
the last of us art

The Last of Us Art: A Deep Dive into the Visual Storytelling of a Gaming Masterpiece

the last of us art is more than just a collection of images or character designs; it’s an evocative tapestry that
weaves together emotion, narrative, and atmosphere in a way few video games have achieved. From its
hauntingly beautiful environments to its intricately crafted characters, the artistic direction of The Last of
Us has played a crucial role in defining its lasting impact on players and the gaming industry alike.

The Role of Art in The Last of Us’ Storytelling

Art in The Last of Us is inseparable from its storytelling. The game’s post-apocalyptic world is rendered
with painstaking detail, with every crumbling building, overgrown street, and shadowy corner telling its
own story. The visual design helps to communicate the themes of survival, loss, and hope without relying
solely on dialogue or cutscenes.

Environmental Design and Atmosphere

One of the standout features of The Last of Us art is its environmental design. The world feels lived-in and
authentic, blending decayed urban landscapes with nature reclaiming its territory. The art team used
lighting, color palettes, and texture work to evoke a sense of melancholy and isolation, immersing players
fully in the experience.

For example, the use of muted greens, grays, and browns throughout the game reinforces the idea of a
world fallen into ruin, while occasional bursts of warmth—like a sunlit room or blooming flower—offer
subtle visual cues of hope amidst despair. This careful balance of color and composition enhances emotional
engagement, making players feel connected to the world.

Character Design and Emotional Depth

The characters in The Last of Us are intricately designed to reflect their personalities, histories, and
emotional states. Joel and Ellie, the central protagonists, have faces that tell stories themselves—lines, scars,
and expressions crafted with precision to convey years of hardship and the complex bond they share.

The art style leans towards realism, which serves to ground the narrative while allowing subtle facial
animations and body language to express nuanced emotions. This approach invites players to empathize
deeply with the characters, making their journey feel personal and impactful.



Concept Art and Its Influence on the Final Game

Before the detailed 3D models and environments were brought to life, The Last of Us art began with
concept sketches and paintings. These early artworks laid the foundation for the game’s visual identity,
exploring ideas for settings, characters, and creatures.

From Sketch to Screen

Concept artists at Naughty Dog created a wealth of preliminary pieces that captured the mood and tone the
team wanted to achieve. These artworks served as a blueprint and a source of inspiration throughout the
development process, ensuring consistency and coherence in the visual storytelling.

The transition from concept art to final in-game assets involved careful adaptation to technical constraints
while maintaining the emotional resonance of the original pieces. This process highlights the importance of
concept art as both a creative and practical tool in game development.

Iconic Imagery and Fan Art Culture

Some of the most iconic images from The Last of Us—such as Joel and Ellie walking through an overgrown
city, or the haunting Clickers—originated from concept art that resonated deeply with fans. This visual
appeal has fostered a thriving fan art community, where artists reinterpret and expand upon the game’s
themes and characters.

Engaging with fan art not only celebrates the original The Last of Us art but also underscores how
powerful visuals can inspire creativity beyond the game itself.

Artistic Techniques Behind The Last of Us

Understanding the techniques used to create The Last of Us art sheds light on why it feels so immersive
and emotionally charged.

Realism through Technology

The game employs cutting-edge 3D modeling and texturing techniques to achieve a high level of realism.
Detailed character models with realistic skin textures, clothing that responds naturally to movement, and



dynamic lighting all contribute to the sense of presence.

Photogrammetry—a process of using real-world photographs to build 3D models—was used extensively to
capture authentic textures and environmental details. This technical approach helps blur the line between
virtual and reality, enhancing player immersion.

Use of Lighting and Color Theory

Lighting in The Last of Us is not just a technical necessity but a storytelling tool. Dynamic lighting effects
create mood shifts, highlight narrative beats, and direct player attention. For example, the interplay of
shadows can evoke tension during stealth moments, while warm lighting can signal safety or emotional
intimacy.

