Aplikovana herni studia
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telemetrie, herni analytika

* Definice telemetrie

* Co lze mérit a proc? Jaka data muzeme ziskavat?
* Telemetrie a hry

* Herni analytika

* Desing / business / QA oriented analytika

* VV\yzkumné otazky?



Telemetrie

* Oznaceni dalkového prenosu informaci / dat za uc¢elem méreni

* Bézné oznacuje bezdratovy prenos, avsak neni vazano na bezdratove
technologie

e Souvisejici terminy:
e telematics = tele(communications) + (infor)matics
 telematic art (Roy Ascott)






Co muzeme merit?

* Lepsi otazka: ProC chceme néco meérit?
e porozumeéni uzivatell, spolecnosti, zménam v prirodé, vyuzivani technologii...

* trend quantified self
e (Wolf, Kelly — Wired, 2007), (Wolf — TED, 2010)

* monitoring zdravi, fyzické aktivity, spanek, nositelné technologie,
mobilni aplikace, agregovana data => gamifikace

e HabitRPG



Jaka data muzeme ziskavat?

e Kvantitativni?
* pocCet opakovani
* mnozstvi km, kg, prevyseni, rychlost, délka spanku
* zatizeni dopravy, ulic, datoveé site

e Kvalitativni?

* pocit kvality nalady (Happiness iOS app)
* individualni hodnoceni, ndazor na néco (mnohdy pres skaly)



Telemetrie a hry
e bézné jiz v dobé prvnich online her (Bartle — MUD, 1987)

e zakladni zdroj informaci o chovani hracu ve hre
* zvlast relevantni pro online MMO, free to play, mobilni hry, multiplayer hry

* vyuzitelné pro game design, businessove cile i pro celkovou kvalitu

(QA)

* Otazky: Co chceme meéfrit a proc€? Jak to zmérime? Jakymi nastroji
vyhodnocujeme zavéry? Jak budeme implementovat pripadné
Zmeny?



Herni analytika

e ,Game analytics is the application of analytics to game development
and research. The goal of game analytics is to support decision
making, at operational, tactical and strategic levels and within all
levels of an organization — design, art, programming, marketing, user
research, etc.” (EI-Nasr a kol. autort 2013: 5)

e velmi rozvijena s nastupem mobilnich aplikaci a her

e agregujici rizné data sety



Metriky

e player / user data
* méreni aktivit, voleb a chovani hracua v ramci hry

* méreni ,zachazeni s hrou” samotnou — kdy byla vypnuta, pauznuta,
odinstalovana... apod.

» délka herni instance, délka dokonéeni vl / vyznamné ¢3sti hry

e performance data
* nejstarsi, automatizované, zamérené na vykon hry po technické strance

* process data
* pouze vyvojarské, zamerené na procesy v ramci tvorby her
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ProC chceme x / y merit?

* Modelova situace 1: Jednoducha spoj 3 puzzle hra — Hraci nam hru
opousti do dvou hodin od spusténi a my nevime kdy. Z nékolika desitek

/7 v O

tisic stahnuti hru odinstalovalo 30% hracu. Proc?

e Zamérime se na prtibéh hry v pocatku, na tutorial / onboarding, na
srozumitelnost ovladani. Mame moznost sledovat hlavni prekazky ve hre a
obtiznost. Mérime, zda hrac zvlada zakladni mechaniky, do kterého se
dostane Ivl, kolik ztrati zivotu. Zkoumame, z jakého dlivodu hrac¢ odchazi?



ProC chceme x / y merit?

* Modelova situace 2: Akcni multiplayerova strilecka, souboj tymu —
Hraci preferuji konkrétni 2 mapy z nabidky, jedna je nejméne
popularni. Chceme zjistit proc by tomu tak mohlo byt.

* VyzkouSime heat mapy pohybu hracu, porovname béznou délku jednoho kola
s ostatnimi, proCteme diskuzni féra, provedeme detailni testovani na malé
skupiné.



ProC chceme x / y merit?

* Modelova situace 3: Mobilni strategicka hra s vyraznym socialnim
aspektem soupereni - Monitorujeme vztahy mezi PR a
marketingovymi aktivitami a chceme, aby se lépe sifila mezi socialni
skupiny hraca.

 Budeme hledat souvislosti mezi hranim, pop up systémem, notifikacemi, kdy a
v jaké fazi hraci vyuziji fce ,,sdilej / vyzvi spoluhrace”.



Ruzné orientovana herni analyza

* Strategicka analyza — globalni ndhled na chovani hract a obchodni
model hry

* Takticka analyza — vyuziti analytiky pro design, ladéni hry, AB testovani
novych hernich featur

* Provozni analyza — pro okamzité sledovani stavu hry (hlavné MMO)






Herni analytika — Chameleon Run

* PocCet instnci

* Dropout

e Délka instance

e Uzivani switch. mechanik
* Pro score

e Spustéeni

* VVypnuti

* Notifikace

e GPS?






