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Ludische Computerspielelemente

Regeln
Umgebung
Spieler
Ressourcen
Abléufe
Ereignisse
Ziele

Konflikte

Ergebnisse

Grenzen




Regeln

“< SPACE INVADERS

Regeln in Computerspielen sind Algorithmen und Daten.

@ ONE OR TWO PLAYERS. Sle deﬁnieren
@ INSERT COIN(S)

© SELECT ONE OR TWO PLAYER GAME

® T0 MOVE 'LASER BASE' LEFT OR RIGHT,
OPERATE THE CONTROL LEVER.

® 0 FIRE LASER, PUSH FIRE'BUTTON Handlungen, Abléufe und Ereignisse

@ UFO HIT GIVES PLAYER MYSTERY SCORE

@ EXTENDED PLAY FOR 1500 POINTS

® GAME OVER WHEN PLAYER'S LASER BASE
IS HIT 3 TIMES BY INVADER MISSILES
OR WHEN INVADERS OVERRUN THE BASE

®IN TWO PLAYER MODE, PLAY ALTERNATES
BETWEEN THE TWO

PIS l

Figuren, Umgebungen und Gegenstdnde

{TA|TC/ TAITO CORPORATION |

Space Invaders



Spy vs. Spy
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Single Player vs. Game
Player vs. Player

Multilateral Competition

7

Team Competition



icht-Spieler-Charaktere (NSC)
Non-P|c1yer-Chc:rc:cter (NPC)
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Portal

Descent
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Patton vs. Rommel




Map / Terrain




Architektur (Kulissen)
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Spiel-Objekte
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Spezielle Gegenstande (ltems)
Leben/Energie/Lebensmittel
Wattenverbesserungen

Munition

Speicherpunkte

Sammelobjekte (Ringe, Sterne etc.)
Wahrungen

Fahigkeiten-Upgrades

Spezielle Energie (Schild, Mana efc.)

Bewegungs-Upgrades
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Deus Ex (2000)
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Start- / Endpunkte

Startort OO0




Checkpoint
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SPHERE CAPSULE




Spieleraktionen
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Holding a shell Running with a shell

ed |[ead

(Holding the B Bution) (Holding the B Button)

Kicking the shell Breaking a block

> e3)

(Relaasing the B Button)

When Mario has a tail

Take off

6 o T~
2 B@
Presss the A Button

repoatedly

More acceleration

i e N ," Y
P ed) red
Power Meter Meter full, (P) starting
going up 1o flash

Accelerating Mario can only fly for

a short time.

L’} B QI

Aktionen in Super Mario Bros. 3
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Hadouken
$%9= 4+ P

Hadouken Yoga Fire

$%4= + P $um s+ P

Yoga Flame

Shoryuken ., 4 o , p Shoryuken oo o >N$ Rt P

Tatsumakisenpukyaku Tatsumakisenpukyaku Yoga Blast
e+ ® e+ ® >u$ e+ ®

Shinku Hadoken Shoryureppa Yoga Teleport
$ua %"+ P U JAS + P 3N+ P+ P
Metsu - Hadoken
Jumnjumn .+ PO

Yoga Inferno
$un Jun + P

Yoga Catastrophe
Jumjun+ PO

Shinryuken
Janju=s+ PO

Hyakuretsukyaku
w» mLutts) e

Kikoken
oDy 4 P

Hazanshu
S>Aj e+ ®

Spinning Bird Kick
g 4 ‘
Senretsukyaku
i ep + §

Hosenka
i e + PO

Combos in Street Fighter IV



Spieleraktionen: Bewegungen



Tiled Movement | Continous Movement

Archon: The Light and the Dark (1983)



-, 2D-Bewegung
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Arkanoid, 1986
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Pengo, 1982