Color theory also plays a subtle but powerful role; desaturated tones dominate the world, contrasting with
occasional vibrant colors that signify life or emotional turning points. This careful use of color guides
players’ emotional responses throughout the game.

The Last of Us Art Beyond the Game

The impact of The Last of Us art extends far beyond the original video game, influencing other media and
merchandise.

Art Books and Collector’s Editions

Naughty Dog released official art books that compile concept art, sketches, and developer commentary.
These books provide fans with a behind-the-scenes look at the creative process and serve as treasured
collectibles.

For aspiring artists and fans alike, these art books offer valuable insights into professional game art
production, inspiring new generations of creatives.

Adaptations and Visual Continuity

With the recent television adaptation of The Last of Us, the art style has been thoughtfully translated into
live-action visuals. The production design captures the essence of the game’s environments and characters,
maintaining the original’s emotional tone.



This cross-media continuity highlights how strong artistic foundations allow a story to resonate across
different formats, enriching the overall narrative experience.

Tips for Creating The Last of Us Inspired Art

If you’re an artist looking to capture the essence of The Last of Us art in your own creations, here are some
helpful pointers:

Focus on Mood: Use lighting and color to evoke strong emotions, balancing bleakness with moments
of warmth.

Detail in Environment: Incorporate natural decay and overgrowth to suggest the passage of time and
abandonment.

Expressive Characters: Pay attention to facial expressions and body language to convey complex
emotions.

Texture and Realism: Experiment with realistic textures and materials to ground your artwork.

Storytelling Through Art: Aim to tell a narrative visually, using composition and symbolism
effectively.

Exploring these elements can help you create art that feels authentic and emotionally resonant, much like
the original game.

The last of us art continues to inspire and captivate audiences around the world. Its blend of technical
mastery and heartfelt storytelling creates a visual experience that lingers long after the game ends, proving
how powerful art can be in shaping unforgettable narratives. Whether you’re a fan, an artist, or a
storyteller, diving into The Last of Us art offers rich insights into the intersection of creativity and emotion
in modern gaming.

Frequently Asked Questions

What makes the art style of The Last of Us unique?
The Last of Us features a realistic art style that combines detailed character models, atmospheric
environments, and subtle use of lighting to create an immersive post-apocalyptic world.



Who was the lead artist behind The Last of Us?
The lead artist for The Last of Us was Erick Pangilinan, who worked closely with the Naughty Dog team
to develop the game's distinctive visual style.

How does The Last of Us use environmental storytelling through its art?
The game’s art uses decayed urban landscapes, overgrown nature, and carefully placed objects to tell stories
about the world’s collapse and the lives of its inhabitants without explicit narration.

What role does lighting play in The Last of Us art design?
Lighting in The Last of Us is crucial for setting mood and tension, using contrasts between light and
shadow to emphasize danger, safety, and emotional moments throughout the game.

Are there any official art books for The Last of Us?
Yes, Naughty Dog released 'The Art of The Last of Us' art book, which includes concept art, character
designs, environments, and developer commentary.

How has The Last of Us art influenced other video games?
The Last of Us’ art has set a high standard for narrative-driven games, inspiring developers to focus on
realistic environments and emotionally expressive character designs.

What are some iconic visual elements in The Last of Us art?
Iconic visual elements include the overgrown cityscapes, the fungal-infected clickers, and the contrasting
visuals of hope and decay represented throughout the game’s environments and characters.

Additional Resources
The Last of Us Art: A Masterclass in Visual Storytelling and Atmospheric Design

the last of us art stands as a remarkable example of how video game visuals can transcend mere aesthetics to
become an integral part of storytelling and immersive experience. Developed by Naughty Dog, the artistic
direction of The Last of Us series plays a crucial role in defining its unique post-apocalyptic world, shaping
player emotions, and enhancing narrative depth. This article delves into the multifaceted aspects of The
Last of Us art, exploring its design philosophy, environmental storytelling, character design, and the impact
it has had within the gaming industry.



