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design — vyzkum — vypraveni

e problém
* (ne)znalost jazyka média
* terminologicky sum
* nizka spoluprace vyvoj x vyzkum
* nizka kvalita studentskych praci

* uhly pohledu
e vyzkumnik
e student
* vyvojar



Jazyk vyvojare Jazyk vyzkumnika

e ,0obstakl” * prostorovy objekt

e ,enemak” * herni entita

e Jaset” * herni objekt (model, textura...)
* obtiznost * obtiznost

e varianta herni situace * iterace instance / variabilita

e ,prefab“ * herni objekt

* pribéh * pribéh; narativ

* nahoda, pravdépodobnost * emergence

e gameplay e gameplay



text > hypertext > cybertext > game
analysis (AARSETH, 2003)

To generalize, we have several types of sources for our
non-playing analysis:

* previous knowledge of genre
* previous knowledge of game-system

« Gameplay (the players’ actions, strategies and «  other players’ reports

motives) . L
reviews
« Game-structure (the rules of the game, including e walkthroughs
the simulation rules) e  discussions
» Game-world (fictional content, topology/level * observing others play
design, textures etc.) * interviewing players

* game documentation
* playtesting reports
* interviews w/game developers



Game Ontology Project (ZAGAL a spol.,
2005)

Table 1: Example Ontology Entry - "To Own"

Name To Own

Parent Entity Manipulation

Children To Capture, To Possess, To Exchange

Description Entities can own other game entities. Ownership does not carry any inherent meaning, other

than the fact that one entity 1s tied to another. Changes in ownership can not be nitiated by the
owned entity. Ownership can change the attributes or abilities of either the owned or owning
entity. Ownership can be used to measure performance, either positive or negative. Ownership
1s never permanent; the possibility of losing ownership separates ownership from an inherent
attribute or ability of an entity. Ownership of an entity can change in variety of ways, including
voluntary and involuntary changes of ownership.

It 1s important to note the difference between owning an entity, and using an entity. For
example, mn Swuper Mario Bros, when Mario collides with a mushroom, the mushroom 1s
mmmediately used and removed from the game world. Mario never owns the mushroom.

Strong Example | In Super Mario World Mario can collect mushrooms (or fire flowers or feathers) to use later.
Mario owns these entities and can make use of them later.

Weak Example | In /co, the player character must protect a girl called Yorda. While the player only directly
controls Ico, his actions are very closely tied to leading, guiding and protecting Yorda. One
could argue that Ico, in effect, owns Yorda because of the way they are tied to each other.
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1 <?xml version="1.0" encoding="ytf-8" 2>

2 <=9 ——>

3 H<floor roomCount="10" gridSize="(10,10)" startRoomPosition="(4,5)">
4 <name>Medium Floor 03</name:

5

6 o <difficulties>

7 <difficulty difficulty="0" level="(1,1)"/>

8 <difficulty difficulty="230060101" level="(2,3)"/>

9 <difficulty difficulty="230060102" level="(2,4)"/>
10 <difficulty difficulty="230060103" level="(3,5)"/>
11 <difficulty difficulty="230060104" level="(3,6)"/>
12 <difficulty difficulty="230060105" level="(3,7)"/>
13 <difficulty difficulty="230060206" level="(4,8)"/>
14 <difficulty difficulty="230060207" level="(4,10)"/>
15 <difficulty difficulty="777" level="(4,5)"/>
16 | </difficulties:>
17
18 <rewardCoefficient>3.49</rewardCoefficient>
19
20 <shareCoinReward>95</shareCoinReward:>
21
22 H <collectibles>
23 <collectible rescurce="Coin" minCount="10" maxzCount="20" />
24 <collectible resource="Coinl0" minCount="4" maxCount="6" />
25 <collectible rescurce="Coin25" minCount="2" maxCount="2" />
26 <collectible resource="AuraPower" minCount="20" maxCount="30" amount="1"/>
27 - </collectibles>
28
29
30 H <enemies>
31 <!—— basic enemies —-->
32 <enemv tresonrce="BrainFlv" level="4"/>

. -l 8 R 0 - P



vypraveni



Games :
! for Windows DVD

B % JACKSON
4 . LIVINGSTONE

Www.pegi.info



Vypraveni pomoci hernich mechanik

* Herni mechaniky jako Intermedia Chart
’ . v , ick Higgins
nastroj sdéleni
* Proceduralita (Bogost) a
adaptivni systém
* intermedialita / Molven el

19 January, 1995

multimedialita

Fig. 1. Intermedia Chart, 1995. (© Estate of Dick Higgins) The chart shows concentric and
overlapping circles that appear to expand and contract in relationship to the “Intermedia”
framework that encompasses them.



