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Topics of Interest
[In this section, in prose outline form, provide comments about any topics of interest that you may pursue in your research - elements of the game, its history, associated culture, key contexts of play, synergies with material or intellectual history, relations to particular game cultual, political, or world events, etc. You want to be thinking about what the enabling conditions are for your game, and how your game resonates with other aspects of history. Consider the ways the materials you have already been exposed to generate new "angles" on the significance of games. Some short items are given as examples below - delete this instruction and the examples when you make your own. The goal of this section is to give me a sense of what you are thinking about, what associations you have become aware of, and what is animating your approach at this early stage. Your comments should be a bit more detailed than the examples below.]
1. WWII & Manhattan Project - one of the narrative themes of the game concerns the experience of researchers working on the development of the atomic bomb. This topic allows me to draw connections between the game, its expressive themes about regret, and military research. This will also allow me to address the close connections between military research and the development of videogame technology.
2. Existentialism & Wheeler's "It-from-Bit" (digital physics) - the game directly invokes a metaphysical theory, based in a physics-informed understanding of reality, that deals with the nature of consciousness and the role of choice in the universe. This connects to the history philosophy via various strains of existentialism which foreground concerpt of consciousness and human will - themes central to understanding the expression of the game narrative.
3. "Indie" videogame history - the history and politics of "indie" as a concept used to understand a subset of videogames is important for understaning the reception history of Braid as a canonical example of "first wave" indie games. This aspect of the game's history facilitates connections to the social construction on "indie" through documentaries (i.e. Indie Game: The Movie) and online fandom discourse. 
Expressive Goal(s)
[This is a tough section to write, but it is important to try and form some preliminary ideas about what you want the audience of your timeline to come away with. This is a place where you shape the angle(s) you want to take on the material you note in the topics above. What do you want your timeline to convey about the game and its signficance. Some of this might overlap with ideas from a above, but the goal here is not to show breadth of awareness, but intentional focus. Write this in a short prose paragraph. The whole think need not be more than 300 words.]
With my timeline I want to convey Braid as a videogame attempting to reconcile the nature of human inquiry taken to extremes, and to show that the game is a tool designed for processing the human experience of this nature... (and so on...)

