
 

CRITICAL INFOGRAPHIC 
 
Traditional infographics are images that collect and organize complex sets of data or interesting information on a 
topic and present them in a concise, clear, thematic, and sometimes provocative way. We will be adapting this media 
form for critical commentary on digital games. Instead of starting from broad social, political or research topics or 
"games in general" we will be creating infographics on individual games as a form of critical commentary. The 
expressive goals of these images are open to the teams’ interests, but essentially the images should provoke thought 
and generate insights into the chosen game and connections to wider culture or everyday life. The learning goals are 
to force you to represent critical thinking about games visually and in a non-linear way, and to reflect on the 
significance of specific elements in gameplay and design in focused way. 
 
Details  
Consider the following steps for producing these images: 
 

1. Come to some consensus about a game to base your infographic on. You are free to do the same game you 
selected for the Game Share, but this is not required. 

2. Each of you should play the game and individually note elements, events, qualities, etc. that stand out or 
provoke thought, either in relation to the game topics, game culture, or everyday life.  

3. Come together and discuss your notes with the goal of establishing an “angle” or a topic in the game for 
organizing your infographic. This will enable you to make decisions about what kinds of information you will 
need to collect for us in your infographic. 

4. Kinds of information: while most infographics focus on arranging statistics and quantitative data in an 
enlightening or polemical way, ours will focus on interpretive and qualitative information (though if statistics 
are available that aid or compliment your expressive goal you are free to include them).  Consider the 
following for inclusion on your image (this is NOT an exhaustive list): 

ü Screenshots from the game 
ü Imagery from the game (sprites, iconography, etc.) 
ü Marketing imagery (box art, promo materials, etc.) 
ü Dialogue text (transcribed or cropped screenshots) 
ü Imagery from everyday life pertaining to the topics or content of the game 
ü Imagery from the scenes of player gameplay 
ü Quotations from game studies, philosophy, media studies, or other academic discourses 
ü Quotations from pop culture 
ü Imagery of reactions to the game 
ü Statistics about the world that are relevant to the game in some way 
ü Hand-drawn art, photography, etc. that resonates with your goal in some way 
ü Information from relevant/related current events 

5. Collect and assemble an archive of content for your infographic. 
6. Meet and discuss design: arrangement, ornamental imagery (arrows, charts, lines, etc.); the goal is to present a 

visual experience that amplifies some point or expressive goal (see #3 above). 
7. There are no restrictions on size and resolution of the image, but it is a good idea to take into account screen 

sizes. Over 1400 pixels in width almost certainly means side-scrolling for the viewer, something that should 
be avoided unless you have an aesthetic purpose for wanting this experience (e.g. a horizontal narrative or 
timeline structure of the elements). 1280x1024 is a good minimum image size: any less and you probably 
making text and images too small or not including enough content. 

8. For inspiration on design you might look to existing infographics online, particularly on the aesthetics of 
using space and ornamentation, visual cues and symbols, etc. 

 
 
 
 



 

Audience 
One helpful guide for thinking about and controlling the expressive goals of your infographic is to imagine the 
audience and their expectations and needs for understanding. These images should not rely on a tremendous 
amount of familiarity with game culture or assume exhaustive knowledge of the game in question. Your target 
audience here is people who have played the chosen game and are generally familiar with it, but not gamers who 
have “expert knowledge” about the game.  
 
Evaluation 
It must be admitted that this is an experiment and, to my knowledge, has not been tried. The difficulty will be in 
imagining how an infographic might function differently than the genre’s existing conventions. The following 
aspects of your infographic will be considered in evaluation: 
 

1. Coherence of concept - we should come away with a strong sense of your comment on the game and 
understanding of how the materials arranged contribute. 

2. Critical content - the image should demonstrate critical reflection on the game and focus our attention on 
the relevance of the game outside of game culture in some way. Put another way, provide some new insight 
and give some kind of context for thinking about why it matters.  

3. Polish of imagery/text - The infographic should show some care in its design and “polish” in its imagery. 
These don’t have to look professional, but they should be free of typos and visual “errors,” such as poor 
screenshot cropping, weird pixilation effects from stretching, screenshots or imagery that include logos from 
their source site, etc. The infographic should also use space well, avoiding wasted space and awkward 
alignment of elements.  

4. Documentation/captioning - For direct quotations from published texts (including websites) and statistics 
or data from studies you must include citation. Include a small symbol or superscript number next to the 
item and then include citation information in a section at the bottom of the image, mimicking a footnote. 
Include descriptive captions of images if their significance is not obvious from context. 

 
If you have questions please email the tschenold@cornish.edu address so I can answer them for the entire class! 


