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Dude the parallel you're drawing to academic work (speci�cally regarding history 
as that's my area of expertise) just doesn't exist. When using facts as a historian I 
am expected to be able to source my information. If I cannot reliably source that 
information then the fact is unreliable and unusable. Some facts do not require a 
speci�c citation in academic articles because they are so commonly known to be 
true. The Battle of Hastings was fought in 1066, near Hastings, for example. 
Nothing more than a quick google search is required to �nd a deluge of 
cross-references that con�rm this fact as true. And as the INTENDED AUDIENCE of 
the essay becomes more speci�c; from historian, to medieval historian, to 
medieval Europe historian, to medieval France specialist, the understanding of 
what 'common knowledge' is, changes. Common knowledge to an audience of 
specialists in medieval France is a very di�erent matter to the common 
knowledge of your average, educated reader/watcher. Hence, the need to cite 
thoroughly is dependent on exactly who your audience is. The average reader will 
trust a professor of history when they make an un-cited claim because that 
professor speaks with authority, and their work has more than likely gone through 
a lengthy process of peer-review in order to vet out inaccuracies. The historian 
cites information so their work is reliable, and contextually does not need to do so 
if the information is common enough to their target audience that it needs no 
veri�cation.

How is this process in ANY WAY similar to signifying that you are giving an 
opinion, not stating a fact? It is vitally important that a critic make sure that their 
audience understands when they are describing the mechanics and how they 
correspond to the developer's intentions, versus how they as the consumer 
responded to the subject. The di�erences between analysis of art and debate over 
history is that games, implicitly, have intentions behind them. But more 
importantly, we have clear understandings of the mechanisms at work, and how 
they could be changed or improved to further the intentions of the developer. 
When you say 'death ruins horror games', that is a blanket statement about a 
genre, and hence applies to every single horror game ever made.

Have you played every single horror game ever made? I doubt it. Making 
statements abour ENTIRE GENRES is a very di�cult endevour, with very low 
returns. Your language indicates that death is an issue that plagues the entire 
genre. But what of a horror game where death isn't even a possibility? Or a horror 
game that can only be attempted once, eliminating the possibility of respawns? 
You see what's happening here? You've made a statement, and I'm attacking it. 
Because your previous video presents a very strange idea, that is argued for in a 
way that isn't convincing. Not to mention the presentation giving the very explicit 
impression that your criticisms are faults of the GAMES, not a personal reason for 
not caring for them. If your video was intending to share a personal feeling, why 
were references and mechanics brought in, criticisms made, and solutions 
proposed? If there's a solution, there's a problem. If there's a problem, we're 
talking in objective terms. If you just want to share your sentiments, you can't be 
caught saying 'death ruins horror games', as that's a straight up objective claim. A 
vulnerable, underinformed one, but an objective one. Objective doesn't mean 
true, it means measurable. Your statement has quali�ers. These quali�ers can be 
true or false. Your claim's validity depends on the validity of its quali�ers. So when 
you make claims that seem, from an audience's perspective, to talk about an 
entire genre of a medium, you fail to make the line between description of reality 
and personal assessment clear. 

I really hope you can see why your audience is having trouble here. The language 
you use makes it incredibly unclear whether you're assessing mechanics or giving 
a personal feeling. "Horror games fail to scare me" is not the same as "Horror 
games fail to scare", and you use the latter with the unreasonable expectation that 
your audience will hear the former.
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