The Artistic Vision Behind The Last of Us

The Last of Us art is characterized by a meticulous attention to detail and a commitment to realism blended
with subtle artistic exaggerations that emphasize mood and theme. The creative team at Naughty Dog, led
by art directors and concept artists, aimed to craft a world that feels lived-in and hauntingly beautiful
despite its decay. This approach sets the game apart from conventional post-apocalyptic titles that often rely
heavily on bleakness or hyper-stylization.

One of the defining features of the series’ visual style is its use of natural lighting and weather effects to
evoke atmosphere. The interplay of light and shadow creates a dynamic environment that shifts in tone
depending on the narrative context—whether it’s the eerie calm of an overgrown city or the tense
darkness inside a decrepit building. This dynamic lighting complements the game’s themes of survival,
hope, and loss.

Environmental Storytelling and World-Building

The environments in The Last of Us are arguably some of the most compelling characters in the game. The
art team leveraged environmental storytelling to convey backstory without relying solely on dialogue or
cutscenes. Overgrown plants reclaim urban spaces, abandoned vehicles rust beneath cracked roads, and
remnants of human life are scattered throughout the world. These visual cues invite players to piece
together the history of the outbreak and its impact on society.

The art style balances realism with artistic license, allowing for the creation of locations that are
simultaneously believable and evocative. For example, the lush foliage overtaking a crumbling skyscraper
not only signals nature’s resurgence but also serves as a metaphor for time and change. This combination of
visual storytelling and symbolic imagery enhances the emotional resonance of the game’s narrative.

Character Design and Emotional Expression

Another pillar of The Last of Us art is its nuanced character design. Joel, Ellie, and other central figures are
rendered with a high level of detail that captures subtle facial expressions and body language. The art
team’s focus on realism extends to the depiction of wear and tear on clothing and gear, reinforcing the
harshness of the characters’ environment and their struggle for survival.

Facial animation technology plays a significant role in conveying emotional depth. The Last of Us Part II, in
particular, pushed the boundaries of motion capture and facial rigging to create lifelike performances that
resonate with players. This dedication to emotional authenticity is a testament to how art and technology
converge to create a compelling interactive drama.



Technical Innovations and Artistic Challenges

Creating The Last of Us art involved overcoming numerous technical challenges, especially given the
ambitious scale and detail of the game’s environments and characters. Naughty Dog’s proprietary engine
allowed for advanced rendering techniques, including subsurface scattering for realistic skin, dynamic
weather systems, and complex particle effects like dust and smoke.

One notable innovation was the development of a sophisticated foliage system that simulates the organic
movement of plants in response to wind and player interaction. This added a layer of immersion rarely
seen in games of its era and contributed to the believability of the post-apocalyptic setting.

However, the dedication to realism also presented challenges. Balancing performance with visual fidelity
required optimization strategies such as level-of-detail scaling and efficient texture streaming. Despite these
hurdles, the final product maintained a high standard of visual quality across platforms, from the
PlayStation 3 original to the PlayStation 4 remasters and remakes.

Comparisons with Contemporary Video Game Art

When compared to other narrative-driven games, The Last of Us art distinguishes itself through its
seamless integration of art and story. Titles like Uncharted (also by Naughty Dog) emphasize cinematic
spectacle and vibrant environments, while The Last of Us opts for subdued palettes and restrained design to
foster a mood of melancholy and tension.

In contrast to open-world games like The Witcher 3 or Horizon Zero Dawn, which feature expansive,
colorful landscapes, The Last of Us prioritizes carefully curated, smaller-scale environments that encourage
exploration and introspection. This design choice aligns with its focused narrative and character-driven
gameplay.

The Last of Us Art in the Broader Cultural Context

Beyond the game itself, The Last of Us art has influenced fan communities, merchandise, and even fine art
exhibitions. The iconic imagery—such as Ellie’s silhouette against a dilapidated cityscape or the fungal-
infected creatures—has been widely reproduced in fan art and official prints, underscoring the cultural
reach of the series’ visual identity.

