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27.09.2016
MEETUP #15

Music Lab, Opletalova 1, Bmo

Eugen Harton
Bohemia Interactive

GameDev Area Meetup #15

Meetup | [ 27.09.2016 | @ 18:30 | @ Music Lab, Opletalova 1, Brno

18:30 - SHOWREEL vydanych / oznamenych brnénskych her

18:30 - START

19:00 - Eugen Harton (Bohemia Interactive) - Once a Cheater Always a Cheater: Gotta Catch Em All

Hry musi byt "cheat free", alespon tak to v hernim préimyslu chodi. VWvojari jsou pak pod neustalym
tlakem, aby takowy stav udrzeli. Ve svété multiplayeru a free to play to viibec neni maly Gkol.
Cheatovani se stalo businessem a taky problémem, ktery ovliviiuje mnoho her a nas vyvojare nuti
aplikovat extrémni opatfeni a docela drsna rozhodnuti. Na pfikladu naseho souboje s wyvojem DayZ
prozkoumame vrstuy ochrany, prevence a dalsi metody prace s cheatingem z obou hledisek

(hrac/vyvojar). Detailné se zamérime na to, jak uspét v rapidné se ménicim prostredi.
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GameDev Area projekty

Game Access GameDev Area Beer&Talk GameDev Area Marmalade GameDev Area Meetup
Rok vzniku: 2010 Rok vzniku: 2015 Rok vzniku: 2016 Rok vzniku: 2015

®

GameDev Area Sport GameDev Area Uni
Rok vzniku: 2016 Rok vzniku: 2016



Zakonceni
e povinné texty, prubézné drobné ukoly

* 3x workshop vystup (pfipusténi k testu)
* béhem semestru ve vyuce

* 1x test (40 % hodnoceni; max 40 bodu)
e v zapocCtovém tydnu (pred vanocemi)

e 1x zavérecny projekt — design hry + odhad produkce (60 %; max 60 bodu)
* do uschovny

* Primarné ve skupiné 3-4 lidé



Témata

* Hrac vs hra — systém interakce

» Zakladni kameny hry — gramatika pro formulaci hernich prvku
 model MDA a jeho vyuziti (Zubek a spol.; 2004)
* izolace core gameplay

 analytickeé vyuziti predchoziho — metody, oblasti, vyuziti



GAME vs USER




Hra jako médium x Hra jako systém interakce

* Pravidla

* Herni prvky (obsah)

* Interakce (ovladani, prostor, hraci plocha, komunikace)
* Feedback (vystup interakce)



Model MDA

 MDA: A Formal Approach to Game Design and Game Research (2004)

 Definice: ,,...a formal approach to understand games...,,

* Nastroje:
» Kategorizace: mechanics x dynamics x aesthetic

* K cemu: zakladni gramatika pro diskuzi a povrchové zkoumani her

,Decomposing, understanding and creating [...] requires travel between all levels of abstraction — fluent
motion from systems and code, to content and play experience, and back.” (Zubek a spol., 2004)



MDA

mp KIYIERYA == estetika




Herni mechaniky — Mechanics (MDA)

Def: Mechanics describes the particular components of the game, at the
level of data representation and algorithms. Mechanics are the various
actions, behaviors and control mechanisms afforded to the player within a

game context.

Priklad: hazeni kostkou, posun jednotek, strelba, skok, michani karet

[Herni mechaniky + herni obsah]



Herni dynamiky - Dynamics (MDA)

Def: Dynamics describes the run-time behavior of the mechanics
acting on player inputs and each others outputs over time. Dynamics
work to create aesthetic experiences.

Priklad: strategizovani, vyuzivani coveru v FPS, moznosti pfizpusobeni
avatara

Dynamiky pracuji s mechanikami a vytvari esteticky dopad.



Herni estetika - Aesthetics (MDA)

Def: Aesthetics describes the desirable emotional responses evoked in
the player, when she interacts with the game system.