1.5D-, 2.5D-Bewegung

IT'S WHAT MOVES ME

Super Mario Bros, 1986 Tomb Raider, 1996



3D-Bewegung

Descent, 1995 Tomb Raider Il, 1997



Spieleraktionen: Handlungsverlaut



Echtzeit

TOP 16290 TIME LAP 82%98%
SCORE 10980 31 SPEED 195mph

Pole Position, 1992 Dune Il, 1992



Rundenbasiert
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FIGHT
HAGIC
DEIHK

ITEH

Final Fantasy | (1987)



Smart Pause

HP 237+250 MP *5 BATTLE MODE
RISK ZERO

L. ARM HP 31/90%
TARGET: Single EGD/PHY/Human

D ———

Baldur’s Gate (1998) Vagrant Story, 2000



Phasenbasiert

 PLANNING
PHASE




Spielablaufe: Physik

Little Big Planet 2

s. Vorlesung Physik



Spielablaufe: Kiinstliche Intelligenz

Metal Gear Solid: PeaceWalker

s. Vorlesung Kunstliche Intelligenz



File Edit Vie

@ Triggers - [Untitled Mag] -étaﬁﬁ Il Editor - " L‘?l@“

File Edit View Data Map Modules Window Help

Rl on Xr e eDEAL® Bm b =@0 ~» = 5&n 0anonm
(W] Melee Initakzato Meleelnih'alizationl P
[ Melee Initalization Evel ‘ ‘ . ' - . . - . . ® 4
=" Events Label Find: |
[l Game - Map initalization
B Local Variables -Al Evert & | Label | Source | .
a Conditions Al Abort Mission Ul Buik-In
& Actions gawz Battle :epon :anel Exted Sory  Buitn
A Nam3nics Battle Report Panel Play Mssion Sory Buik-In
= x:ee . 2e¢ :elee lstam:;gmresouir;efs for"aII:IaVers Conversatio Buitie Report Fanel Play Scene Sov  Buh
08 * LTSS MEINS SIBIANG UNKS 10F BV prayers Dialog Battle Repont Panel Selection Changad Story Buik-in
B Melee - Startthe melee Al for all computer players Game Button Pressed ul Buit-in
. Melee - Set default melee options for all players Flayer Camera Moves Camera  Buit-n
Stamap Chat Message Game  Buikin
Story Conversation Reply Selected Conv... Buit-n v
Tech Purchase Custom Dialog Dismissed Ul Buik-In
Brush: Height Timer Data Conversation State Changed Conv... Buik-n
=< ul Dialog tem Is Used Dislog  Buit-in
“ . ‘ Unit Game Credts Frished Ul Buit-In
) g Unit Selection Game Menu ftem Selected ul Buit-in
Operatc Key Pressed Ul Buik-in
| Mercenary Panel Bxted Story Buik-In
. Mercenary Panel Purchase Story Buik-In
,Amph.’d’__ : Mercenary Panel Selection Changed Story Buik-In
050 et Mouse Clicked ul Buit-in
Movie Finished Cinem... Buit-in
Movie Function Cinem.. Buit-in
Movie Started Cinem Buik-in
Penodic Event Timer Buik-in
Size Planst Panel Bith Complete Stam Buit-In
600 . Planet Panel Canceled Sam... Buikn
Speed e t S Planet Panel Death Complete Samn... Buikdn
[ Fast b I ]_ Planet Panel Launched Sam... Buik-n
Planet Panel Misson Selected Sam...  Buik-n
Shape Planet Panel Pressed Replay Button Starm...  Buit-in
’ H e W ° b ° E ° ° E . ° ga-,-er ChangaG Alances :a)er guit-ln
ayer Leaves Game ayer uik-in
enn ein bestimmtes treignis (Event) eintritt, |=-ose e AeD
Flayer Sends Al Wave Al Buik-In
° ° i oo Purchase Category Selected Tech Buik-in
wird eine lon ausgelost Prchae Toch . Bt
Purchase ltem Selected Tech ... Buikn
| Prechase Made Tach _ Ruitin .
Fires upon map intialzation
oK | cCancel |
v
——— | | StarCrart 2
Point None Laver: Terrain Difficulty: All Pathina View: Disabled Selection: None




