br@@hd asfian unreliable tool presented
in a topdown fashion that often feelsi k e mor e t r o g thé confusimganapof t 6 s v

control lacking in three dimensional informatiaan beseerat 8:50:57 irthe gamédsee figure
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20). Interestingly, thipossiblyintentional mechanical design choice serves other aspects of the
gane. What <comes to mind i s nanmedhe BalscaniEstage Br ut &
locatedin London. Described by people as being too difficult to navigate sgetewhat

ironically having been designed in that fashion intentioniayiyts architectsvith the goal of

promotng privacy ofthe inhabitantgBorthwick, 2011). Similarly The Oldest House appears
unnavigable to anyongnacquaintedvith it. Another consequence of this design chasags

promotion of visual awareness of surroundings withexgame. Deemdids u r p rhelgulon g | y

by Peter BrownZ019, the Signage in Control, visible at 3:22:0% e gameplayideo (see

figure 21) on the left side of the screen, is as much a game mechanic asi-pa@luctof

what G0tz (2017) describes astrive for achieving architectural realism in games.

CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary

@ FINNISH TANGO J T
S ide Projecmr in Dimen: ion, reh
€ CONTAINMENT -

¢

PANOPTICON

TRANSIT
CORRIDOR:
PAHUPTIEDN¢ L 0
ENTRANCE
ORDINARY
AWE
FIREBREAK
ORDINARY
TURNTABLE DUMP

MEDICAL WING < SEALED THRESHOLD
JECLRICY CHECKPOJNT
PRIME CANDIDATE SEALED THRESHOLD:
PROGRAM ® AR

H TRANSIT 0

CORRIDOR SEALED THRESHOLD
SOUTH (CORRIDOR:

CENTRAL CONTAINMENT

P M ) 8:5057/1019:52

Figure 20 (Intentionally) confusing map of The Oldest House
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CONTROL Gameplay Walkthrough Part 1 FULL GAME [1080p HD 60FPS PC] - No Commentary

& EXECUTIVE: PERSONNEL PROTECTION 00:18:37
Go to the Mail Room
EXECUTIVE / MAIL ROOM

P » ) 32205/101952
Figure 21 Helpful signs in The Oldest House, architectural realistim, promoting visual awareness (MKIceAndFire, 2019)

Closely tied to architectural realism are advances in visual technology. One such
advancement not insignificant, @ay tracing This technologyavailable on certain modern
graphics cards, allows for shadows to be realistically rendered #Himsaleven in scenarios
with a multitude of light sourceMoreau, Pharr and Clarberg (2019) state that this technology
contributes to a markedly more nsic image than other methods. In ftsrsuitof realism,

Control allows for ray tracing enabled GPUs to make useedétihnology to the benefit of the

p | ayexpergence. As such, all but one of the analysed game revieaeusedh PC to play

Contmol, mention ray tracing at least once. Aside from general praise as to the aesthetics of the
game, such a2l9Rtatemerfidot daranbdses this game look gorgeous in 4k

with all the options maxeyxl nearly all comments on ray tracing argue fereanhancement of
realism and subsequent immersivity. While Nicholas Scib2®a9 comments on the achieved

nat ur al realism and visual diversityoldf the
describes ray tracing in Control@sglimpse at theext generation of game graphicklayden
Dingman @019 claims itisfian additional and subtle bit of realionThis subtle realism is also
outlined by Alessio Palumb@Q19 when he writes that it provides greater accuracy and detail

on opaque and transparent surfaces than would otherwise be possible. A good example of the
use of visual technology to improve immersion through realism, aside from the realistically
detailed cacrete and windows shown earlier (see fighig 10), is when at 1:05:481to the
gamelights are realistically reflecteuh the floor based on its shiny polished materiahile

beingcompletely diffused on thematte concrete walls (see figlza).
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CONTROL Gameplay Walkthrough Part 1 FULL GAME-[1080p HD 60FPS PC] - No Commentary
ity |
|

i

Maybe your toaster is possessed.

| I 1)) 1.0%.43; 10:19:52
Figure 22 Lights are reflected realistically based on the material of the polished floor (MKlceAndFire, 2019)

