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Practical notes

ÅArnavJhala: Computational Models of Narrative, this Friday 
the 27th, 11:00

ÅaƛŎƘŀŜƭ ǿƛƭƭ ƎƛǾŜ ŀ ǘŀƭƪ ƻƴ {±b ŀǘ CǊƛŘŀȅΩǎ ƭŀō ǎŜǎǎƛƻƴǎ

ÅCourse readings for next week have been revised: 

ÅSicartΣ aƛƎǳŜƭΥ ά¢ƘŜ 9ǘƘƛŎǎ ƻŦ DŀƳŜ 5ŜǎƛƎƴέ /ƘŀǇǘŜǊ т ŦǊƻƳ 
forthcoming book. ςpick up handout!

ÅM. J. Taylor, D. Gresty, and M. BaskettΥ άComputer game-flow 
designέΦ /ƻƳǇǳǘŜǊǎ ƛƴ 9ƴǘŜǊǘŀƛƴƳŜƴǘΣ ±ƻƭǳƳŜ п Σ LǎǎǳŜ 
1 (January 2006) ςlink on course page, print out!

http://portal.acm.org/ft_gateway.cfm?id=1111300&type=pdf&coll=GUIDE&dl=GUIDE&CFID=23795991&CFTOKEN=53310129
http://portal.acm.org/ft_gateway.cfm?id=1111300&type=pdf&coll=GUIDE&dl=GUIDE&CFID=23795991&CFTOKEN=53310129
http://portal.acm.org/ft_gateway.cfm?id=1111300&type=pdf&coll=GUIDE&dl=GUIDE&CFID=23795991&CFTOKEN=53310129
http://portal.acm.org/ft_gateway.cfm?id=1111300&type=pdf&coll=GUIDE&dl=GUIDE&CFID=23795991&CFTOKEN=53310129
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Meaning

ÅEven if your game does not have something we could call a 
ΨǎǘƻǊȅΩΣ ƛǘ ǿƛƭƭ ǇǊƻŘǳŎŜ ƳŜŀƴƛƴƎ

ÅGames as systems; as dynamic wholes with interacting 
parts ςhow is meaning generated?

ÅHermeneutic circle: one's understanding of the whole is 
established by reference to the individual parts, and one's 
understanding of each individual part by reference to the 
whole.

ÅThus, gameplay-related processes of understanding are 
fundamentally hermeneutical



Meaningful Play

Å"Meaningful play in a game emerges from the 
relationship between player action and system 
outcome; it is the process by which a player 
takes action within the designed system of a 
game and the system responds to the action. 
The meaning of an action in a game resides in 
the relationship between action and 
ƻǳǘŎƻƳŜΦέ

ïSalen & Zimmerman, Rules of Play



Elements of meaning in games

ÅAnalysis part: Unraveling hermeneutical circles; 
identifying their parts

ÅDesign part: Raveling them back together, with new 
combinations and realizations of parts

ÅUsing stories/gameplay to create the combinations, 
and deepen them



Story as Information

ÅAn aspect of game design is how to distribute 
information, e.g. about goals. 

ÅStructuring that information into a story is one 
way to do it.

ÅThere are other ways...



Information about goals



Story as embedded goal structure

Å{ǘƻǊƛŜǎΩ ƳƻǘƛǾŀǘƛƻƴŀƭ ŦǳƴŎǘƛƻƴΥ
ïPropelling the player from one goal to the next

ïRewarding the player with more information

ïRewarding the player with narrative twists

ÅtƭŀȅŜǊΩǎ ǇǊƻƎǊŜǎǎƛƻƴ ƛƴ ǘƘŜ ŦƻǊƳŀƭ Ǝƻŀƭ ǎǘǊǳŎǘǳǊŜ ƻŦ ŀ 
game might be in contradiction with the diegetic
progression of the character in the story:

ÅAn achievement for the player (e.g. advancing to a 
location) might be a setback for the character (once 
location is reached, story throws character into jail); 
rewards are asymmetrical 



{ǘƻǊȅ ŀǎ Ψ¢ŜȄǘǳǊŜΩ



Characters = Agents in a World



Emotional Game Design

ÅEmotional game play experiences matter, since emotionally 
salient material is remembered better than neutral material.

