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Hry jako umeéeni

Jsou hry umeéni?



Hry jako umeéeni

,As long as there is a great movie unseen or a
great book unread, | will continue to be unable
to find the time to play video games.”

Roger Ebert



Roger Ebert (1942-2013)

Kritik Chicago Sun-Times
(od 1967)

Prvni drzitel Pullitzerovy
ceny za kritiku

Prvni publicista na
Hollywoodském
chodniku slavy




Hry jako umeéeni

,Video games by their nature require player
choices, which is the opposite of the strategy
of serious film and literature, which requires
authorial control.”

Roger Ebert



Hry jako umeéeni

, Art is the stuff you find in the museum, whether it be
a painting or a statue. What I'm doing, what
videogame creators are doing, is running the
museum - how do we light up things, where do we
place things, how do we sell tickets.”

Hideo Kojima




Hry jako umeéeni

,| have recently seen classic films by Fassbinder,
Ozu, Herzog, Scorsese and Kurosawa, and have
recently read novels by Dickens, Cormac
McCarthy, Bellow, Nabokov and Hugo, and if
there were video games in the same league,
someone somewhere who was familiar with the
best work in all three mediums would have made
a convincing argument in their defense.

Roger Ebert



Kultura kriplu

LAutori oslovuji jakysi nerozliseny, poloimbecilni,
poloinfantilni dav, prestoze sami pranyruji
vsechno debilni, pubertackeé a trapné. A prave
proto, ze se utapéji v detailu, vlezdozadkisticky
velebi americké akcni zbozi pro detailni grafiku
a nevimcojeste. Nad ceskymi hrami se tvari
povznesene.”

Radovan Holub
Reflex, 1999



Kultura kriplu

Ze vseho nejradsi mam lidi jako je R. Holub, ktery nema zjevne
o pocitacovych hrach ani poneti a verejne je kritizuje v
casopisech

Protoze me Holub v clanku vlastne nazval kriplem, urazim ho
taky - jsi kreten vylizanej a predpojatej, kterej nemuze hrat
jiny hry nez stupidni cesky adventury, protoze na to neumi
anglicky, nema na to pocitac, reakce a hlavu.

Nevim, co pana Holuba vedlo k napsam ¢lanku Kultura kripld,

ale rad bych upozornil na to, 7e je to NEUVERITELNY
BLABOL.

Nestudoval nahodou pan Radovan Holub v letech 1980-84
matematické gymnazium v Bilovci? To by mnohé
vysvéetlovalo (uz tehdy byl debil a zUstalo mu to ...)



Kultura kriplu

Na kazdém Sprochu pravdy trochu...



Herni recenze

Konzackovy body herni analyzy (Konzack 2002):
Hardware

Programovy kod

Funkcnost

Hratelnost

Vyznam

Kontext

Socio-kulturni cast



Herni recenze

Zagal v analyze hernich recenzi definoval body
typické pro recenzi (2012):

Jak mluvi recenze o hrach, a co o nich rikaji?
nebo Jak je mozné charakterizovat herni
recenzi?

VSechny recenze velkych serveru jako IGN.com
za rok 2006

9 vyznamnych bodu



Herni recenze

Popis (Description)

Osobni zkusenost (Personal Experience as Player)
Rada ctenarim (Reader Advice)

Navrhy na zlepsSeni (Suggestions for Improvement)
Medialni kontext (Media Context - non-game)
Herni kontext (Game Context)

Technologie (Technology)

Hypotéza o designu (Design Hypotesis)

Prumysl (Industry)

Chybeéjici témata (The Missing Theme)



Popis (Description)

nejbéznejsi prvek
slouzi k popisu obsahu hry, hernich moznosti,
Casto také obsahuje promluvy k hraci (Ctenari

Popis ovladani



Popis (Description)

"The gameplay in Emergency 3 is divided between a 20-
mission single-player campaign and a freeplay mode. In
freeplay, you can complete a series of challenges or
address an endless stream of emergency situations
spread out over a large town. Regardless of which mode
you choose, the basic gameplay remains the same.
You're given specific objectives to complete and you
must use a variety of rescue units to do so."



Osobni zkusenost (Personal
Experience as Player)

vlastni zazitky konkrétniho recenzenta

skladaji se z osobnich pocitu, které mél
recenzent pri hrani

dojmy ze samotného hrani, které nejsou psané
strojovym textem, ale maji v sobé obsazenou
hracskou zkusenost



Osobni zkusenost (Personal
Experience as Player)

“Quite quickly several of our games turned into
insanely comedic Blues Brothers scenarios. It
was humiliating/hysterical to see the inane
blunders!” — Need for Speed Carbon (PS2)



Rada ctenarum (Reader Advice)

Zatimco teoreticky je ucelem recenze
poskytnout ¢tenari duvody ke koupi hry,

rady, jak si spravné hru uzit

obecnéjsi otazky tykajici se napriklad narocnosti
hry.