All things consideredhe presentegxamplescomposeonly a fraction of the total data
sample, nevertheless they adequately illustrate the evigenrtgptiblehemes inside Control.
Where the screenshots from gameplay serve as the foundation for this directed content analysis,
the supplementary examinati@f game reviews and media interviews provides context and
demonstrates that the discussed topics are resmmbiy a multitude of individuals, from
experts in the field okcrutinisingvideo gamesto the developers of Control themselves.
Findings inclu@, but are not limited to, the clear use of Brutddssed architectural world
building in the form of raw concrete materials, exposed structures anesedting angular
patterns, the depiction of paranormal events such as levitation and transmuodireggecshapes,
and a general emphasis on immersion through realistically behaving lights and shadows,
detailed world design and strong interactive elements. All this is driven by game mechanics
centred around experiencing the virtual world. Forcedpmet perspectives, a wide third
person field of view and deliberately abstruse map desigile a predominantly linear

narrative all safeguard that players experience Control as intended.
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5. Conclusion

The final segmentof this researchfirst provides ananswerto the central research
questionand then follows ujpy outlining theoreticaimplications Here,tiesto thetheoretical
framework are demonstrateddaexpandeddn when possible Next, the research process
critically reflected upon, taking into accouabnstraintsand socetal consequenced. astly,
suggestiondor future researclof interest, relating to the topics at haak proposed The
objective of this research has beenuttderstanchow Control uses Brutalism to build a
dystopian virtual worldTo do socurrentliterature on the topics of world building, architecture,
Brutalism, science fiction and game technologies have @&mined Additionally, a
combination of gameplay footage, game reviews and media interviews with the developers
were analysedin a directed, deductivenannerfor links to theory.The goal wasto revea
evidence of overarchinpemes (selective codeabpt provide insight in how Control builds the
world it does. In masweing the researclyuestion, allchapters haveroven instrumental
Chapter 1provided an introduction to thproblemand justified itssocietal and academic
relevanceChapter 2then critically outlined relevant existing theaagd subsequentisened
as a guide for the process of data collection and anatysimpter 3Lastly, chapter 4 exposed

and discussed linkages to the theory.

5.1 Thematic conclusions
This study discovered thatside the game Control, but also in reviews of the game and

in statements made by the developers in intervialvjree selective codes (themappeared
thoroughly This revealghe different ways irwhich Brutalism is used to build a dystopian
world. Theoverarchinghemeswere charactesed as;world building & architecturescience
fiction & dystopiasandmechanics & technologiWone of these were individually significantly
more frequentlyobservedthan othersn the data analysed, nare any more valuable in
answering the research question than the atRather, in unison thegreable to provide an

extensive answer to the posed question.

In relation to world building and architecture, whatdraes clear is that in the process
of building a virtual game world, architecture is indeed employed in multiple manners. It
propels the narrative being told by existing in the Brutalist style which signifies eerie
bureaucracy and through association passeties to government buildings in the real world.
Aside from being a visual manifestation of the ideologies underlying it, aesthetic qualities of
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the architecture such as scale also evoke engitiom players. The architecture serves as an
anchor of rellsm inside an otherwise otherworldly video game, it immerses players in the world

presented tthem.

On the topic of science fiction and dystopias, Control keenly displagsiésce fiction
nature through floating objects or the existence of pararofonees. Additionally, the
dystopian nature of this gamecgnsistentlyestablished. Dystopian elements are bountiful and
references to dystopian pieces of entertainment in textual or filmic form are also unmistakably
strewn throughout the story. A mogeneral observable theme is the interplay of fiction and
reality. The aforementioned simultaneously realistic, yet abnormal behaviour of the architecture
coupled with the existence of departments st

extent b which this theme appears in Control.

Takingthese findings into accouritt can be determinetthat Brutalist architecture lends
itself perfectly to bing used indystopian science fiction stories as botboasequence of its
use in the real worldpften existing in the form of government buildings well as for its
dehumanising nature and stature imposing memorability as an image, supporting the

atmospheref dystopian stories.

Lastly, touching on the mechanics and technology of Control, drbes apparent that
mechanics afforded to players such as a {pédson view and interactive environments are
closely tied to the other themes. The wide field of view afforded to players aids in conveying
the scale and awe of the architecture, and theaictige, destructible world supports the
experience of immersion. Technologically, Control employs some of the latest developments
in visual technology, utding the realistic rendering of lights and shadows afforded by ray

tracingtechnologyto further @hance immersivity.