ÅEmotion creates memorable meaning

ÅEmotional game design as a means to amplify meanings; to 
pepper the meaningful elements with emotions

ÅΨŜƳƻǘƛƻƴǎ ŘŜǇŜƴŘ ƻƴ ŜǾŀƭǳŀǘƛƻƴǎ ƻŦ ǿƘŀǘ Ƙŀǎ ƘŀǇǇŜƴŜŘ ƛƴ 
ǊŜƭŀǘƛƻƴ ǘƻ ǘƘŜ ǇŜǊǎƻƴΩǎ Ǝƻŀƭǎ ŀƴŘ ōŜƭƛŜŦǎΩ 

ÅΨŜƳƻǘƛƻƴǎ ŜƳŜǊƎŜ ŀǘ ǎƛƎƴƛŦƛŎŀƴǘ ƧǳƴŎǘǳǊŜǎ ƛƴ ǇƭŀƴǎΩ 
- Keith Oatley, Best Laid Schemes

Å -> consequences for design of player choices& conflicts



Events, Agents & Objects in a World

ÅΨemotions are valenced reactions to events, agents, 
ƻǊ ƻōƧŜŎǘǎ ƛƴ ŀ ǿƻǊƭŘΩ

- Ortony, Collins & Clore:
The Cognitive Structure of Emotions

ÅDesigning emotional responses to gameplay is about building 
worlds with particular events, agents, and objects

ÅΧŀƴŘ ŘŜǎƛƎƴƛƴƎ ǘƘŜ ǇƭŀȅŜǊΩǎ ǊŜƭŀǘƛƻƴ ǘƻΣ ŀƴŘ ƳŜŀƴǎ ǘƻ ŀŎǘ ƛƴ 
that world

ÅFable 2: moral choices as emotional dispositions designed into 
each choice



IŜƳƛƴƎǿŀȅΩǎ ǎƛȄ ǿƻǊŘ ǎǘƻǊȅ

For sale: Baby shoes, never worn.

ÅΨCƻǊ ǎŀƭŜΩΥ ŀƴ ŀŎǘƛƻƴ όǇǊƻǎǇŜŎǘ ƻŦ ŀ ƎŀƳŜ ƳŜŎƘŀƴƛŎύ

ÅΨ.ŀōȅ ǎƘƻŜǎΩΥ ŀƴ ƻōƧŜŎǘ

ÅΨbŜǾŜǊ ǿƻǊƴΩΥ ŀƴ ŜǾŜƴǘ όκŀƴ ŀǘǘǊƛōǳǘŜ ƻŦ ǎƘƻŜǎύ 

ÅThe emotional impact is in the implicit relations of 
these three; in an implied event: a gap

ÅHow does one (game) design such gaps?



Metaphors

ÅΨǳƴŘŜǊǎǘŀƴŘƛƴƎ ŀƴŘ ŜȄǇŜǊƛŜƴŎƛƴƎ ƻƴŜ ƪƛƴŘ ƻŦ ǘƘƛƴƎ ƛƴ 
ǘŜǊƳǎ ƻŦ ŀƴƻǘƘŜǊΩ ςLakoff & Johnson

Åmetaphors support the experience of rules as game 
play

ÅExamples: 
ïάDŀƳŜ ŀǎ ǊŜŀƭ ŜǎǘŀǘŜ ōǳǎƛƴŜǎǎέ

ïάDŀƳŜ ŀǎ ǿŀǊέ

ïάDŀƳŜ ŀǎ ƎŜƻƳŜǘǊȅέ

ÅMetaphors help in communicating emotions



Metaphorical objects



Reading: Lens #69

ÅThe Lens of Weirdest Thing