Art books released alongside the games offer deep insights into the creative process, showcasing concept
sketches, color studies, and environmental models. These resources serve as valuable references for aspiring
artists and game designers, highlighting the meticulous craft behind the scenes.



Moreover, the striking visuals of The Last of Us have contributed to discussions about video games as an art
form. By blending emotional storytelling with sophisticated design, the series exemplifies how interactive
media can evoke complex human experiences through visual means.

Pros and Cons of The Last of Us Art Style

Pros: Highly immersive environments, emotional character design, innovative use of lighting, strong
symbolic imagery, technical excellence.

Cons: Less colorful and vibrant compared to other games, potentially limiting appeal for players
seeking more fantastical aesthetics; high detail levels demand powerful hardware for optimal
experience.

The Last of Us art embraces a deliberate aesthetic that may not cater to all tastes but excels in reinforcing
the game’s themes and emotional impact.

Conclusion

The Last of Us art is more than just a backdrop for gameplay; it is a vital storytelling tool that shapes player
engagement and emotional connection. Through a blend of realistic detail, atmospheric design, and
expressive character work, the art direction supports a narrative that explores humanity amidst collapse. As
the series continues to expand and evolve, its artistic achievements remain a benchmark for quality and
innovation in video game visuals.
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companion to the game. * Incredible full-color artwork! * The latest project from Naughty Dog
Studios. * The Last of Us swept the top Game Critics awards at 2012's E3 conference.
  the last of us art: The Art of the Last of Us Part II Deluxe Edition Naughty Dog,
2020-06-23 Follow Ellie's profound and harrowing journey of vengeance through an exhaustive
collection of original art and intimate creator commentary in the full-color hardcover volume: The
Art of The Last of Us Part II. Created in collaboration between Dark Horse Books and the developers
at Naughty Dog, The Art of The Last of Us Part II offers extensive insights into the making of the
long-awaited sequel to the award-winning The Last of Us. This deluxe edition also features an
exclusive cover and slipcase, as well as a gallery-quality lithograph!
  the last of us art: The Art of Adaptation: Turning 'The Last of Us' Video Game into a
Groundbreaking TV Series Norman Singh, Engage with the Creative Journey behind an Acclaimed
TV Adaptation Witness the extraordinary metamorphosis of the beloved video game The Last of Us
into an award-winning television masterpiece. This insightful exploration unravels the intricate
process of adapting a cherished digital experience into a compelling live-action narrative.
Behind-the-scenes accounts of the creative team's vision, challenges, and inspirations. In-depth
analysis of the narrative adaptations, character development, and world-building. Comparative
examinations of key scenes, highlighting the nuances between the game and TV versions. Interviews
with cast, crew, and game developers, providing firsthand perspectives on the transformation.
Whether you're an avid fan of the game or series, or simply intrigued by the art of adaptation, this
book offers a unique glimpse into the creative process that brought a beloved digital world to life on
the small screen. It illuminates the challenges and rewards of translating an interactive experience
into a linear narrative, showcasing the artistry and collaboration that shaped this groundbreaking
TV show. Fans of The Last of Us game and TV series Screenwriters, filmmakers, and creative
professionals Students of media studies and adaptation theory Anyone interested in the creative
process behind beloved entertainment properties The Art of Adaptation: Turning 'The Last of Us'
Video Game into a Groundbreaking TV Series is an indispensable companion for anyone seeking a
deeper understanding of the transformative power of storytelling. Through its comprehensive
analysis and exclusive insights, this book celebrates the artistry and innovation that brought the
world of The Last of Us to a wider audience, leaving an indelible mark on the entertainment
landscape.
  the last of us art: Introduction to The Last of Us Part II Gilad James, PhD, The Last of Us Part
II is the highly anticipated sequel to the critically acclaimed 2013 video game, The Last of Us.
Developed by Naughty Dog and published by Sony Interactive Entertainment, The Last of Us Part II
continues the story of Joel and Ellie after the events of the first game. Set five years later, players
control Ellie as she navigates through a post-apocalyptic world that has been overrun by infected
creatures. The game promises to deliver a deeper, more emotional story with further exploration of
the game's themes of survival, love, and loss. The game received a great deal of hype leading up to
its release, and upon its launch in June 2020, it was met with both critical acclaim and controversy.
Many players praised the game for its stunning graphics, compelling story, and emotional
resonance, while others criticized it for its divisive storyline choices. Despite its mixed reception,
The Last of Us Part II has undoubtedly cemented itself as one of the most important and
talked-about video games of the year, pushing the medium forward with its ambitious storytelling
and technical achievements.
  the last of us art: The Last of Us and Theology Peter Admirand, 2024-05-29 With a
catastrophic fungal pandemic, the post-apocalypse, a moral quest despite societal breakdowns,
humans hunting humans or morphed into grotesque infected, The Last of Us video games and HBO
series have exhilarated, frightened, and broken the hearts of millions of gamers and viewers. The
Last of Us and Theology: Violence, Ethics, Redemption? is a richly diverse and probing edited
volume featuring essays from academics across the world to examine theological and ethical themes
from The Last of Us universe. Divided into three groupings—Violence, Ethics, and
Redemption?—these chapters will especially appeal to The Last of Us fans and those interested in