Interestingly, there exists a strong interconnectedness betaebngeneraheme as
well as their subthemes (axial codes). Narrative qualities of architecture often flow from their
aesthetic ones and vice ver&milarly, visual tetinologies are quintessential in accurately
representing architecture with the ultimate goal of immersing players. Proper delivery and
interpretation of all themes asafeguardedly limitations and affordancgsesentedo players
throughthe gameplay meehmics in place. The interplay of fiction and reality heavily relies on
the shifting nature of The Oldest House and the Brutalist architecture matches the dystopian

story perfectly.
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5.2 Theoretical implications

As chapter 4 and earliergraentshave @monstrated, this research confirmsttieoies
outlinedin chapter2. Evidence hereof iprimarily found irside the game Control, but also in
the words of game reviewers and the people behind Control. [8$ilsttidy presentdditional

findings that transcend the theoretical framework from chapter 2.

The theory surrounding world building and architecture outlined in chapter 2 explains
how architecture can be employed for its narrative as well as its aesthetic qualities when
building a vrtual world (Adams, 2003; Bonner, 2014; Stanek, 2011; Jenkins & Squire,.2002)
Aside from this, it also serves as a balance between fiction and r@aligyns, 2003; Juul,

2011) and it canadditionallyimmerse players by being interacti@meragi, 2019) The

findings of this research add to these theories, seeitigeaagnalysed gameplay footage has
demonstrated each of these aspatislay Brutalist, imposing architecture, links to the story

being told and interactive environments can all be obsdansde the world of Control. In

terms of game reviews however, the architectural aspect of world building appears to not always
be mentioned. Rather, the world of Control is often described for its general atmosphere without
reviewers elaborating on thechitectural style. The developers behind Control do however
provide an account of their intentional use
world, confirming its utilisation is not unpremeditat&dhile not contesting existing theory on

the ppic, results do raise the question to what extent players have awareness of these techniques
at play. Are they doomed to exist in latent formcan theyprogressto the point of being
generally understood concepts?

The topic of science fiction and dyptas was partially analysed in relation to Brutalism
in the theoretical framework, establishing a theory that Brutalist architecture lends itself
perfectly to dystopian stories due to its ties to government buildings in the real world and its
dehumanisingnature suitablefor dystopiagGoux, 2016; Grindrod, 2018; Mazer, 201This
appeared to again be the case in Control, wiherarchitectureof the Brutalist Oldest House
is often intentionally presented in a fashion that evokes emotion and contributes to the dystopian
atmospherandnarrative. Additionally, inarrativelyexists as a government building and the
story is a dystopian one as evided by its presentation of an undesirable world filled with
horrors. While the sence fictionelements of Control come up in game reviews, interviews as
well as in the gameplay footage, ihardlylinked directly to Brutalism. Instead, it is mentioned
in relation to the narrative or hinted at througkgame references to pieces of pop culture

science fictionentertainment. While straying from the proposed theoryBamalism and
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science fiction, thisinding does not detract from it. It merely addshe vast manners in which

the dystopian nature of a game world can be convegenl.n t huwmarzentric narrative
epitomi se$979Sude hidsi t(i on of science fiction
e st r a n.greitsrecarting classification ascierce fictionboth by the developers and by
reviewers, Contrgbromotesa discussiomboutthe foundationof science fiction as a gentteat

arguably more socomprisessociological thoughéxperiments related to humanity than a

display of hypothetical futuristic technological developments.

The last theory assessed in the theoretical frameworletbetkhow advancements in
video game design throughout history, a congrog of architecture and game deseymd a
desire to realistically recreate our world have led to an increased uswref detailed
architecture inthe process afreating immersive video game world@glams, 2003G6tz, 2017,
Totten, 2019)Control powertllly demonstrates this in its use of modern ray tracing technology,
allowing for realistic reflections, lightsandshadpwsnd accur at e represent a
physical properties. Interestingly, every single game review dedicated time to the ayamepl
mechanics of Control. This inspired the addition of the axial gamheeplay mechanicand
proved essential in fully understanding how Control uses not only visual technology, but also
mechanics to build a dystopian virtual wolth e r e a s t dirgs bsild andagdéadd f i
to existing theory, they also contest thiEmtheir lackof discussinggameplay mechanics as a
tool capable ofpromotng other aspects of world buildinprough a mixture of compulsory
restrictions and contrastingly permissive ftems in terms of interactivity and exploration.
Possibly treading in the footsteps of the de
of ray tracing, described by one reviewer as a glimpse into the future of video game visuals,
highlights the shidage of current research and theory on ray tracing regarding architecture and

immersive world building.

