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Narrative Elemente

Zum Erzeugen der Diegese,
der erzahlten Welt

Setting

Story / Plot / Erzdhlung
Charakter

Konflikt

Thema / Motiv

Struktur / Makrostruktur
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Prozedurale Hintergrundgeschichte

Ewecamade, '"The Enchanted Realms" The Dark Goblin Fortress of Ngasmangom
Creating New Region (1 Rejected) The Somber Towers
aanNnUnNZ)JUJ n JnninJUJynJunnnUUny
Preparing elevation... NNaNZiuZJJuy nNnynUUUUNJRNnJYINY
Sett ing temperature... nnNNNJNUJJIIIN nNinnJuuJdJdnivnnnnnyJy
Running »ivers... nUJJunnJnnnnV JUJY JTUTRNNNJU N
Forming lakes and minerals... NnU nUJUURnJNN UuJu UTUTTnANJNnJnU
Growing vegetation... nfinnnnn UJUUaaZITJTU Unnn
Uerifying terrain... nUnnUJUJUUUJUVasaaTIU TSI TnNNJnn
Importing wildlife... UnJyNnUUUUJJVaassaall TnnninUn
Recounting legends... NNJUUJJJUJVasissallaaatTtnnnnn
UnninUUJVaskisdiss™anatTinnnn
The Age of Myth nnJUJJJJJNMacssddddsonanNnUn
Year 130 JUnnnUJUJoaskddddddoanal INNN
Hist Figs: 6860 JIUNnnnNanassdasadcssbbbo nn
Dead: 2881 UJUdnNnnnnaasssssdssdssassaa
Events: 56983 JUuddnnnnaasaanUnnlJaasaaaaT Tnnf
JyJUUnaannninNinnUUJJURaTInnNn
UUUalUlVasaas nnNIIVJU nin
JUUaasasakall NnJJunnnJdJynun
JlUakakaa nJnnnnnnUun
UJUasisssa’ TNnn nJynNinnUJJdn
UJUasiisdaaTnin JIfMn

Dwarf Fortress
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Story, Plot, Erza hlung
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Umgebung (Level)
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hﬂp / / www.youtube.com/ wofchav—EeSMéTz mQ


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










Charakter




Charaktere

Erzéhlperspektive (Point of View)
Protagonist / Antagonist

Haupt-/Nebenfigur
Nicht-Spieler-Charaktere (NPC)
Charakterentwicklung
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”
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Player Vs Soc1ety
7
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Player vs. Playe
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Struktur



Lineare Story

Story Step
A

:

Story Step
B

:

Story Step
C

:

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.
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Verzweigende Story

yper | | oo | ooge | | ouge || Sy
e | o | Lysugsy | || - g
owgper | L oogome | | smgom | | ocyome J '

soypes | [ ogpme |) | oopom
soyper [ oy
Story Step

G

Figure 14.4 Branching: The perennial answer to interactive storytelling.

The Stanley Parable




Story Step
A
Story Step Story Step Story Step
B1 B2 B3
Story Step
C
Story Step Story Step Story Step
b1 02 b3
Story Step
E
Story Step
F
Story Step
G

Figure 14.5 Retaining authorial control in
branching stories.

Story-Knoten

Wolf Among Us




Story Step

copue | f seypue | | Seggee [ | ooue | | yome
copme | oogpw | L omgom | | | oopms | { owyom
e || e | o ol [ L ey | [ oo
coypes L | sogpm | o sopoe
por [ S
.

Figure 14.6 The Web: Less linear but still with strings attached.

Vernetzte Story (Open World)

Infamous 2



Modulare Story (Sandbox)

Story Step
A
Module Module Module Module Module
8 C D S F
Module Module Medule Module Module
G H 1 J K
Module Module Module Module Module
L M N O P
Module Module Medule Module Module
Q R S T §)
Module Module Mecdule Module Module
v w X Y Z
Final
Story Step

Figure 14.7 Modular: Storytelling that matches the way gamers play. Minecraft
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Emergente Narration (Player Story)




Player Stories
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Narrative Makrostrukturen
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Spiritual Successors und Fortsetzungen
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Episoden

‘.’M'nm-,»<
FRONKEY
L PYISLEAND

RISE OF THE PIRATE GOD
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o Cligerer 4 { W TALES OF For v yURERSS,

Lawnch of the AN ADVENTURE OVER r W (©® ™~ G-
genam'n&'fﬂ\-{%mlnd FIVE MONTHS : 3 Gt/ 4L

e"giegé of Spinner Ca

Tales of Monkey Island, 2009
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Cut




[.ive Action Cutscene

Wing Commander I Command & Congquer IV

hﬂp://www,youi'ube,com/wqqu?v:BWprgki LvWO hﬂp://www.you’rube.com/watch?v=ZEnMNo|Aifo||


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

Pre-rendered cutscene



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

s get you boys outta there

D
0
3
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sir

Horner: Glad we made it in time,




http:/ /www.youtube.com/watchev=T3CD6qOMGy4
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Interactive Cutscene



http://www.youtube.com/watch?v=T3CD6qOMGy4
http://www.youtube.com/watch?v=T3CD6qOMGy4
http://www.youtube.com/watch?v=T3CD6qOMGy4
http://www.youtube.com/watch?v=T3CD6qOMGy4

Half Life 2
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Clerk Bosker: Hello again, Comr nder! Can | help you?
“a> |

= |-
Thistisnitiright: """ Please help Samesh.

|nvestjgar*—’@‘i_ Goodbye.

I'm releasing the body: \* Release the body. Now. ‘ Mass Effect 3



http://www.gamasutra.com/view/feature/3719/defining_dialogue_systems.php?print=1
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

= [[OWNER]] Thus, the Black Nepenthe. Without your memories, you're harder to find. Of course, that makes yo
= . &8 I se2. And how do T know I can trust you?
= [ [[OWNER]] In your state, you have no reason to rust <emp>anyone</emp>. Which is just as well, bex
- . [CONT INU:]
= @ [[OWNER]] At least you know I'm not working for the Circle. That should be enough for now,
+ . Why should I trust you?

Dialogue | Plots and Scripting | Localization | Editing | Cinematics | Animation | Preview  Slide Show Scripting Comments
Condition

Plot  questtoslaymonster v | isfalse v | Script (None) v ||
Flag  QUEST GIVEN v

Action

Plot (None) v @ Script (None) v @

All right. So what should 1 do now?
= @ [CONTINU lE]
= [ [[OWNER ] ] To tell you anything more could be dangerous. Obviously you have to find and
. [
I won't be ordered around by you or anyone else.
If the Circle can really read my mind, all is lost.
Tall me everything now. It is my right to know.
What do the shades have to do with all this? /' ;i
© Yery well, So 21l me what I need to know. S

Lina Settings

Visibilky Normal line v | [] Ambient

Surrender peacefully.

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

Dragon Age: Origins " Attack me. I dare ygu. \
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5: 'T was told that you would know of my mortality. It has been stolen
from me." -
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Planescape: Torment, 1999



Gwen thinks Holden is
okay.

The Sims 3