Herni analytika — Arma 3

e UZivani assetu

* Preferované mise

* Modifikace a trendy

e Chovani pred/po updatu

* Heat mapy; typické pohybové clustery
* Planovani DLC

e Support komunitni tvorby

e Soutéze



Vyzkumne otazky

 Jaké nastroje pouzivaji herni vyvojari k analyze hracského chovani? —
pripadova studie.

e Analyza , play style” hrd¢d hry Dead Trigger 2 dle statt / délky herni
instance / denni doby, kdy je hra hrand / dle véku...

* Herni analytika — metriky zamérené na oblast social games / serious
games

* Navrh herni analytiky pro hru DayZ pro level design ucely
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(Crowd)research a hry

e zkoumani her po kvantitativni strance

 vyuziti her pro ovéreni hypotézy
* Citizen Science Movement

* Games With A Purpouse



Zkoumani her po kvantitativni strance

PEOPLE

 vyuziti her a simulaci ve
vyzkumu, hry jako
e (1) stimulus

* (2) avocation
Video Games as Stimulus; Users are

* (3) SkIII exposed to games’ content and
* (4) social ennvironment s

Video Games as Avocation; People
choose to use games (or a certain

game) due to motivations. CONTENT
Video Games as Skill; Users perform

actions with games. —
Video Games as Social Environment; —

Users interact with each other VIDEO GAMES
through games.

Figure 1. Conceptual Model of Social Dimensions of Video Games Examined
by Different Video Game Research Approaches.



Vyuziti her pro overeni hypotezy
* nebezpedi validity metody, vyznamu interface

* jen na nékteré vyzkumné zameéry se vyviji extra hra / aplikace, jinde

lze pouzit jiz existujici

e zkoumani performance, rehabilitace, zavislosti, rozhodovani, uceni a
simulaci...



Citizen Science Movement

e Zapojeni nevedeckych
participantl do procesu sbéru aNARCI.CZ
dat a jejich pripadné zapojeni do
porcesu rozhodovani o dan?ch Kde zrovna kandarci méri stav ovzdusi?
fenoménech. et e Y
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* Od pozorovani prirody - =
(ornitologie, studovani hmyzu) o= I | =
pres astronomii az po dirigovany . .. = -
crowd research genetického NI\ | .
kodu. B ree g



Games With A Purpouse

* Foldit (2008)

* hra o skladani optimalizovanych bilkovin
* David Baker (autor Rosetta@home)

* https://www.youtube.com/watch?v=IGYJyur4dFUA
e Foldit ukazka

* https://www.youtube.com/watch?v=4d7UxMvg5sU

* David Baker (U. Washington / HHMI): Crowd Sourcing Protein Folding: Rosetta@Home and
FoldIt



https://www.youtube.com/watch?v=lGYJyur4FUA
https://www.youtube.com/watch?v=lGYJyur4FUA
https://www.youtube.com/watch?v=4d7UxMvg5sU
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NanoCrafter
https://www.youtube.com/watch?v=1aQEQ8Tiu 0



https://www.youtube.com/watch?v=IaQEQ8Tiu_0

,The key to Nanocrafter is to allow humans to do what they are good
at, and computers to do what they are good at. In this case, humans
exceedingly outperform computers with their creativity. The space of
all possible bio-molecular systems is vastly larger than what a
computer can search - yet human creativity and insight to build
systems can lead to focused discoveries in this space. However,
computers can quickly simulate, verify, and potentially perform local
optimizations on player designs - something that would be tedious
and inefficient for humans to perform. By designing new inventions
and then simulating them in the game, we hope that players will
come up with new ideas that can be applied to ongoing research in

the field”



Games With A Purpouse

« Phylo (2010)

* Rucni zkoumani a optimalizovdni sekvenci DNA (nukleotidy)




Games With A Purpouse

* Eyewire (2014)

* Crowd mapovani lidského mozku -
http://www.nytimes.com/video/science/100000002899950/citizen-neuroscience.html|

Eyewlire

Play a game to map the brain



http://www.nytimes.com/video/science/100000002899950/citizen-neuroscience.html
http://www.nytimes.com/video/science/100000002899950/citizen-neuroscience.html
http://www.nytimes.com/video/science/100000002899950/citizen-neuroscience.html
http://www.nytimes.com/video/science/100000002899950/citizen-neuroscience.html

Games With A Purpouse

e EteRNA (2010)

* designovani RNA

* ty nejlepsi jsou pak syntetizovany v
laboratori a je na nich ovérovano, zda
funguji dle modelu (nékolik stovek)

e Stanford
e http://eterna.cmu.edu/web/
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http://eterna.cmu.edu/web/
http://eterna.cmu.edu/web/

Games With A Purpouse

* Dalsi:
* Galaxy Zoo (astronomie, klasifikace galaxii, 2007, NASA)
* Play To Cure: Genes in Space (mobilni, 2013, vysledek hackathonu)
* ReCaptcha (digitalizace tisténych materiald, 2010)



Vyzkumne otazky
e Aplikovana gamifikace?
* Metody agregace dat a hraci jako vykonna sila.

 Historie her s presahem

* Navrh herni analytiky pro hru DayZ pro level design ucely