While each of the topics discussed in this research have been extensively studied on
their own, the topic of Brutalism inside video games specifically is significantly lacking in
terms of existing research. The theoretical framework outlined in chapteufted with
analysis of data performed in chapter 4 displays how each of the theories is indeed concise in
its definition and observably employed inside Control. While new findings were made, these
do not detract from the theory outlined, rather they adlg transcending the architectural focus
of the theoretical framework to include game mechanics andrabritecturakcience fiction

elements.
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5.3 Limitations, societal implications and future research suggestions

Despite this research accomplighiits goals, it is not lacking of limitations. While
every step from assessing theory to choice of methodology and analysis of data has been
outlined transparently, the qualitative nature of this research is innately subjective. Personal
bias can play a te when selecting screenshots to use from gameplay footage, and analysis of
game reviews is also subject to interpretation. To diminish these limitations, the combination
of game reviews, interviews and gameplay footage was used. This way the gamesemews
as a reviewerso inter pr éottletindiagstosdih. THemethod ol , ¢
of directed content analysis strongly based on the extensive theoretical framework also ensured

personal interpretation and bias wkeptto aminimum.

While this research is |Iimited to Remedy
Understanding how architecture, more specifically Brutalism can be employed to build a
dystopian world, narratively and aesthetically, while also enhancing immeisioeneficial to
game developers, researchers and players alike. Players can acquire a greater understanding of
architecture and its underlying ideologies and developers can build better, more detailed worlds

with the use of architecture for its narvatiand aesthetic qualities.

With the aforementioned lack of emphasis on architecture in the process of world
building in game reviews in mind, possible future research could analyse to what extent video
game players actively observe and interpret theiteatbre presented to them in video game
worlds. While it is clear developers put thought into every detail of the environment, do players
passively glance over the architecture while focussing primarily on objectives presented to
them? Additionally, the mp ar ent revival of Brutali smds |
researched furthegpecifically in relation tanodern mediaT o what extent does representation
of Brutalism (or any styledn social media platforms such as Instagram f | uence peoj
views on that architectural style in the real world? Lastly and perhaps most interestingly,
researching Control, |  egameNewo-BrutatismeodTomboasvh e L i n
This game plays with the idea of the virtual space itself being the main expeltes@ virtual
art gallery inside a Brutalist museum playing with lights, shadows and sounds. In the same way
Control drew me to it through its architecture, it should be researched whether there is place in
the field of video games for games whereg@inexperiencing the virtual space is the game.
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It should at last be noted that this studintsinsically international in nature. Remedy
Entertainment is a Finnish development studio, who have produced avip@nean American
protagonist traveesa world inspired by an originally French architectural styléylishedto
be enjoyed by a worldwide audienasdaultimately researched by a Dutch communication &

media student.

To finally be read by you
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Figure 1. Coding Frame

How does Control use
Brutalism to build a
dystopian virtual
world?

World building &
Architecture

Science Fiction &
Dystopias

Mechanics &
Technology

46

Aesthetic

Narrative

Immersive

Sci-fi Characteristics

Dystopian elements

Interplay Fiction &
Reality

Gameplay Mechanics

Visual Technology
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Table 1. Coding Table

47

Selective Codes (Themes)

Axial Codes (Categories)

Open Codes (Quotes/visuals)

World Building & Architecture

Narrative

Arhe map is designed to make
you feel lost and smaller than
you actually are, and that works
incredibly.o

firhere were times where | felt |

was inferior and that the building
itself was alive and watching my
every move. That is remarkable

level design.o

Visuals

fControl 6s ti ght
speaking, and almost
overbearingly brutalist in its

architectureo

21:50 Visible use of Carlos
Scarpa-like repetition of shapes

in concrete.