Priklad: fikéni svét (WoW), vyzva (Dark Souls), imerze (Papers, Please),
sebevyjadreni (Minecraft 2.5b)...



Sachy, Clovéce nezlob se, Vlak

Jakeé jsou:

* herni mechaniky?

* herni dynamiky?

e vyrazna herni estetika?



MDA shrnuti

* MDA je neexaktni, obecny model, orientovany na design

* \/yuziti je situacni, pomaha jako odrazovy mustek pro ucelové analyzy
* Poskytuje zakladni porozuméni hernich prvku

* Poukazuje na provazanost hernich prvku a hracské zkusenosti

* Popisuje akty iterativniho vyvoje (ne vzdy nazyvano MDA, instinktivni)



GAME vs USER
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GAME vs USER

MDA
game x INTERFACE ‘ user
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GAME vs USER

CORE GAMEPLAY
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CORE GAMEPLAY

* to co odlisuje hry (vC. nedigitalnich) od jinych médii (= behavioralni
systém)

* jadro herniho zazitku, procesualni zaklad interakce
* zména core gameplay se projevi ve velké skale vrstev hry

* neni ale zavislé na stylizaci, settingu, pribéhu, vizualu, hudbé (pokud
neni vyuziti hudby soucasti designu)... apod.



CORE GAMEPLAY

* Bang!
e GTA * Clash of Clans
e Diablo * na schovavanou / slovni fotbal
e Sachy e geocashing
* Metal Gear Solid * Machinarium
e FTL * LoL (moba hry)
* Far Cry * Pokémon
* Heartstone / Magic The Gathering * Counter Strike
* Dwarf Fortress * Eye of The Beholder

* Angry Birds / Flappy Bird * Dungeon Keeper



Kinds of Fun

Sensation
Game as sense-pleasure

Fantasy
Game as make-believe

Narrative
Game as unfolding story

Challenge
Game as obstacle course

http://8kindsoffun.com

Fellowship
Game as social framework

Discovery
Game as uncharted territory

Expression
Game as soap box

Submission
Game as mindless pastime


http://8kindsoffun.com/
http://8kindsoffun.com/

Kinds of Fun

Submission
Game as mindless pastime

http://armorgames.com/play/16083/clicker-heroes



http://armorgames.com/play/16083/clicker-heroes
http://armorgames.com/play/16083/clicker-heroes
http://armorgames.com/play/16083/clicker-heroes

Kinds of Fun

Sensation
Fantasy
Narrative
Challenge
Fellowship
Discovery
Expression
Submission

Tetris
Dama
Limbo
Journey
Brothers: Ta
Two Sons
LoL
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GDC workshop 2016

* Teams
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* Emotion

* Prototyping
* Testing

* Result



WORKSHOP |.

e identifikace hernich mechanik dle MDA (5 minut)

* naplanovani zmény hernich mech. a dyn. s urcitym cilem (10 minut)
 prototypovani deskové hry (30 minut)

e uzavreni zmeén, realizace a inhouse testovani (10 minut)

* testovani (20 minut)

* vyvhodnoceni projektu a verifikace zaméru (15 minut)

e Jak se lisi vysledky od puvodniho naplanovani?
e CELKEM: 5+10+30+10+20+15 =90 minut



TAKEAWAY

Zakonceni

MDA — mechaniky, dynamiky a estetika
Core gameplay

Kinds of fun

Podoba workshopu

Costim?
* Hlubsi pochopeni her jakozto svébytného média
* Osvojeni si rliznych pristupl k analyze a kategorizaci
* LepsSi jazykovy aparat pro diskuzi nad podstatou her
* Experimentovani v praxi

Do pristé maly ukol:
1x shrnuti co je to mechanika, dynamika a estetika vasimi slovy => do uschovny



Jak by vypadala <vase oblibena hra> v deskové podobée?