Theology and Pop Culture more broadly. Chapters not only grapple with theologians, ethicists, and
novelists like Cormac McCarthy, Fyodor Dostoevsky, Martin Buber, and Paul Tillich; and theological
issues from forgiveness and theodicy to soteriology and eschatology; but will help readers become
experts on all things fireflies, clickers, Cordyceps, and Seraphites. “Save who you can save” and
“Look for the Light.”
  the last of us art: The Last of Us and Philosophy Charles Joshua Horn, 2024-10-08 Did Joel
do the right thing when he saved Ellie? Are those infected by the Cordyceps conscious? Are
communities necessary for human survival and flourishing? Should Ellie forgive Joel? Is Abby’s
revenge morally justified? Is Ellie’s? The Last of Us franchise includes two of the best video games
ever created and the critically acclaimed HBO series. Renowned for brilliant gameplay and
world-class narrative, The Last of Us raises timeless and enduring philosophical questions. Beautiful,
thrilling, and tragic, Ellie’s story of survival is as philosophical as it is profound. The Last of Us and
Philosophy brings together an international team of philosophical experts and fans exploring the
timeless questions raised by the video games and the show. Drawing insights ranging from Aristotle
and Abby to Buddha and Bill, this book elucidates the roles that trust, community, love, justice, and
hope play in The Last of Us. Twenty-four original essays cover both The Last of Us Part I and II and
the HBO series, offering accessible and nuanced philosophical analysis of Naughty Dog’s amazing
world. Whether you’re a fan of the video games or of the HBO series, The Last of Us and Philosophy
will take you on a philosophical journey where you look for the light.
  the last of us art: Guinness World Records Gamer's Edition 2015 Ebook Guinness World
Records, 2014-11-06 Now in its eighth edition, Guinness World Records Gamer’s Edition 2015 Ebook
is the ultimate guide for videogame lovers, perfect for reading on smart devices on the go. Whether
you’re an avid fan of platformers, shooters, MMOs or racing games, there’s something for everyone,
including interviews with industry experts, handy in-game tips and, of course, hundreds of amazing
new records. In this year’s Gamer’s Edition, the book features a countdown of the top 50 videogames
of all time, based on our readers’ poll. Be sure to check out where your favourite games rank. Also
get the lowdown on all the latest hardware developments, from next-gen virtual-reality peripherals
like Oculus Rift and Project Morpheus to who’s the reigning champion in the battle of the eighth-gen
consoles: PlayStation 4 or Xbox One – place your bets now! But the Gamer’s Edition isn’t all about
the games and consoles – it’s also a showcase of the most dedicated gamers in the world. Meet the
chart-topping players who have completed games the quickest, earned the most points or collected
the most memorabilia. Maybe they’ll inspire you to break a gaming record of your own…
  the last of us art: The Scandal of Adaptation Thomas Leitch, 2023-04-21 The essays in this
volume seek to expose the scandals of adaptation. Some of them focus on specific adaptations that
have been considered scandalous because they portray characters acting in ways that give scandal,
because they are thought to betray the values enshrined in the texts they adapt, because their
composition or reception raises scandalous possibilities those adapted texts had repressed, or
because they challenge their audiences in ways those texts had never thought to do. Others consider
more general questions arising from the proposition that all adaptation is a scandalous practice that
confronts audiences with provocative questions about bowdlerizing, ethics, censorship, contagion,
screenwriting, and history. The collection offers a challenge to the continued marginalization of
adaptations and adaptation studies and an invitation to change their position by embracing rather
than downplaying their ability to scandalize the institutions they affront.
  the last of us art: Introduction to Ashley Johnson (actress) Gilad James, PhD, Ashley
Johnson is a talented American actress and voice actress who has appeared in a variety of television
shows and movies. She made her acting debut in 1990 with a guest appearance on the popular
sitcom, Growing Pains. Following this, she landed several small roles in films like Lionheart and
Dancer, Texas Pop. 81. In 1994, Ashley's career took off when she was cast as Chrissy Seaver in the
family sitcom, Growing Pains. Throughout her career, Ashley has worked in a range of genres and
mediums, showcasing her versatility as an actress. She has received critical acclaim for her
performances in projects such as What Women Want, The Help, and Blindspot. Ashley is also well