Immersion

iBeing able to s
reflection in television screens,
on posters, in The Oldest

Housedbds digpl ay

2:16:27 Destroyed glass panes

fall down and dangle realistically

Science Fiction & Dystopias

Interplay Fiction & Reality

firhe dance between fact and
fiction is at the heart of Control's

settingo

fcontrast between The Oldest
Houseds boring
office facade and the
supernatural elements at war

withino

(




48

Dystopian Characteristics

fwhat started as a very utopian
and idealistic architecture has
come to represent oppression
and bureaucracy and many

negative things.o

6:31:21 Langston mentions
Panopticon, concept used in
dystopian stories such as
Yevgeny Zamyat.i.

Science Fiction Elements

6:57 Floating objects in opening
scene, first sign of fictional

universe

five wanted to create a
compelling interesting world
which is full of mystery and

supernatural phenomena.o

Mechanics & Technology

Gameplay Mechanics

firhe game is about more than its
off-the-wall narrative and its
empowering combat. In fact, |
think the gameo:

focus on exploration.o

fiControl delivers the story via
audio and video tapes, as well as

ficl assifiedo dod

Visual Technology

fivery impressive real-time ray
tracing technology (better known
as RTX) that touches every

aspect of the environment.o

1.05:48 Reflecting lights on

glossy floor

Interactivity

five have pushed the dynamic
destruction and physics as far as

we possibly couldo

18:50 After slamming into the
floor, a destruction in the

concrete is left visible.
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Appendix C

Collected Data

Gameplay Video

1. https://lyoutu.be/1f04INyn4y0

Game Reviews

1. Ron Burke A feast for the mind and the eye 1 Control review 1 GAMING TREND

2. Kosta Andreadis Control Review - AusGamers.com

3. Nicholas Scibetta Review: Control is a supernatural action masterpiece | GameCrate

4. Jon Sutton Control review - by Game-Debate

5. Johnathon Dornbush Control Review - IGN

6. Hayden Dingman Control review: So good, you might finally stop asking for Alan

Wake 2 | PCWorld

7. Sam LoveridgeCont r ol revi ew: AA game wedl | be tal ki

GamesRadar+

8. Cosmin Vasile Control Review (PC)

9. Tim Geoffrey Control Review - Pulsating rhythmical Remedy - Critical Hit

10. Ben Walker Control Review: Intriquing supernatural combat with a lacklustre story -

Daily Star

11. Peter Brown Control Review - An Action-Packed Paranormal Portal - GameSpot

12. Alessio Palumbo Control Review - Full-on Paranatural Remedy Metroidvania Action

Interviews

1. Victor Lucas https://lyoutu.be/WKCMaXjrBtM?list=WL

2. Simone de Rochefort https://youtu.be/7n7yIXPueYE?list=WL

3. Geoff Keighley https://youtu.be/Pc5smFjc9Jo?list=WL

4. Paul Philieo https://youtu.be/U0Jd4KzuxdM



https://youtu.be/1f04lNyn4y0
https://www.gamingtrend.com/feature/reviews/a-feast-for-the-mind-and-the-eye-control-review
https://www.ausgamers.com/games/control/review/
https://www.gamecrate.com/reviews/review-control-supernatural-action-masterpiece/23968
https://game-debate.com/articles/3190/control/erase-her-head-control-review
https://www.ign.com/articles/2019/08/26/control-review-2
https://www.pcworld.com/article/3434060/control-review-so-good-you-might-finally-stop-asking-for-alan-wake-2.html
https://www.pcworld.com/article/3434060/control-review-so-good-you-might-finally-stop-asking-for-alan-wake-2.html
https://www.gamesradar.com/control-review-remedy-games/
https://www.gamesradar.com/control-review-remedy-games/
https://www.softpedia.com/reviews/games/pc/control-review-527259.shtml
https://www.criticalhit.net/review/control-review/
https://www.dailystar.co.uk/tech/reviews/control-review-game-pc-remedy-19006737
https://www.dailystar.co.uk/tech/reviews/control-review-game-pc-remedy-19006737
https://www.gamespot.com/reviews/control-review-an-action-packed-paranormal-portal/1900-6417278/
https://wccftech.com/review/control-full-on-paranatural-remedy-metroidvania-action/
https://youtu.be/WKCMaXjrBtM?list=WL
https://youtu.be/7n7ylXPueYE?list=WL
https://youtu.be/Pc5smFjc9Jo?list=WL
https://youtu.be/U0Jd4KzuxdM
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