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A few helpful definitions: 

via www.gamerjargon.com

first person shooter, n. a computer game like Wolfenstein 3D, Doom, Quake, Halflife,  etc. where your perspective is that of your character and the only part of your character you actually see is your hand and whatever weapon you're holding

via www.m-w.com, Merriam-Webster's online dictionary 

motion picture Function: noun Date: 1896
1 : a series of pictures projected on a screen in rapid succession with objects shown in successive positions slightly changed so as to produce the optical effect of a continuous picture in which the objects move
2 : a representation (as of a story) by means of motion pictures :

game Function: noun Date: before 12th century
1 a (1) : activity engaged in for diversion or amusement : PLAY 

video game Function: noun Date: 1973
: an electronic game played by means of images on a video screen and often emphasizing fast action 

Via game-research.com 

Cut-scene: Dramatically important sequence, often displayed without the interaction of the player. The scene is typically shown to motivate a shift in the "plot" of the game and displayed outside of the game engine. 

Via http://www.uwec.edu/jerzdg/orr/articles/IF/glossary/cut-scene_(term).htm 

cut-scene: A cut-scene is a non-interactive storytelling interlude, typically involving full-motion video of actors or high-resolution computer graphics.  In a cut-scene, the IF author briefly takes control of the narrative in order to relay important developments in the plot.  

Via Bryan-Mitchell Young 

A “mod” is a modification of the game that changes the gameplay in some manner.  They can be either single or multi-player, however they are distinguished from simple add-on levels in that they have different gameplay mechanics and gameplay styles.

Fps

players

done alone

players are the characters they are acting out the role

creating events

first person
Movie

watchers

often done in groups

watchers identify with character, want to be like them

interpreting events

typically 3rd person

When you watch Goldeneye, you want to be like James Bond.  

When you play the N64 game Goldeneye, you are James Bond and in that way you don't deliberate or try to guess, “what would Bond do?” but what should I do? In that way, it is more actively performative

