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Jarring Witnesses begins by surveying the problem of point of view as a formal, cognitive and cultural determinant in
narrative historiography, particularly in the way certain dominant forms of 'legitimate' history have necessitated the
suppress.

Gameplay[ edit ] The Witness is a first-person puzzle adventure game. The player, as an unnamed character,
explores an island with numerous structures and natural formations. The island is roughly divided into eleven
regions, arranged around a mountain that represents the ultimate goal for the player. The regions are
differentiated from one another by changes in vegetation, and the puzzles within each region are similar to one
another e. Throughout the island are yellow boxes housing turrets. When activated, the turrets emerge to shine
a light toward the top of the mountain, indicating that a section of the game is complete. Additional puzzles
can be discovered if all eleven turrets are activated. One such set of puzzles, accessible after entering the
mountain and colloquially referred to as "The Challenge", is a time-based test to complete about a dozen
algorithmically generated puzzles of various types within seven minutes. This puzzle is part of a sequence of
puzzles seen on the left and right that teach this mechanic to the player. Mechanically, all puzzles in The
Witness are solved in the same way: For a path to be a solution to a puzzle, it must satisfy a number of rules.
The rules are usually simple. For example, in a grid with white and black squares, a path may be required to
separate the different kinds of squares, as illustrated to the left. While the rules a path must satisfy can differ
substantially across the game, at least three rules apply to all puzzles: The first, a walking mode, allows the
player to move around and explore the island. The second, the path-drawing mode, is the one the player uses
to attempt to solve puzzles. This mode is distinguished from the former by a white border around the screen.
The mode ends once the player solves the puzzle or cancels the mode. Nearly all puzzles provide immediate
feedback if they have been solved correctly or not through sound effects or visual indication. Sometimes
several panels will be clustered together, as is typically done when the game is teaching a rule to the player.
Most panels are daisy-chained to one another with power cables; solving one will light-up the cable, and
unlock another panel. Though puzzles in a given region usually need to be completed in order, the regions
themselves do not. This gives the game an open-world feel, and allows players who get stuck in one region to
move on to another. There are also a number of optional environmental puzzles, where a single path is
disguised in the environment. However, the components of such paths are distributed across different parts of
the environment and disconnected. Only when a path is viewed from a certain perspective do the components
join together to form a continuous path. The player then needs to find the correct viewpoint to complete the
puzzle. Skinner , and William Kingdon Clifford. After seeing the title become a success in , Blow took time
off from "serious development" to prototype new game concepts, spending a few months on each. The concept
that proved to be the basis for The Witness was the prototype that Blow considered to be "very ambitious and
challenging". According to Blow, in this unfinished title there was a side gameplay aspect with a "magic
moment" that would have made the title exciting. Blow compared this moment to a spoiler for a movie, and
thus avoided disclosure of the mechanic or other aspects of the game. One aspect of Myst that Blow desired to
correct was the nature of "pixel hunting" in some of its puzzles; the player would have to click on various
parts of the virtual machinery without knowing what the end result was until sometime later in the puzzle.
Within The Witness, Blow created a unifying mechanic for all the puzzles to avoid this confusion, using the
maze panels as this mechanic. Two of the first puzzles Blow had created involved "clues in objects that
populate the world", which led him to recognize he needed to create a world to support these puzzles. This
would form a dichotomy between exploration and puzzle solving, which "made a lot of sense" to Blow.
Because these logs can be found in any order, Blow hopes that each player may have a different perception of
the narrative depending on how they have approached the game. Instead, the game was designed to give the
player the option to explore and learn about the world he created for the game, and to come to epiphanies on
the puzzles on their own. As a comparatively small space compared to other open-world games, Thekla kept
the island as one zone which made for challenges in managing simultaneous editing and development. The
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Witness uses its own engine developed by Blow and his team, which took a significant portion of the
development time. Blow and his team developed an unconventional means of serializing the game world into
text files that would have revision control while at the same time making it easy to find conflicting edits. Sam
Machkovech, a writer for Ars Technica who had played a demo of the game in and again in , noted that the
island had remained familiar between these two sessions. Blow found these to help in the initial parts of the
game to provide "extreme clarity" of where the player was to go next, but discovered that this also made the
game too much of a grind of repeating the same pattern. Here, the design is aimed to highlight the blue puzzle
panels on the left and that more are present in the white structure on the right. Further, the path on the ground
and the pink trees in the background indicate additional options for the player to explore. The game initially
started the player in an abandoned bunker converted to a living space, but as it was originally arranged, the
player would exit the bunker not facing the mountain. He also wanted to make sure all elements of the game
world stood out to avoid visual noise within the game that may have interfered with puzzle solving. The final
game shipped with very little music, instead relying on the ambient sounds of the environment, which were
developed by Wabi Sabi Sound. Blow felt that the addition of music was a "layer of stuff that works against
the game". Blow himself was present at the Expo but kept his distance from the demonstration table. At the
time of this decision, Sony was able to provide hardware information and development kits. Sony also sought
out independent developers like Blow to learn about the upcoming PlayStation 4 in preparation for its launch,
while Microsoft had not yet released firm specifications for their console. The Windows and iOS versions, at
that point, were planned to be released alongside the PlayStation 4 version, barring any development delays
that Blow and his team encountered. Other console versions would come later, if they opted to develop for
them. Game journalists believed the price was justified given the estimated hour playtime Blow had stated,
and also compared it to a similar puzzle game, The Talos Principle , which was released for the same price.
However, with the game completed and released digitally, they are looking to potential retail versions. Blow
stated that they were working on a patch to allow players to adjust their field of view, disable the head
bobbing, and enable faster movement options.
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2: Behind the Scenes of Newsweek's "Bible Thumpers" Cover
Jarring Witnesses begins by surveying the problem of point of view as a formal, cognitive and cultural determinant in
narrative historiography, particularly in the way certain dominant forms of 'legitimate' history have necessitated the
suppresson of the voices of 'jarring witnesses.