& Triggers - [C:/Program Files/StarCraft |1/Maps/Zombies The Escape.SC2Map] - StarCraft Il Editor
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Fie Edit \iew Data Map Moddes Window MHep
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X= Tme of Day 1= Night = 0 cirtegers

) Dy (Template)
] Allance and cther Statup tht
_j e
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] KAPS
1 KA Fd
= &5 Delete Bfe
X= Player Hercas = No Unt <Un2[S]>
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[*) Atack Spoed Lvd
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X= Déficulty = 2 <ieger

T

- &8 Inventory Syztem
Szocksrrm
= &5 Pdoads',«am
X= 9mm = No Ung <Unat>
X= Beload B Lovel = 1.0 <Real|S]>
X= Reload Raduction = 0.0 <Reais]>

Fre Baretta M-92F
] Unttlad Trgger 001
| Reload Buticn M-S2F
") Reload Beretta M-S2F
1) Relood Beretta M4-A1
= @8 Shopping

[ Enter eve

X= Zombas = 0 <integar>

Xz Zombie Deaths = 0 <integar>

[ Zombie Dies

X= Day comrplete « D <integer>

X= Doys Passed = [ <integer>
<] !

X= The Goed Guys = [Empty player group) <Player Group>

X= Reload Massags Croup = (Empty player greup) <Player

X= ShepErterLeaveFlayer = (Emply player group) <Player

|| Reload Becetta m-92F |

| {75 Feosd Beetts sz
= Y= Everts
[8] Temer - Every 0.1 500005 of Gome Time
= X= Loca! Vanables
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= Condticns
= @@ Actions
e Genaral - For each integer The Loop from 0o Swith ncramant 1. do (Actizas)
- 8 Adiers

¥ (Condtions) than do {Actions) else do (Actens)

(Player Herces[The Loop] has Reloed Bu) sstrue
(Player Herces[The Loop] weapen 1) «= Beretiag M9ZF

B Ut - Ramove 1 Reload Buff from Flayer Heroes[The Loop]
SO Piayer Group - Add player (The Locp + 1)1o Reload Massage Group

G Ul - Oisplay “Relcadng . . . " for Reload Messaga Greup 1o Debug aea
i Sound - Fray Pietel Reldoad (1) foe (Al players) on Player Harcas[The Looo] with Z offeat 0.0 (st 50.0% volume ;-‘p ne fret 0.0 saconds)
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Players: Peload Message Growp
Nessage Ared: Debug

Display "Reloaded. " for Reload Message Group to Debug area

Displays a (et maseage in the spaciad aea of the soreen.

StarCraft 2 Editor



Spiele

Interaktion ist aufeinander Interagieren mit Menschen Menschen kombinieren Symbolische Raume werden
bezogenes Handeln. und mit dem Computer Symbole zu Narrationen gerne audiovisuell dargestellt.

|

Spielen ist freiwilliges Interagieren in und mit symbolischen Réumen.

Datir braucht es Rdume, Spieler, Handlungen, Ereignisse.

Alles Weitere sind Entscheidungen ithOmedesign. |

Computerspiele brauchen Menschliches Handeln ist Ereignisse sind Reaktionen
Computer, d.h. Technik immer auch Performanz auf die Spielerhandlungen.




Ziele / Siegbedingung

Fangen (Capture)
Jagen (Chase)

g 24 I o

Wettrennen (Race)
Anordnen (Alignment)

Fliechen oder Retten (Rescue or Escape)

Konstruieren (Construct)

Wettrennen: Outrun Anordnen: Solitaire Kontrollieren (Control)

Verbotene Tat (Forbidden Act)
Erkunden (Exploration)

Lésen (Solution)

Austricksen (Outwit)