Toward a unified theory of digital games
(RALPH, MONU; 2015)

Table 3: Examples of Stories by Teller and Audience

Teller Audience Example

developer player cut scenes in Metal Gear Solid

developer observers destiny non-playable demo at the E3 2013 Conference
player him or herself player develops a model of his or her hometown in SimCity
players players three friends cooperate to survive the night in DayZ
players observers underdog achieves unlikely victory in Starcraft tournament




Dikce pribehu

* linearni / nelinearni / proceduralni / emergentni / fan-made pribéh

 Priklady:
* media purist — Brothers






Brothers - A Tale of Two Sons > Obecné diskuze

72 mejis~

Bug in Epilogue?

SPOILER WARNING:

I'm in the epilogue, but | can't get the little brother to swim across after the encounter with
his mum's ghost.

I've seen a video of what's supposed to happen. For me, he just shakes his head wherever
| position him.

Any thoughts on a fix?
Thanks

7y BeastBox~ ‘@& 15 zai v 4

L e

It's actually not a bug ...

Use the other trigger. This is actually how you finish a lot of the epilogue ... the little brother is
now the elder brother. *sniffle*




Dikce pribehu

* linearni / nelinearni / proceduralni / emergentni / fan-made pribéh

 Priklady:
* metastory — The Walking Dead






Dikce pribehu

* linearni / nelinearni / proceduralni / emergentni / fan-made pribéh

« PFiklady:
* replayability — Until Dawn



UNTIL

D A W N

« RESUME
NEW STORY
NEwW STATUS & COLLECTIBLES
BONUS CONTENT
SETTINGS

Continue your story from where you left off

/S\NAVIGATE

X SELECT



Until Dawn Guide - How to Get the Best Ending and Save ...
www.twinfinite.net/.../until-dawn-guide-how-to-get-t... ¥ PfeloZit tuto stranku
26. 8. 2015 - Until Dawn throws many situations that could lead to the death of your
characters in this choose your own adventure. Endings will change ...

Until Dawn Guide - How to Kill Everyone and Get the Worst ..

www.twinfinite.net/.../until-dawn-guide-how-to-kill-... ¥ Prelozit tuto stranku
26. 8. 2015 - Until Dawn throws many situations that could lead to the death of your

characters in this choose your own adventure. Endings will change ...

Until Dawn Ending Guide: How To Get Best/Good Ending

www.gamepur.com/guide/20085-until-dawn-ending... ¥ PreloZit tuto stranku
25. 8. 2015 - Welcome to the Until Dawn Best Ending Guide. This guide provides
details on how to get Best Ending In Until Dawn i.e. All Eight Friends In The ...

Until Dawn Ending Guide: How To Get Worst/Bad Ending

www.gamepur.com/guide/20086-until-dawn-ending... ¥ PreloZit tuto stranku
26. 8. 2015 - A Detail Until Dawn Ending Guide Showcasing How To Get Worst/Bad

Ending In Until Dawn. To Get Worst Ending In Until Dawn, You Need To ...



Dikce pribehu

* linearni / nelinearni / proceduralni / emergentni / fan-made pfibéh

- PFiklady:
e generované - UFO
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Dikce pribehu

* linearni / nelinearni / procedurdlni / emergentni / fan-made pribéh

« Priklady:

* simulace, sandbox — Dwarf Fortress
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Emergentni gameplay

hra — dilo — artefakt — pribéh — sandbox —
platforma — sluzba — komunita — performance



Dikce pribehu

* linearni / nelinearni / procedurdlni / emergentni / fan-made pribéh

- P¥iklady:
* hra jako zdroj motivu k pribéhové improvizaci — Let’s Play (lparchive.org)



Chapter 2: A Routine Examination

March 29, 2004

ﬁ: There you go Commander Zander, that's not so bad, isn't it?

