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Narrative Elemente

Zum Erzeugen der Diegese,
der erzdhlten Welt

Setting

Story / Plot / Erzéhlung
Figur / Charakter
Konflikt

Thema / Motiv

Struktur / Makrostruktur
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Prozedurale Hintergrundgeschichte

Ewecamade, '"The Enchanted Realms" The Dark Gobhlin Fortress of Ngasmangom
Creating New Region {1 Rejected> The Somber Towers
%U{U{ n JinNnJyUJdynJunnnUUny

Preparing elevation... %17 nNnynUUUUNJRNnJYINY
Setting temperature... ' nNnnJuuJJynuunnnnnyJy
Running rivers... nuJJunnJynnnny JUJY JTUTRNNNJU N
Forming lakes and minerals... NnU nUJUURJNN UuJu UTUTTnANJNnJnU
Growing vegetation... nfinnnnn UJUUaaITJ1U Unnn
Uerifying terrain... NUnnUJUJUUUJUVascaa TV TdTnANJYnNn
Importing wildlife... UnJnnUUUUJJVasiisaaIU TnnnnnUn
Recounting legends... NMNJUUJJJUJVaskaallaaaTTNNNNN
UnninUUJVaskidiss™aaatTinnnn
The Age of Myth nnJUJJJJTNoeockisdddddonaNNnUn
Year 130 JUnnnnUJUJascsddsddbonal INNN
Hist Figs: 6860 JYUNnnnNanasssdcsdcissdbiso nn
Dead: 2881 UJUJnNnnnNnasassasasassassasdsaa i
Events: 56983 JUuJddnnnnasaanUnnlJaasaaaaT Tnnf
JddUUnaannnininnUUJJUTaTEnnNn
UUUalUlasaa NnnNnIivJU nfin
JUUasasaiall nnJJunnnJdJdnun
JiJUakakaa nJnnnnnnUun
UJUaakissal TNnn nJdnNnnUJdn
UJUasokdsdsaaTnin JIfMn

Dwarf Fortress



http:/ /www.youtube.com/watchgv=Ee5M6Tz-rnQ
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http://www.youtube.com/watch?v=Ee5M6Tz-rnQ

Situation
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A (SPOILER-HEAVY) GUIDE TO THE TIMELINES IN BIOSHOCK: INFINITE

THIO BOCEE~ )W B S 1RS:- ANIN A
AT BATTLE OF WOUNLCED KINEE Krciiclindnod
AFTERVVARDS, EXPERENGES | D= TT BOSN e TIMELINE ~ — —— —— INTER-TIMELINE TRAVEL GAME PLOTLINE @ FLOT POINT
REMORSE BUT REFUSES 2AFTIEM / FIME LENGTHS ARF NOT RELATIVE
/
_@ TIMFLINF | e
Y
g Vo Ly S 1853 ZACHARY COMSTCCK BLTS BOOKSR DewITTs DETS, TAKES ANNA A5 PAYMENT FORTHEM

‘ : BOOCER ACTESTS BAPTIEM . ? o Ry 2 =
\ ,,?’D(’ »E;)acaﬁ T ,_‘E[ ;;SE . :Ej mpy N N1 BOOKERTRIESTO GET ANNA BACK, BUT AAILS; COMSTOCK TAKES ANNATE HIS T HELINE
' AS ZACH-ARY COMETOXCK \
| - | . 192 THES LUTECES <DMAP RCOKFR ANDTAKFE HIMTOTHE MAIN COMSTOCETME INF IN AN SFFORT TOY SFT THINGS RIGHT

ROBERT AND ROSALIND |
LLTICE MAKE CONTAST | )
BETWWEEN TIMEL NES ) ] TIMELINE 3 \

. e indsps it il , _THE GAME BEGINS HERE.

