AL

Francis

90360

Akl Jarvinen

Game Development, ITU Spring 2009

24 YY)

1+l Eh




Practical notes

A ArnavJhala Computational Models of Narrative, tHsiday
the 27th,11:00
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A Course readings for next week have been revised:
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forthcoming bookg pick up handout

A M. J. Taylor, DGresty and M.Basketl Caimputer gaAméIow
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1 (January 2004] link on course page, print ouit



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

A Even if your game does not have something we could call e
WA02ZNRB QS AG @gAft LINRRdJzOS Y.

A Games as systemas dynamic wholes with interacting
parts¢ how is meaning generated?

A Hermeneutic circleone'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.

A Thus, gameplayelated processes of understanding are
fundamentally hermeneutical



Meaningful Play

A "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 Ir
the relationship between action and
2dzi O2 YS ®¢

I Salen & ZimmermarRules of Play



Elements of meaning in games

A Analysis part: Unraveling hermeneutical circles;
identifying their parts

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

A Using stories/gameplay to create the combinations,
and deepen them



Story as Information

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

A Structuring that information into a story is one
way to do It.

A There are other ways...



Information about goals




Story as embedded goal structure

A{G2NRASEAQ Y2UAQl A2yt Fdzy Ol .
I Propelling the player from one goal to the next
I Rewarding the player with more information
I Rewarding the player with narrative twists

AtflréeSNXRa LINRPINBaarzy Ay UKS
game might be in contradiction with thsiegetic
progression of the character in the story:

A An achievement for the player (
) might be a setback for the character(

);

rewards are asymmetrical
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Characters = Agents in a World

Frobert

J-dog!
| kiss you!




Emotional Game Design

A Emotional game play experiences matter, since emotionall
scfment mat%ngl] | re}/nenebered better than neutrainmaterlaly

A Emotion creates memorable meaning

A Emotionﬁl game destjglne?s a means to amplify meanings; to

pepper the'meaning ements with emotions
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- KeithOatley Best Laid Schemes

A -> consequences for design of plagtoices& conflicts



Events, Agents & ODbjects in a Worl

A Wmotions are valenced reactions to events, agents,
2N 202S00a AY | 62NIRQ
- Ortony, Collins & Clore:
The Cognitive Structure of Emotions

A Designing emotional responses to gameplay is about building
worlds with particular events, agents, and objects
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that world

A Fable 2 moral choices as emotional dispositions designed intc
each choice



For sale: Baby shoes, never worn.
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A The emotional impact is in the implicit relations of
these three; in an implied event: a gap

A How does one (game) design such gaps?



Metaphors
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A metaphors support the experience of rules as game

play
A Examples:
i aDlIYS | a
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A Metaphors help in communicating emotions
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Metaphorical objects




Reading: Lens #69

A The Lens of Weirdest Thing



