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INTRODUCTION

Horror video games are an important site for technological examination. This
presentation will explore the specific conjunction between the information medium of
video game technology (within the game) and the cultural phenomenon of the
representation of technology predicated in games. | will, then, discuss the nature of
information dissemination mediated by technology, in relation to both monster and
player, in horror video games. Using a qualitative methodological approach from Mia
Consalvo and Nathan Dutton, combined with my contribution of understanding
horror (power, networks, sensation), this presentation will discuss the perception
technology encourages once inundated in horror games. Through this perspective, the
significance of technology in horror games contributes to overarching Western
cultural ideologies concerning the role of technology. Four games will be discussed
as examples; these games will elucidate the relationship between technology, the
monster, and the player as a mediated and carefully curated connection. Niall Scott, in
the introduction to the novel Monsters and the Monstrous, asserts that “the monster as
metaphor continues to be a powerful expression of the imagination and the rational”
(2007, pg. 1). The monster itself is set in opposition to humanity; as such, by its very
nature, monsters provide a reflection of humankind. The monster is, in its
antagonism, a signifier of what society presents as fundamentally different and
unalike ‘acceptable’ society. At its very foundation, by representing transgression and
dissimilarity, a society’s conception of monsters is an inextricable reflection of its
fears. As fears reveal fundamental anxieties shared within society, the study of a
society’s monsters can provide insight into its culture.
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