’ 7 RAISTDAS EUZABETH
). & *
TIMELINE 2 \
\
BOOKERTRIES AND FAILS 121 TIVESTO BESCUE ZLZAZE M ASTES 1
EACH FAILR RE. THE LUTECES TRY RENTRODUCING —IM TO THE

TIMEUNE EACH SLCHATTEMPT CREATES A NEW TIMBELME

HOAMER IYVHS  BEALIRGG AVOX PO LIFREING FLIZARSTH ANED BOYOKER AR- SEPRRATHS HIAX-RANDFE I/ARBEIH
WHLE SEARCHING FOR EUZABETH WHZN SHE IS CAPTURED CESTROY THE SIPHON
s ~ /
i —>
BIOMIKEE ALLENVS FLIZARETE O DSCIVWON HIM AL THE TIMELINF 174 . @
BAPT SM,'WHICH PREVENTS COMSTOCK FROM EVER / s \
FAVING BZEN 'BORN'" - CONSEQUENT_Y, ALLTIMELINES i \
VITH COMSTOCK CEASE™? EXIST.WH CH INTURN ATTZMPT 71122: ECOKER LIMELINE |2/ - @
MCANS T1IAT COMSTOCK NIVER 5T3LE ANNA TTROM SUCCISSFULLY 3EGINS = A
BOOKER:THE ORG NALTIMELINZ 15 NOW ALLTHAT RESCE OF ELZAZETH
EVER EXISTED, AND IN THIS TIMELINE BOOKER NEVER _ /
GMVES L? RIS DALGHTER - WHICH ALSO MEANSTHAT ‘ ; SN —_
B(_“_:KL'J\ AL;. .'.) '\ _w l ‘J‘L l.) :.) L,L..' ! 'u«:'y [- (_)Mi" ' (‘x'.x \\ PAAL"0 AP ™UFITFTABCTIITDALTL TLID™S) ™M1 I| :?T [I_VII,I ,IAKRI{_T;"" ?p 'I:\\: :fl I‘f‘w"\"xr?t |O ;"IAII\I&IP;-I)I .I:OIT)I l ' AF-lrlJﬁr.l |: \‘r

Narration: Zusammenhéngende Menge von Ereignissen
Story (Geschichte): Zeitlich geordnete Menge von Ereignissen
Plot (Handlung): Teilmenge der Story-Ereignisse in ggfs. verdnderter Reihenfolge

Erzahlung: Handlungsverlauf mit Ereignissen und Geschehnissen



Figur / Character




Figuren / Characters

Analysemerkmale

Erzéhlperspektive (Point of View)

Ensemble: Haupt-/Nebenfigur

Agency: Non-Player/Playable-Character (NPC)

Funktion: subject, object, sender, helper, receiver, opponent

Characters vs. Avatars Free Will vs. Player Control
Predesigned characters; Player-created characters; “Free will” Mixture: "Automaton”
backstories, motivations role-playing, growth, customization Al-controlled Player-controlled Player-controlled

character characters w/elements character
of simulation that
provide“character”

Fullerton: Game Design Workshop
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Lineare Story

Story Step
A

'

Story Step
B

y

Story Step
C

I

Story Step
D

:

Story Step
E

:

Story Step
F

:

Story Step
G

Figure 14.3 Linearity: Half Life 2
storytelling at its simplest.

Sheldon, Lee: Character Development and Storytelling.



Verzweigende Story

Sm"‘Ewp
Stor;1 Step Smr; 25:09 S\org iem Sorl/; St S:c;Smo
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Flgure 14.4 Rranching: The perennial answer to interactive storyielling.

The Stanley Parable




Story Step
A
Story Step Story Step Story Step
B1 B2 B3
Story Step
C

Storé 1Stcp Stors 2Step Storéasmp

Story Step
E
Story Step
F
Story Step
G

Figure 14.5 Retaining authorial control in
branching stories.