Lésen: Monkey Island Erkunden: Proteus


http://www.youtube.com/watch?v=gAUrJCq0YaM
http://www.youtube.com/watch?v=gAUrJCq0YaM
http://www.youtube.com/watch?v=gAUrJCq0YaM
http://www.youtube.com/watch?v=gAUrJCq0YaM
http://www.youtube.com/watch?v=oaIiE6q119o
http://www.youtube.com/watch?v=oaIiE6q119o

The Great Train Robbery
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Bully the Bullies
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< QUESTS GENERAL STATS SYSTEM

Goals Checklist E—=<559 TAKING CARE OF BUSINESS e2>—"3

After successfully locating the Ragged Flagon, Brynjolf hes given me a new
assignment. Three business owners in Riften are proving to be a thorn in his side
and I'm supposed to teach them the error of their ways. | should speak to
Brynjolf about these townspeople in the event that they prove to be as stubborn
as I'm expecting them to be.

" Make a Sim jealous of you

v Be romantically involved with
three Sims

KINE 25D TRIA

Gain a skill point at repairing

Meet a new Sim

A RETURN TO YOUR ROOTS - %] OBJECTIVES

> (Optional) Steal Haelga's Statue of Dibella

Creep-out another Sim
HANG YOUR ENEMY'S HEA > (Optional) Smash Bersi's prized Dwarven Urn
TAKING CARE OF BUSINESS > Collect Hoelga's debt

Discover a new recipe

Completed: 39/73
> Collect Bersi Honey-Hand's debt

¢ Collect Keerava's deb!

The Sims The Elder Scrolls: Skyrim

iz

When you dont sucosed, Iry, Iry again'

Level d [mmm—— )

Collect 2 gems in one run

Q e S

Gr'-lo«:h n 2nd powerup

) (0 e G

M Score 250,000 points

Temple Run




Herausforderungen

Herausforderungen hindern Spieler darin, die Ziele zu
erreichen

sensorimotor
Gewalthaltige Konflikte, wie hier in The Witcher 2, sind nur eine
von mdglichen Herausforderungen in Computerspielen. SpCIﬁCIl reasoning

pattern recognition
sequential reasoning
numerical reasoning
resource management

social reasoning

,The point is the challenge, not the goal.” (Chris Crawford)
Crawford, Chris (2003): On Game Design

Trotz der martialischen Anmutung ist Superhot ein reines
Puzzlespiel.



Arten von
Herausforderungen

12,U8 6 3
20
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Spatial reasoning: Continuity

Kombinationen: League of Legends

Sequenha| reasoning: Sokoban Pattern recognition: Unfinished Swan


http://www.youtube.com/watch?v=1azmASqYPNc
http://www.youtube.com/watch?v=1azmASqYPNc
http://www.youtube.com/watch?v=0c2geDqtNtM&feature=relmfu
http://www.youtube.com/watch?v=0c2geDqtNtM&feature=relmfu
http://www.youtube.com/watch?v=vT0SlINx7FU&feature=related
http://www.youtube.com/watch?v=vT0SlINx7FU&feature=related

Ergebnisse

Punkte / High Scores / Badges
Gewinner / Verlierer

Ressourcen

Informationsvorsprung fir iterierte Spiele

199762
CORES
A
OLE ¢
SN
DCB *
ED

DEN
DFW

Centipede



(Grenzen

Grenzen trennen das Spiel von
allem, was nicht das Spiel ist.
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Legalitét: USK & PEGI

THE STANLEY PARABLE
¥ THIS YOUR SUPERIQOR ¥ WORLDWIDE
LEADERBOARD

A dood sof s objeciively rasked... ) How Yong does it kake YOU
932711 out of 9328 players wordwide. 1 get to the comect door?
¥ THIS IS YOU ¥

- . e g

Compele coairst ofhers

ta mprove your Stanley
U @re abjectively ronked. . -
5§2§ lavers wordwide

th out of 9328 p Parable Career!
NIMOG [ [ WS N\N= [anseanr N.121T0

Lebenszeit: World of Warcraft

Durchbrechen der 4. Wand: The Stanley Parable
Lebensraum: Magnavox Odyssey vrehbree y Fara



