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Computerspielelemente

Regeln
Spieler
Umgebungen
Ereignisse
Ablaufe

Ziele

Spieleraktionen

Ressourcen

Herausforderungen

Ergebnisse

Grenzen




Regeln

Regeln in Computerspielen sind Algorithmen und Daten.
Sie definieren

“< SPACE INVADERS

® ONE OR TWO PLAYERS.

® INSERT COIN(S)

@ SELECT ONE OR TWO PLAYER GAME . .

® T0 MOVE 'LASER BASE' LEFT OR RIGHT. Handlungen, Abléufe und Ereignisse
OPERATE THE CONTROL LEVER.

§ 0 D [ ASER, Vi R BTN Im Gegensatz zu Regeln in Analog-Spielen sind sie nicht

® UFO HIT GIVES PLAYER MYSTERY SCORE

@ EXTENDED PLAY FOR 1500 POINTS verhandelbar.

® 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

Figuren, Umgebungen und Gegenstdnde

-OUARTER
Lt SERVE AUTOMATICALL Y
SSING BALL FER G SCORE

-TA'T_O.. TAITO CORFPORATION

Space Invaders Pong
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Single Player vs. Game ‘

Multiple Individual Players vs. Game
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Spieler

do oo OO HBUBHB O U O 1

oo mo oMo do oo do e
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#lododo Moo GO GO GO OGO
OO0 OO dO dO OGO 0 (F0

Player vs. Player

Unilateral Competition <t q .

=)
i“’ ‘ .. E]]g

Cooperative Play

Multilateral Competition

. PE  HEALT}
329570 6007

auch:
Kombinationseffekte!

BSP Mario Kart
Team Competition ( ario Kart Spy vs. Spy Gauntlet




Nicht-Spieler-Charaktere (NSC)
Non-Player-Character (NPC)

AW, i

B

2 100 100 3
o HEALTH = -

Hc1|f Llfe 2



Umgebungen (vgl. VL. Grafik, Sound)

SUPCR

* NEAMaps (o la go
. .
I . mnnlu B"us
ol ae e 6N % »
. n ot more e
. NES games

Super Mario Bros. World 1-1 http://www.mariouniverse.com/images/maps/nes/smb/1-1.png

Map
Architektur (Kulissen)
Orte
Objekte (Requisiten)



Map / Terrain




Architektur (Kulissen)
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Spiel-Objekte

g ST T IR TR,

ARG

v A"‘\""‘)N“” M‘ﬂ\b%avr N v.ﬂv. ‘Nvtﬁ W"“’ﬂ‘-"“m Aw“o\ww;v ”Q“\'d('\

mium&, ...J!LM-A...M M

Me & My Katamari

Spezielle Gegenstande (ltems)
Leben/Energie/Lebensmittel
Watfenverbesserungen

Munition

Speichersteine

Sammelobjekte (Ringe, Sterne etc.)
Wahrungen

Fahigkeiten-Upgrades

Spezielle Energie (Schild, Mana etc.)

Bewegungs-Upgrades



Inventory Credits S00
d &
' ) |~ - " \ Count: 2
- ”~ 7
A
ROCKET
= = / 3 L)
& » §7
| Rd i
-‘ g ” - / 3 A 2
‘ oy / AN ! \ { '
‘k‘""'..‘. }— L NS
. 3 .
T Count: 2 CHARGER

oMM AMMO

Keys: @
| 2 / 3 S 9 s B
A ! e
I0MM AMMO CHARGER EUUHTI [ ROCRET Uses: @
PISTOL FROD MEDEIT GEPF GUN CROMBAR LOCEPICE

Inwentory Health Augs Skills Goals/Notes Conversations Images Logs Exit I n ve n tq r

s. VL GUI

Click icon to . Click icon to
see a list of s> | see a list of
Nano Keys, L Ammo,

-4
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BINOCS ENIFE GAS GREN REY RING

Deus Ex (2000)
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Start- / Endpunkt

Starcort 0@




Checkpoint
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Trigger Zones

trigger zone

SPHERE CAPSULE




7 Trigger Editor

File Edit New Module Window

D@ 2w ;.