Did you hear about Babi Yar? I heard about Babi Yar in Tashkent. But they explained us. But my husband had
a brother - my husband was from Bessarabia - came to our town. And his brother lived in Kiev because when
Bessarabia became Romanian he run to the Soviets. You know, the young people run wherever they want. So
my husband never knew this brother because he was born when his brother was probably seventeen, eighteen
and run away from home. So then he caught up with his brother, the year the Russians were in our town he
caught up with his brother. He caught up with His brother was in Kiev, and when Kiev, before Kiev was
occupied, he got to Kharkov. And we came to Kharkov, running away from the Kholchoz. And when we came
to Kharkov, Kharkov was about to be occupied. Just one thing, back to Tashkent. You said before that in
Tashkent you heard about Babi Yar. Who told you about that? They arrived after you? They were already in
Tashkent. Kuznetsov published her story in Russia in , and her moving story is recounted here. All around and
beneath her she could hear strange submerged sounds, groaning, choking and sobbing: The whole mass of
bodies kept moving slightly as they settled down and were pressed tighter by the movements of the ones who
were still living. Some soldiers came out on to the ledge and flashed their torches down on the bodies, firing
bullets from their revolvers into any which appeared to be still living. But someone not far from Dina went on
groaning as loud as before. Jewish corpses pack in the ravine at Babi Yar Then she heard people walking near
her, actually on the bodies. They were Germans who had climbed down and were bending over and taking
things from the dead and occasionally firing those which showed signs of life. Among them was the
policeman who had examined her papers and taken her bag, she recognised him by his voice. One SS-man
caught his foot against Dina and her appearance aroused his suspicions. He shone his torch on her, picked her
up and struck her with his fist. But she hung limp and gave no sign of life. A few minutes later she heard a
voice calling from above: Come on start shovelling. Her whole body was buried under the sand but she did not
move until it began to cover her mouth. She was lying face upwards, breathed in some sand and started to
choke, and then, scarcely realising what she was doing, she started to struggle in a state of uncontrollable
panic, quite prepared now to be shot rather than be buried alive. The remains of victims unearthed at Babi Yar
With her left hand, the good one, she started scraping the sand off herself, scarcely daring to breathe lest she
should start coughing: She began to feel a little easier. Finally she got herself out from under the earth. Dina
could just make out the nearest side of the sandpit and started slowly and carefully making her way across to
it: In that way, pressed close to the side of the pit, she made steps and so raised herself an inch at a time, likely
at any moment to fall back into the pit. There was a little bush at the top which she managed to get hold of.
With a last desperate effort she pulled herself up and as she scrambled over the ledge, she heard a whisper
which nearly made her jump back. He was trembling and shivering all over. Dina Pronicheva survived the
horrors of Barbi Yar, the young boy who had escaped from the ravine with her, called out to her, as they
sought to leave the area, he warned her that danger was near. Over 33, Jews were murdered in the Babi Yar,
one of the worst single massacres in the history of mankind.
3: Jarring Witnesses - Robert Holton - Oxford University Press
Jarring Witnesses begins by surveying the problem of point of view as a formal, cognitive and cultural determinant in
narrative historiography, particularly in the way certain dominant forms of 'legitimate' history have necessitated the
suppresson of the voices of 'jarring witnesses'.
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We want our history to be "the simple record of unadulterated facts," wrote the English idealist philosopher F. H. Bradley
in ; yet too often we find only a clamor of "jarring witnesses," none of whom can wholly be trusted to provide us with the
truth.

5: The Witness ( video game) - Wikipedia
Note: Citations are based on reference standards. However, formatting rules can vary widely between applications and
fields of interest or study. The specific requirements or preferences of your reviewing publisher, classroom teacher,
institution or organization should be applied.
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Auto Suggestions are available once you type at least 3 letters. Use up arrow (for mozilla firefox browser alt+up arrow)
and down arrow (for mozilla firefox browser alt+down arrow) to review and enter to select.
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Modern Fiction Studies () We want our history to be "the simple record of unadulterated facts," wrote the English idealist
philosopher F. H. Bradley in ; yet too often we find.
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There are other moments so intense that it's hard to breathe. Despite knowing that the shooting is coming, it's still jarring
to witness. And the riots and threats from King are stressful to watch.

9: Project MUSE - Jarring Witnesses: Modern Fiction and the Representation of History (review)
Chuck Grassley's Jarring Presence at the Kavanaugh-Ford Hearing. "I intend hopefully for today's hearing to be safe,
comfortable, and dignified for both of our witnesses," he said. "I.
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