The Wolf Among Us




Vernetzte Story (Open World)
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Figure 14.6 The Web: Less lnear bul sUll wilh sirings allached. Infamous 2
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Modulare Story (Sandbox)

Stcry Step
A
Modulke Module Mcdule Module 1Aadule
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Figure 14.7 Modular Slorylelling thal malches the way gamers play. Minecraft



Emergente Narration (Player Story)




Player Stories
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Narrative Makrostrukturen
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Spiritual Successors und Fortsetzungen



QOutcast 1999 . . &



Sequel / Prequel / Interquel

THE LAST OF US

The Last of Us: Left Behind, 2014
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Episoden
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Tales of Monkey Island, 2009
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[.ive Action Cutscene

Wing Commander |l Command & Congquer IV

h’r’rp://Www,you’rube,com/wqtch?v=BWprg kll_vWO h’r’rp://www.you’rube.com/wctch?v=ZEnMNo|Aifo|I


http://www.youtube.com/watch?v=ZEnMNdAifdI
http://www.youtube.com/watch?v=BWprgkjLvW0

Pre-rendered cutscens



http://www.youtube.com/watch?v=7m3XN56erCE

Horner: Glad we made it in time, sir. Now let's get you boys outta there.




http:/ /www.youtube.com/watchg@v=T3CD6gOMGy4
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Interactive Cutscene


http://www.youtube.com/watch?v=T3CD6qOMGy4
http://www.youtube.com/watch?v=T3CD6qOMGy4
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Clerk Bosker: Hello again, Comr nder! Can | help you?
a> |

= |
Thislisn't ——._—— Please help Samesh.

|nvestjgar*—@‘i_ Goodbye.

: ¢ PN N—
I'm releasing the body: \* Release the body. Now. Mass Effect 3
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http://www.gamasutra.com/view/feature/3719/defining_dialogue_systems.php?print=1

Nicht-verzweigte Dialoge

John

" .. You are here to take me to the moon.
aren't you?"




With assistance, they can control anyone I ask. Any
templar... any noble... any well-meaning meddler.

Dialog-Baum

= @ [OwnN=R]] I hus, tha Black Nepentte. Without ycur memories, you're Farder 10 fird, Of course, trat makes yo
- Isee. Andhow do I kacw I can frust you?
= @ [OwWN=R]] I yuur slale, you hiavz nu reasun L ososh <zmpseryunes</2p =, Which is jusl as well, be
-\l [CCNTINUZ]
5 @ [OWMNIR]] A least you know I'm not working for the Circe. That should be enough “or now,
3 Why should © trust you?
I wontbac
I
EHB vanat Ac 0e shades have 10 Qo with all atis;
--f@ 2l rigat. So wha: snould I do now?
B [ownNzR]]Its sirple. Younzod 0
= [CCN IMU=]
- [0WwWhNZR]] To tell you anything more could be dangerous Obviously you nawve to fnd and
B [cohihu=)
&8 I wont be ordered around by vou or arycne else.
If the Ci-cle can really rzad mv mind, all is lost,
Tell me everything ncw. I7 is ry righ: to know.,
What do the cshades have to do with all tis? _ .
very well, So 211 me what I need 10 know, —_—

Dinoguz | Plots anc SCrptng  Lccaizekion | Editing | Cinenatics | Anivation | Prevom | Side Show SrYrn] vrmnenks

Cunditivn

Flot | juestzoslaymonstet v'[ ] i<ale V| Script ' (Mone) V[]

Flag | QUES™_GIE v

Acdor

Flnt MnnF) v | " Script (Mnne) v

| re SFEIngs

Vibilty | Hormal line “| _|ambicnt

Surrender peacefully.
What are you doing here? ['m no easy prey.

Dragon Age: Origins Attack me. I dare U '.



G 0N

. "I was told that you would know of my mortality. It has been stolen

from me." -
N,

S R

Dialog-Hub

Planescape: Torment, 1999
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. Gestures

| Point forward }

b s e s =

——— e ——

Select gesture for this slot
@ :0OK @ :Close ) :Test now @ :Switch
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