KD

= Xl oo Pelél o7 < 8w =

‘ (4] arChasers. w3m

@] Hero Selection

-] Item Management

(] Camera Control

=4y Initialization

i D Intialize WarChasers
[ Intialize Allies

i D DoarHealth

#-{_] Leaderboard

&) Monster Spawning

=4y Death Of Heloes
[ Player 1 Reincanates
[ Player 2 Reincamates

[ Player 6 Reincamates
[ Player 7 Reincamates
~[J Game Over

() ENDLEVEL

#-{_] Doors

(] Traps

#-_]) Spides Run

@] Tanks

@] Sappers

-] TRAP Blue Flame Trap

(] TRAP Side Fire 1

#-_] TRAP Side Fire 2

@] TRAP Side Fire Trap 3

-] Monsters

(] HeroSkilSelection

[V Enabled W Initially On
Tnager Comment:

Ereignisse

—

E Game Over
=P Events
i Unit - & urdt owned by Player 1 [Red| Dies
Unit - & urt owned by Player 2 [Blue)] Dies
Unit - & urt owned by Player 6 (Orange) Dies
Unit - & urt owned by Player 7 (Gieen) Dies

Action Text [Click on the underlined sections to set values)

=& Condtions Display to (Player group((Owner of (Dying unit])]) for 30.00
' (([Dying unit) is A Hero) Equal to True] or ((Unit-type of [Dying unit]] Equal to Rock 'n Roll Steam Ta | sacands the text: You are dead! Your...
((Oving urit) has an tem of type Ankh of Reincamation) Equal to False
([Dying unit) has an kem of type Ankh of Reincamation Deluxe] Equal to False
=g Actions

: Game - Display to [Player group{(Owner of [Dying unit]])) for 30.00 seconds the text: You are dead
{4 Camesa - Reset camera for (Ownes of (Dying unit)) to standard game-view over 0.00 seconds

0K

Set bPlayerDead|[Player number of [Jwner of [Dying unit)))] = True

"3 Camera - Apply Death Cam <gen> foe [Owner of [Dying unit]) over 0.00 seconds
3 Cameia - Lock camera target for [Owner of (Dying unit]) to (Dying unit), offset by (0.00, 0.00) using Default rotation
&l Game - Display to (Player group([Ownes of [Dying unil]]]) for 11.00 seconds the text. [cf32cd3ZHINTIr - ...
3 Camera - Apply End Death Cam <gen> for (Owner of (Dying unit)) over 8.00 seconds
o Camera - Lock camera target for [Owner of [Dying urit]) to [Dying unit), offset by [0.00, 0.00) usng Defaul rotation
Wat 8.00 seconds
d If (BPlayerDead1] Equal to Tiue) then do [Camera - Reset camera for Player 1 [Red] to standard game-view over 2.00 secondz] elze do [Do nothing)
j If (bPlayerDead2] Equal to Tiue) then do (Camera - Reset camera for Player 2 (Blue) to standard game-view over 2.00 seconds) else do (Do nothing)
If (bPlayerDeadE] Equal to Tiue) then do [Camera - Reset camera for Player € (Orange) to standard game-view over 2,00 seconds) else do (Do nothing)
If (bPlayerDead 7] Equal to Tiue) then do [Camera - Reset camera for Player 7 (Green) to standard game-view over 2.00 seconds) else do (Do nothing)

Wenn ein bestimmtes Ereignis (Event) eintritt,
wird eine Aktion ausgelost

StarCraft 2 Editor




Ablaufe

Little Big Planet 2



Spielablaufe: Physik

£

'®» @

Crazy Machines 2

s. Vorlesung Physik



Spielablaufe: Kiinstliche Intelligenz

Metal Gear Solid: PeaceWalker
s. Vorlesung Kinstliche Intelligenz



Ziele / Siegbedingung

Fangen (Capture)
Jagen (Chase)

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=oaIiE6q119o

Bully the Bullies

Zielsysteme

Silver Streak

< QUESTS GENERAL STATS SYSTEM

Goals Checklist E—=<<2539 TAKING CARE OF BUSINESS e=>—"3

After successfully locating the Ragged Flagon, Brynjolf has given me a new
assignment. Three business owners in Riften are proving to be a thorn in his side
and |'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

¥ T

" Make a Sim jealous of you

v Be romantically involved with
three Sims

When you don'l secteed, try, bry agan!

