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Herni mechaniky lll., pravidla a vypravéni
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Herni mechaniky Il
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SCHELL, Jesse. The art of game design: a book of lenses. Boca Raton: CRC,
c2008. ISBN 978-0-12-369496-6.



Magic circle

Huizinglv pojem

Hra jako Cinnost svobodna, v opozici k vaznosti
Pri hrani jsme v magickém kruhu

* Jiného svéta

* Jina pravidla

* Jiny narativ

J. Huizinga, Homo ludens: o ptvodu kultury ve
hre. Praha: Dauphin 2000




Prostor jako herni mechanika
e Spojeny vs Oddéleny

 Fyzicky vs Virtualni

* Virtualni vs Aktualni
* Symetricky vs Nesymetricky

e Linearni vs Nelinearni



Tvorba her = x

Zadavatel: (Casto sam designér)

... spInéni konkrétniho cile (prodej, zajem, nauceni, data mining, testovani...)

Designeér:

... aby hrac investoval co nejvice Casu

Hrac:
.. plnéni potreb (zabava, pocit posouvani se — progress, uceni, spektakl,
pribéhovy zazitek...)



PRAVIDLA CORE GAMEPLAY

MOTIVACE

MDA

ODMENY
INTERFACE

KONTINUITA

OBJECT TESTOVANI
ORIENTED






Tutorial

e 0 period of study with a tutor involving one student or a small group®

e A tutorial is a method of transferring knowledge and may be used as
a part of a learning process. More interactive and specific than a book
or a lecture; a tutorial seeks to teach by example and supply the
information to complete a certain task.”

* Co je nutné predat, aby hrac vasi hru mohl hrat?



Premyslejte, jak vas prototyp naucite babicku.



General Curves Surfaces

Polygons Subdivs

Deformation - Dynamics  Rendering

Musde  Fluids
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+ Maya
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Volumetric
Displacement
2D Textures
3D Textures
Env Textures
Other Textures
Lights

Utilities

Image Flanes
Glow

Shadow Shaders
Volumetric Materials
Photonic Materials
Photon Volumetric Mat...

%
S

¥ Color Wheel

~ mental ray
| Materids

L]

¥

=

|
L]
,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,,, BN B e A A e - ] |
List Selected Focus Attributes Show  Help
mia_material_x: basket_mia _

&

[=}

=
sbuijies joo)

Sarple.

v Multiple Outputs

caor [N
Weight 1.000 (]
Roughness 0,000 [

J0qp3 Jade [ xog [Buueys

Reflection
<o [
Reflectivity 0.500 (]
Glossiness  1.000 @
Glossy Samples | 5
" Highlights Only
Metal Material

Index of Refraction 1.400 (]

oo D ‘
Transparency 0.000 (]

Glossiness 1,000 @

Glossy Samples | 5

IH A 5
| |
|

¥ ¥ Y Y F¥Y ¥F Y Y Y ¥FY wy

I« 1« [« 4 » > »] »|

|100.00 300.00 =7 | arm_offset = No Character Set | = [

=



Interface — prekazka
NON- S

* Interface a UX DlEGET'C SPATIAL

e Spatial x Meta

* Diegeticky x nediegeticky

e Svét x Narativ T DlEGET'C

e Direct feedback

®
l 3 [N THE 3D GAME WORLD m IN THE GAME'S NARRATIVE



ONBOARDING



Onboarding

The Player Journey

e Od tutorialu k pochopeni

herniho systému. Enthusiast

* Organické vs linearni

* Explorativni vs dirigované

<4 © 2010 Amy Jo Kim
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Pseudo-organicky progres

e kontrolovatelné (omezeni
prostorem, dostupnosti surovin)

* hGife ,balancovatelné”

* |ze predikovat ramce




Organicky, explorativni progres

SRILLS

-~
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o TLiscellaneows
5 Eombat
W ¥ Trade Skills

 progres nekontrolovatelny

i Alchemy 6.7
e omezeni prostorem P biecksmithy 5.0§
gl PBowcraft/Fletching 11.0g,
Carpentry 19.73
8} Cooking 37.04
* design Gmér / pomérd e, ood
Mining 18.0g
Tailoring 14.0
. . o . Tinkering 8.2
* optimalizace procesu » Magic

R 5, 2.0 5, O e S R e S R e S P B Vel
=click the button before a skl to use the skill.
Skills witheut buttons are sccessed in the world. 1 BEE.E

e Jesté tézsi v PvP.




post-tutorial motivatory
The Player Journey

* kompletace Enthusiast
* explorace

* spektakl

* VYyZVY

* soupereni

e ,skill shaping”

* achievementy

<4 © 2010 Amy Jo Kim
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HERNI ELEMENT

REPREZENTUIJE

mechaniky ,co“: akce

dynamiky »jak; zpusob vyuziti akci
»jaky efekt; estetické reakce
,kde®; prostor akci

pravidla »jak ano/ne“; hranice akci
,proc”; priciny akci

herni smycky ,Proc znovu“; motivace opakovani akci



Shrnuti

* Magicky kruh
* Prostor

* Tutorial

* Pravidla

* Onboarding
* Interface

* Progress






