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Teorie

e Huizinga (1938): hra je dobrovolna aktivita stojici
mimo bezny zivot...

e Salen, Zimmerman (2004): A game is a system in
which players engage in an artificial conflict, defined
by rules, that results in a quantifiable outcome.

e Juul (2003, classic game): A game is a rulebased
system with a variable and quantifiable outcome,
where different outcomes are assigned different
values, the player exerts effort in order to influence
the outcome, the player feels attached to the outcome
and the consequences of the activity are optional and
negotiable.



Motivace a Magic Circle

e Huizinga — neni objektem zajmu

e Callois 1958 — deklaruje motivaci na urovni
vybéru hry

* Rouse 2005 — ,, potéseni z uceni se interakcnim
vzorum*

 RPG - Big model — deklaruje existenci dalsich
motivaci, ale prakticky jej nezajima

e Magic Circle

e Socialni kontrakt



Hranice hry

Striktni formalizace Border blurring Realita
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Prostor

Fyzicky, konceptualni = 4 moznosti expanze

Formalizovaneé hry (prostor Casto definuje zanr)
Detske hry (Skola, park)

Mestské hry

Rozptylené lokalni hry (geocaching)

Globalni (prostorove neurcene) hry (hriste)
Augmented reality

* Nasobneé reality (crossmedia)



Cas
Expanze dvéma smeéry + nespojitost

e Formalizovane hry (utkani 2x45 minut s pevnym
zaCatkem)
 Formalné ohranicené hry (divadelni predstaveni)

* Neporovnatelnée deformace
— Detske (klasicke) hry - ustup jednoznacné hranice
— Jednostranné ohranicené hry
— Casove rozptylené lokalni hry (turnaj, MMORPG)
e 7Ztrata vnejsich hranic
e Ztrata jakychkoliv hranic (ARG, RG)



Hrac

Osoba dobrovolné pusobici ve hre a ovlivnujici jeji
prubéh akcemi dodrzujicimi pravidla.

e Formalizovany hrac (sportovni Ci deskove hry)

* Hrac je vymezen kontraktem, resp. pravidly
(oznaceni, znalost vSech spoluhracii)

e Hrac je vymezen zbylymi hranicemi (Cas, prostor)

e Je jeSté mozno rozlisit mezi
unaware/ambiguous/conscious stavy (ARG)

e Pojem ,,hrac“ zcela ztraci na vyznamu
(mystifikace)



Pervazivni hry

Pervasive game is a game that has one or more
salient features that expand the contractual magic
circle of play socially, spatially or temporally.

e Salen, Zimmerman: oddélenost od realného zivota
v Case a prostoru

e Juul: ,,volitelné dopady*

» Koncept pravidel (explicitni, modelovatelna)

e RG, ludicita, artificialita, sémioticka doména



A jeste jinak...

e Playing on the edge of reality
e Urban exploring

» Battle for public space

e (City as a theatre

* Augmented reality

e Attack on consensus reality

e Game as work of art

e Game as political commentary



Zanry

e Alternate Reality Games

* Massively Mobile Multiplayer Games
e Pervasive LARP

e Online-Onstreet Games

e Proximity Games

e Event Games

e Crossmedia Games

e Urban Gaming



Urban Gaming

» Circle of Death 1966 (S. Jackson, 1981)
* Mafie (Brno 19867-907?), Assassin (Brno 1997-98)
 Tmou (2000), Bedna (2002), Exit (2002)
e Supergaming (McGonigal, 2003)
— Supersize
— Superimpose
— Superhero
— Supercomputing



New Media Games (§) fitchers

8 Hitchers nearby
New Acquaintances:

* Day of the Figurines
e Epidemic Menace
* Hot Potato
e Hitchers T
* Insectopia ke
e Geodashing
e Geocaching

e Sparse time, space
e Cross-media games



IPerG

 Integrated Project on Pervasive Gaming
— Evropska komise, IST FP6
— Univerzity (Gotland, Tampere, Nottingham)
— Swedish Institute of Computer Science

— Nokia Research
— Fraunhofer Institute

e 42 mésicu — 2005 - 2008
e 6mil €




IPerG projekty

1) Day of the Figurines

2) Epidemic Menace

3) Wizard's Apprentice

4) Prosopopeia Bardo 1 "Dar vi f6ll"
5) Kejsartemplet

6) Insectopia

7) Prosopopeia Bardo 2 "Momentum"
8) Mythical: The Mobile Awakening
9) Location Box, Crash

10) Magic Lenx Box, The Alchemist
11) Interference

12) Rider Spoke

13) Coup

14) Hot Potato

15) Augmented Diamond Hunt

16) The Node Game




Alternate Reality Games



Herni mody

Jiste/rozlisujici

e hrac samotny

Nejisté/nerozlisujici
* s jinymi hraci (NPC)
e s prateli ¢i pribuznymi
s nehraci



Prosopopeia: Momentum



Prosopopeia Momentum

o 24/7 i

 cca 30 hracu

* pervazivita vSech —= T
aspektti - e

 technookultismus '

e urban exploring

e urban gaming



Atmosféra




Design

e 5 tydnu

e seamless mode
e node game

e radical saints

e 24/7 GM

e gadgets
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. Seamless mode
. High intensity game time

Low intensity game time




Etika

e Legalita e Socialni expanze

— Verejny prostor, urban — Unaware / védomy
exploration — Ambiguous / neurcity

— Politicka akce Zkusenosti a zazitky

— Nevhodnost vs. Ilegalita produkované hrou jsou tak

— Zodpoveédnost hrace jako zjevné Ci provazane, ze jiz
jedince nemohou byt ignorovany.

e Realita jako rozhrani hry Nicmeéne stale chybi ramec
— Realna jistorie Ci reference, které by mohly
— Realne postavy odkryt a potvrdit fakt, ze se
— Deformace reality (wikipedia jedna o hru.

hacking, ...) — Aware / védomy

e Soukromi

— Informacni

— Fyzické



IFers

Player A (Perspective)

Interaction Model for Social Expansion (Generalised)

Plaver B

Player/informed
playing

Player/informed
not playing

Ambiguous

Unaware

Player/
Informed
playing

Diegetic

Ambiguous/
Error state

Diegetic

Diegetic

Player/
Informed
not playing

Ambiguous/
Error state

Non-diegetic (game
related or not)

Non-diegetic (game
related or not)

Non-diegetic (game
related or not)

Ambiguous

Ambiguous

Ambiguous/
Ordinary Life

Ambiguous/
Ordinary Life

Ambiguous/
Ordinary Life

Unaware

Ordinary life

Ordinary life

Ordinary life

Ordinary life




Sanningen om Marika



Sanningen om Marika

e ARG vs. LARP

* 5 tydnu + 2 roky

e SVT + Company P

e 2+0.2mil €

e 250,000 + 600 hracu
e socialni kontrakt

e 20% nevericich

e navaznost na PB

e [PerG + TII vyzkumy
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Ordo Serpentis

ﬂtmﬂjﬁ LR | G 'ﬂ e

-\.I i




Ordo Serpentis




Kerberos
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Politicka akce




Kudy dal?

 Interaktivni zabava

e Umeni

e Politicky apel
 EduLARP
 Ekonomicka expanze

e Potreba vedecke prace
 Témata na bakalarské/diplomove/dizertacni prace
* Sociologie, psychologie, ludologie, etnologie, etc.
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