known for her voice-over work, lending her voice to popular video game characters like Ellie in the
award-winning game, The Last of Us and its sequel, The Last of Us Part II. She has also voiced
characters in animated TV shows like Teen Titans Go!, The Avengers: Earth's Mightiest Heroes, and
Ben 10: Alien Force.
  the last of us art: A New History of German Literature David E. Wellbery, Judith Ryan, Hans
Ulrich Gumbrecht, 2004 'A New History of German Literature' offers some 200 essays on events in
German literary history.
  the last of us art: Sacred Books of the East Epiphanius Wilson, 1899
  the last of us art: Visual Culture Margarita Dikovitskaya, 2005 Drawing on interviews,
responses to questionnaires, and oral histories by U.S.
  the last of us art: The Art Journal , 1870 Vol. for 1867 includes Illustrated catalogue of the
Paris Universal Exhibition.
  the last of us art: A Brief History Of Video Games Rich Stanton, 2015-07-23 'Stanton writes
with terrific verve and precision . . . his understanding of the seductive pleasures of gaming takes us
right to its heart.' Maria Bustillos, Times Literary Supplement 'The best overview book of the
industry that I've read.' Andrew Liptak, io9 From the first wood-panelled Pong machines in
California to the masterpieces of engineering that now sit in countless homes all over the world, A
Brief History of Video Games reveals the vibrant history and culture of interactive entertainment.
Above all, this is a book about the games - how the experience of playing has developed from simple,
repetitive beginnings into a cornucopia of genres and styles, at once utterly immersive and socially
engaging. With full-colour illustrations throughout, it shows how technological advances have
transformed the first dots and dashes of bored engineers into sophisticated, responsive worlds that
are endlessly captivating. As thrilling and surprising as the games it describes, this is an
indispensable read for anyone serious about the business of having fun.
  the last of us art: African American Artists Performing for the Camera After 1970 Martyna Ewa
Majewska, 2025-03-27 This study demonstrates how African American artists active since the 1970s
have instrumentalized performance for the camera to intervene in existing representations of Black
and Brown people in America and beyond. Majewska argues that producing carefully designed
photographs, films, and videos via performance became a key strategy for dismantling the
conceptions of race and gender fixed by US popular culture, jurisprudence, and pseudoscience.
Studying the work of Adrian Piper, Glenn Ligon, Lyle Ashton Harris, Senga Nengudi, Maren
Hassinger, Howardena Pindell, David Hammons, and Pope.L, this book examines the ways in which
these artists incorporate their bodies and personal experience into their respective performances,
simultaneously courting and foreclosing autobiographical readings. The strategies examined here,
while diverse, all challenge conventional interpretations of performance art—especially those
overdetermined by race, gender, and sexuality. The book will be of interest to scholars working in
art history, performance studies, photography, and African American studies.
  the last of us art: The Superlative Horse and The Last of The Lupins: Nine Stories E. P.
Tuazon, 2017-07-09 When a woman's daughter waits for what will not come, the balance of a
woman's life is subtly upset by memories of what she left behind; a company picnic is interrupted by
a fire happening in the distance, the fire's smoke accumulating and muddling a drunk salary
worker's thoughts on the perfect partner; somewhere in between fiction and reality, a writer finds
himself caught in a search for his ex-girlfriend's sister and his own love affair with reading and
writing... Tuazon makes an assault on ordinary life and storytelling, weaving together rich fiction
from strings of seemingly unconnected characters, things, and events. Heralding his predecessors,
J.D. Salinger, Raymond Carver, and Haruki Murakami, Tuazon's prose is meticulous and thoughtful
with diction that is colloquial and real, rewarding readers with accessible complexity and catharsis.
Each story he writes is meant to excite thought, uncover the surreal in the everyday and the
extraordinary in the ordinary.
  the last of us art: Ugliness? Destroying a Country. The End of Humanized Territory — A New
Kind of Inner-Colonialism , 2006



