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 Ever since its invention, guns have been a prominent symbol of many ideals: 

Freedom, Strength, Violence, War, Ingenuity, Determination, perhaps many others not listed. 

Those who carry guns feel this sense of power behind them, as if they are the tool used to 

protect, or end, lives. Guns are a weapon like any other, and yet they represent a certain 

instinctive drive in the average person. Whether it’s in the instinct to survive or the instinct of 

control, on the other hand, is yet to be seen. Regardless of the individual’s motives, there is no 

doubt that the gun has become a powerful symbol of humankind’s evolution in one way or 

another. Holding one makes that person /feel/ safe and protected, almost like a sugar pill 

makes one believe that they will be cured. Of course this is a gaming article, so why would I be 

speaking of the real life representation of a gun? 

One of the most important things to consider when developing a game is to make sure 

that the game has a sense of belief in one way or another. Whether it’s through the 

atmosphere of the game, the lore upon which it is built upon, or a reflection of how the real 

world works, this connection to what the player understands is a much hidden aspect on why 

one likes a game. Infact, many people don’t realize how vital it is until they think about it. 
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Games that pull off this sense of belonging have a “This feels right” or a “I can feel the weight 

behind it” thought in their head, even if it is a virtual piece of code and pixels that truly has no 

such thing. This is especially true when emulating weaponry and objects that exist in our world. 

Now, obviously not every first person shooter’s arsenal exists, however they have 

representations and comparisons to their real life counterparts. We call an alien laser pistol a 

pistol for a reason.  

There is a representation that we uphold by calling it a name and modeling it after a 

certain piece of real life technology. Regardless of it being the game, the notable shooters that 

gamers love and enjoy are those that feel right. Story aids the experience; the environment 

brings about the final pieces of connections, but that sugarcoats the true experience of the 

game. Unlike role-playing games, the true backbone of a shooter game is how the mechanics 

feel and sound. IF you fire a shotgun, do you have that sense of knockback, balance, and power 

when wielding it? The moment you do is when the representation of what a shotgun is has 

been represented well.  

The “That feels right!” feeling also has to do with the AI of the various enemies and 

allies of an FPS. Military members train long and hard in order to be a compact organization. 

Rioters are chaotic with no organization and usually only seek destruction for any cause. 

Regardless of whom they are, there is a (albeit cliché) methodology in which human 

organizations tend to work. If a game’s organizations do not follow some kind of intelligent 

jurisdiction, the game will feel fake and not as fun. Remember that everyone wants to survive, 

and the gun is a symbol of that. Even the enemy npcs should have the feeling that they too 

want to win and are not just moving targets.   
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 I very much enjoy a good first person shooter, but only if it is more than the sum 

of its parts. If I am to buy a game, I want all part of it to appease what I am desiring. A lot of 

shooters are focused upon a single part of its development, but only a good few of them have 

gone past this trope and focused upon the whole. This is not necessarily a bad thing, it simply 

doesn’t appeal to me. Games like Call of Duty, Arma, and so on all focus on multiplayer breath 

while the storyline or single player experience is lacking and rarely anyone pays attention to it. 

This is called knowing your target audience. These companies know that there are more people 

playing for the multiplayer than there are people playing the single player. They aren’t going to 
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completely alienate the rare individual who does want single-player, but the game has a focus. 

Games like Bioshock and Half-Life focus on the story and progression aspect of shooters and 

not so much multiplayer (aside from mods and some features). Other games have a starting 

focus to cater to all methods of play, such as the Time splitter series or the Borderlands series. 

Any style of player can enjoy these games because they cater to multiplayer, single player, and 

even challenges and co-op play. Speaking of... 
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The borderlands series is one of those games that I keep coming back to. It brilliantly 

combines aspects of RPGs into an innovative FPS game made for any kind of play. Each of the 

playable characters provide the player with many options, whether you want to duel wield 

bazookas or use a sniper riffle from afar. Players can tear apart of the world with their powerful 

build and arsenal. Players can fight each other for loot and victory or work together to take 

down raid bosses or dungeon-like areas. The DLC for each game (usually) adds massive 

amounts of content and new guns, continuing to add to the experience and providing many 

hours of gameplay that any FPS player can enjoy, regardless of their style of play.  
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 The entire series of Elite forces are a budget game FPS, which isn’t always bad. It’s 

completely understandable that everyone starts somewhere, but there’s a difference between 

budget and just plain bad. While the controls are typical clumsiness of a bad FPS, this game 

sports a lot of new features for its time and age that don’t work at all. Night vision goggle turn 

the entire screen green instead of actually providing a literal night vision goggle ability ((Aka 

they’re completely useless and don’t let you see in the dark at all)). The player is playing a navy 

seal, and yet the game makes you feel like a typical soldier. There is no swimming despite the 

cover art, nor is there team play. The only real option is running and gunning with the enemy’s 

gun as, while you start with unique weapons at every mission, you get little to no ammo for 

them. Every single country you visit looks literally the same, and despite the nighttime goggles 

not working appropriately, there are dark levels. Worst of all, the entire game only takes 2-3 

hours to complete and there is no bonus content or multiplayer aside from one or two titles. 

Making sure the player gets a good….bang….for their buck is important, no? 
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