Doporucéeni ne/koupit se objevovala minimalné



Rada ctenarum (Reader Advice)

“You can also collect potions, which let you
shoot a fireball. But potions can be limited, so
they're best used as a last resort.” — Solomon’s
Key (Wii)



Navrhy na zlepseni

nejen popisuje problém z vlastni perspektivy, ale
jesté pridava zamysleni nad danym
problémem a nabizi i jeho reseni

casté zminky o technické strance hry, pribéhu
konkrétni hry, designu jednotlivych levelu
nebo dokonce i kritiku dabingu postav ve hre
nabizejici alternativy



Navrhy na zlepseni

“There are a few fleeting bits of humor in the dialogue,
but the script generally tends to hammer home the same
moral messages of teamwork and honor at every
opportunity. While that's nice and all, Bruce Campbell's
legendary talents could've been put to better use on
dialogue more suited to his comedic range.” — The Ant
Bully (PS2)



Medialni kontext

Zadné médium dnes neni izolované ve vztahu
k jinym meédiim, kulture, spolecenskym nebo
ekonomickym faktorim.” (Bolter, Grusin).

odkazy na jiné nez herni prvky. Napriklad na
hudbu, filmy nebo knihy



Medialni kontext

"In a sincere act of tribute, developer Introversion has
taken the deadly global thermonuclear warfare
simulation from the classic 1983 Cold War film
WarGames and fleshed it out into a full game called
Defcon: Everybody Dies. The game stays true to the
message of its source material, which is that there are
no winners in nuclear war, though it does posit that
perhaps with the right strategy, you can lose less when it
finally does happen.” — DEFCON: Everybody Dies (PC)



Herni kontext

nejbohatsi ve smyslu druht odkazu a jejich podoby

psani recenze bez zarazeni hry do Sirsiho kontextu
jako nemozné, obzvlast pokud jde o velkou herni
znacku nebo herni sérii

muzeme tak odkazovat na hry s podobnou
hratelnosti, pribéhem, celkovym zpracovanim,
pricemz se pocita se skutecnosti, ze je ctenar uz
predem seznameny s kontextem, do kterého je
recenzovany titul zasazovan



Herni kontext

"Gamers at all familiar with traditional 3D
platformers will immediately discover that
Pac-Man World has unfortunately not strayed
far from the original formula. The play
controls and level designs follow the guidelines
in Platforming 101." — Pac-Man World 3 (GCN)



Technologie

interface a ovladani specifické pro danou hru

kompatibility, rozdilu mezi hranim na PC a
hranim na konzoli.

hodnoceni grafické a zvukové stranky hry
hardwarové naroky



Technologie

"While no 16:9 mode is available, the game does
run in 480p, which makes a huge difference for
any HDTV owners out there." — Trauma
Center: Second Opinion (Wii)



Hypotéza o designu

vklad ze strany recenzenta

Uvahy o tom, kde se pro herni prvky vzala
inspirace, coz bylo pro Zagala velkym
prekvapenim

Jeden z komunikacnich kanalu mezi hraci a
VyVvojari



Hypotéza o designu

,It's almost as if the designers still wanted to
keep a thin layer of abstraction there to
maintain the idea that this is a tactical game,
not a shooter.,, — Full Spectrum Warrior: Ten
Hammers (Xbox)



Prumysl

zapojeni herniho kontextu v kombinaci se
zminkami o technologii.

stav v kontextu celé herni scény

obchodni modelu jednotlivych spolecnosti,
viozené reklamé a podobné



Prumysl

,But Wii Sports is also significant because it is the
perfect representation of a new development direction
for Nintendo - one focused on simple gameplay controls
and uncomplicated, primitive graphics. The title is the
result of a company-wide effort to win over the elusive
non-gamer -- your mom, your dad, and maybe even your
grandfather, too.” — Wii Sports (Wii)



Chybéjici témata

Co nam autor nerekl? Obsahl vSechny aspekty?
Informoval nas o své pozici pfi
hrani/recenzovani?



Zadani ukolu

Rozbor dvou Ci vice recenzi z riznych
periodik/médii

Rozsah: min. 6 000 znaku vlastniho textu (tedy bez
vlastnich recenzi)

» Strucna charakteristika média/periodika/autora

e Strucna charakteristika hry

* Odkaz na zkoumané recenze (popripadée do
priloh)

 Cim se texty li&i, co je naopak spojuje? PROC?

Deadline vlozeni do ISu: 28. 3. 2017



Literatura

http://www.academia.edu/667782/Characterizi
ng and understanding game reviews

http://libra.msra.cn/Publication/1901593/comp
uter-game-criticism-a-method-for-computer-
game-analysis
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