  the last of us art: Hegel and Aesthetics Colo.) Hegel Society of America Meeting 1996
(Keystone, Hegel Society of America. Meeting, 2000-05-18 Leading scholars consider Hegel's
philosophy of art and its contemporary significance.
  the last of us art: On Video Games Soraya Murray, 2017-10-30 Today over half of all American
households own a dedicated game console and gaming industry profits trump those of the film
industry worldwide. In this book, Soraya Murray moves past the technical discussions of games and
offers a fresh and incisive look at their cultural dimensions. She critically explores blockbusters
likeThe Last of Us, Metal Gear Solid, Spec Ops: The Line, Tomb Raider and Assassin's Creed to show
how they are deeply entangled with American ideological positions and contemporary political,
cultural and economic conflicts.As quintessential forms of visual material in the twenty-first century,
mainstream games both mirror and spur larger societal fears, hopes and dreams, and even address
complex struggles for recognition. This book examines both their elaborately constructed characters
and densely layered worlds, whose social and environmental landscapes reflect ideas about gender,
race, globalisation and urban life. In this emerging field of study, Murray provides novel theoretical
approaches to discussing games and playable media as culture. Demonstrating that games are at the
frontline of power relations, she reimagines how we see them - and more importantly how we
understand them.
  the last of us art: American State Papers United States. Congress, 1832 class I. Foreign
relations. 6 v. 1st Cong.-20th Cong., 1st sess., April 30, 1789-May 24, 1828.--class II. Indian affairs. 2
v. 1st Cong.-19th Cong., May 25, 1789-March 1, 1827.--class III. Finance. 5 v. 1st Cong.-20th Cong.,
1st sess., April 11, 1789-May 16, 1828.--class IV. Commerce and navigation. 2 v. 1st Cong.-17th
Cong., April 13, 1789-Feb. 25, 1823.--Class V. Military affairs. 7 v. 1st Cong.-25th Cong., 2d sess.,
Aug. 10, 1789-March 1, 1838.--class VI. Naval affairs. 4 v. 3d Cong.-24th Cong., 1st sess., Jan 20,
1794-June 15, 1836.--class VII. Postoffice department. 1 v. 1st Cong., 2d sess.-22d Cong., Jan. 22,
1790-Feb. 21, 1833.--class VIII. Public lands. 8 v. 1st Cong.-24th Cong., July 1, 1790-Feb. 28,
1837.--class IX. Claims. 1 v. 1st Cong., 2d sess.-17th Cong., Feb. 5, 1790-March 3, 1823.--class X.
Miscellaneous. 2 v. 1st Cong.-17th Cong., April 17, 1789-March 3, 1823.
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