OkEo E |:||'||:IE'|'

19 100
B0 100

‘?: You're not the one with wires coming out of you head.
ﬁ: Ha, no wonder it took you so long to finally schedule this. I've told you how important these mental evaluations are, right?

?:Believe me, I'm well aware of what this war did to our men. I wanted to form this clinic for scldiers ever since the war
ended. I've seen it all first hand. PTSD, schizophrenia, the two or three psionic conditions discovered in the last few
years....and then there are all the stories from the scldiers retrieving Elerium from the bottom of the ocean...



Odkryvani vrstev

e KC
e KC

e KC
e KC

e KC

v je hra filmem?
v knihou?

y obrazem?

y basni?

v divadlem nebo

improvizaci?

* Kdy je hra hrou?



Odkryvani vrstev

e KC
e KC

e KC
e KC

e KC

v je hra filmem?
v knihou?

y obrazem?

y basni?

y divadlem nebo

improvizaci?

* Kdy je hra hrou?

* mode
* pravic

MDA
la, prostor

e sturktura kodu

* proceduralita

* intermedialita

* dikce pribéhu

* hra jako platforma
performance
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Terminy ,vypraveni*
* Pribéh
* \/lypraveni

e Narativ
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pribéh, povidka

* video klip

e film

* text pisné

pribéh obrazem
kniha
komiks

hudba jako nosic
zvuky, efekty

14 Roboti — mafiani

Zial, vyskytli sa aj virstrelky. Séria “X-218 BOOKKEEPER" nedokizala
dostatoéne rozliZovat medzi zikonnjm a nezikonnjm spésobom organizovania
finanéniych tokov. DoZlo i k drobnym ztritaim na lidskjch Zivotech. Celi série
sla do stoupy.
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ChatMapper

. http://www.chatmapper.com
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Twine

* http://twinery.org

A Moby Dick a

Chapter 2. The Car

| stuffed a shirt or
two into my old
carpet-bag, tucked
it under my arm,
and started for

With halting steps |
paced the streets,

and passed the sign

of "The Crossed
Harpoons"—but...

Cape Hom

Coffin? —Spouter?

—Rather ominous in

that particular
connexion, thought
I. But [[itis a

it is a common na

But what thinks
Lazarus? Can he
warm his blue
hands by holding
them up to the

pea coffee

But no more of this
blubbering now, we
are going a-whaling,
and there is plenty
of that yet to

P Play

<= Passage
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TESTOVANI

* FOCUS groupa je specificky determinovana skupina jedincut dle
spolecnych charakterovych rysu a preferencnich vzorcu. To vSe v
kontextu marketingovych cilt organizace.




TESTOVANI

* PLAY test je proces testovani user experience / herniho zazitku,
konkrétnich hernich mechanik, dynamik, zazitku nebo pusobeni
dalSiho herniho obsahu na skupiné jedincu, kteri nemusi vykazovat
konkrétni spolecné rysy. To vse v kontextu herniho designu a

validovani chténého herniho zazitku.



Shrnuti

* terminologie

* vypraveni pomoci hernich
mechanik

* intermedialita

e dikce pribehu

* typologie pribehu
* emergentni

e proceduralni

e fan-made

* narativ x pribéh

* nastroje designu pribehu
e validace

* testovani

* Nastroje:
* ChatMapper
* Twine
* VUE
e StoryBoard



NA WORKSHOP
PRAVIDLA a ONBOARDING
4.11.2015

* finalizace vSech mini-ukolt do odevzdavaren
* 01 co jsou to mech., dyn., est.
* 02 gamasutra ¢lanek - reserse

* 03 vystup 1-2 A4 + foto herniho prototypu z workshopu

e Zakladni herni mechaniky, dynamiky, chténa estetika, cil hry, jeden a vice z planovanych
,kind of fun®, odstavec o roli prostoru, pojednani o fikci hry (existuje-li)

e sepsani herniho prototypu (1-2 A4), na kterém budete pracovat na
workshopu (pokud se lisi od 03)

=> do odevzdavarny do 2. 11. 2015