Gain a skill point at repairing TR et as I'm expecting them to be. Love! 4 ,
£ DWAX | | == .
Meet a new Sim A REIURN IO YOUR ROOIS ot OBJE(IIVES u a'w:!?gc'v;mimr.mvvun

Jnlock a 2nd powerup

DA ol Can

Score 250,000 points

Creep-out another Sim > (Optional) Steal Haelga's Statue of Dibella

NDEAYOR

L

WHERE YOU HANG YOUR ENEMY'S HEd > (Optional) Smash Bersi's prized Dwarven Urn
TAKING CARE OF BUSINESS > Collect Hoelga's debt

Discover a new recipe

Completed: 39/73
. Discovered: 51/73

p—

K

> Collect Bersi Honey-Hand's debt
¢ Collect Keerava's debt

The Sims The Elder Scrolls: Skyrim Temple Run



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

!

2

4 ‘. _‘/ : /
L. augy ' =~A!

Hadouken
$%9= 4+ P

Hadouken Yoga Fire

$%4= + P $um s+ P

Yoga Flame

Shoryuken ., 4 o ,  Shoryuken oo o >NG Rt P

Tatsumakisenpukyaku Tatsumakisenpukyaku Yoga Blast
e+ ® e+ ® >uy e+ ®

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

Yoga Inferno
$un Jun + P

Yoga Catastrophe
Jumjun+ PO

Shinryuken
S jums 4+ PO

Hyakuretsukyaku
w» mLuts) @ nee

Kikoken
oD 4 P

Hazanshu
CR R N PN

Spinning Bird Kick
g 4 ‘
Senretsukyaku
oo mep + §

Hosenka
i e + PP

Combos in Street Fighter IV



Spieleraktionen: Bewegungen



Tiled Movement | Continous Movement

Archon: The Light and the Dark (1983)



2D-Bewegung
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Pengo, 1982

Arkanoid, 1986



1.5D-, 2.5D-Bewegung

Super Mario Bros, 1986 Tomb Raider, 1996



3D-Bewegung

tunnel

Descent, 1995 Tomb Raider I, 1997



Spieleraktionen: Handlungsverlaut



Echtzeit

TOP 16290 TIME LAP 8S2%9§%
SCORE 10980 31 SPEED 195mph

= |’}
LY &
X ks
N\ E
X
N
Y
N |
13
k)
}

Pole Position, 1992 Dunell, 1992



Rundenbasiert

| FIGHT
|| wacic
|| DRIHK
1| 1TEM

Final Fantasy | (1987)



Smart Pause

HP 237+250 MP_  50°+50 BATTLE MODE
RISK ZERO

——— e e

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

D ——

Q|

Baldur’s Gate (1998) Vagrant Story, 2000




Phasenbasiert

PLANNING
PHASF




Ressourcen

Ressourcen unterstitzen den Spieler bei
der Zielerreichung. Dadurch werden sie zu
einem begehrten und knappen Gut.

Leben Gebiete
Einheiten Aktionen
Eigenschaften Leit
Wéhrungen

Power-Ups

Borderlands 2

s. Vorlesung Okonomie



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

Sensorimotor: Pop’n’Music

_ - \ .
\

...l...-

B —

Spatial reasoning: Continuity

Kombinationen: League of Legends

Sequential reasoning: Sokoban Pattern recognition: Unfinished Swan


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

Ergebnisse

Narratives Ende
Punkte / High Scores / Badges
Gewinner / Verlierer

Ressourcen

Informationsvorsprung fir iterierte Spiele

2 CUOINS 1 PLAY
* * !’
’BONUS EVERY 12000.

»- -4~
L "
' "l."

Centipede



(Grenzen

Grenzen trennen das Spiel von
allem, was nicht das Spiel ist.

VIHE NS CORE
58 SPEED 274KHN

You like Castlevania, don't you?

Spiel mit Grenzen: Metal Gear Solid

THE STANLEY PARABLE

(S WORLDWIDE
¥ THIS YOUR SUPERIOR ¥
S ——

A doad ¢l s wljeciively rustad " How g does 1t sake YOU
$3271h out of 9328 players woldwide. o oo .,_.,J,..ﬁ comoct 4oore
¥ THIS IS YOU ¥

9328 7:37:33 ke
. o Improve your Stanley
¢ " A ]
§A2BHH DUI of 9328 picyers wordwicle.  Porable Careerl

Durchbrechen der 4. Wand: The Stanley Parable
Lebensraum: Magnavox Odyssey vrehbrechen der 4. V¥d y



