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First Person

Subgenres

lsometrisch

Plattform-Adventure

{SIDE + = FULL|

System Shock

Third Person

Gargoyle’s Quest

Little Big Adventure

Tomb Raider



Subgenres

Schleichspiele Open World Survival Horror
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Assassin’s Creed Adventure Alone in the Dark
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The Game of ROBOT
TOM Productions, 1983-1993
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Metroid 1+2
Nintendo 1986, 1991




Westliche Spieletitel
Castlevania

Vampire Killer
(Nur Europa und Brasilien)

Castlevania ll: Simon's Quest

Haunted Castle (Spielhallenautomat)

Castlevania: The Adventure

Castlevania lll: Dracula's Curse

Super Castlevania IV

Castlevania ll: Belmont's Revenge

Castlevania X68000
(Inoffizieller Titel; Spiel nicht in Amerika/Europa
erschienen)

Castlevania: Rondo of Blood
(erst als Wii-VC-Spiel in Amerika/Europa
erschienen)

Castlevania: The New Generation
(Europa&Australien)
Castlevania: Bloodlines (USA)

Castlevania: Vampire's Kiss
(Europa&Australien)
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Japanische Spieletitel

Akumajo Dorakyura
(BEREFFZ>+13)
Akumajo Dorakyura
(BEEFZ>F+15)
Dorakyura II: Noroi no Fuin
(FZF 2131 ROOHED)
Akumajo Dorakyura
(BEHEF>F17)
Dorakyura Densetsu
(FZF+ 151=8)
Akumajo Densetsu

(BB IERR)

Akumajo Dorakyura
(EEEF>F17)
Dorakyura Densetsu Il
(KZF 1>1=ERN)

Akumajo Dorakyura
(BEEF>+17)

Akumajo Dorakyura X: Chi no Rondo
(BB F>F 15X MOHE(O KN))

Vampire Killer
(/N> N4 77+ — Banpaia Kira)

Akumajo Dorakyura XX
(B FSE1S5X X)

Konsole/Plattform ¢

Famicom Disk System, Commodore 64, NES, Game
Boy Advance, MS-DOS, Nintendo Wii (Virtual Console)

MSX2

Famicom Disk System, NES, Microsoft Windows, Wii
(Virtual Console)

Arcade-Spiel

Game Boy

NES, Microsoft Windows, Wii (Virtual Console)

Super NES, Wii (Virtual Console)

Game Boy

Sharp X68000

PC Engine, Wii (Virtual Console)

Sega Mega Drive

Super NES

Erscheinungsjahr ¢

1986

1986!")

1987

1988

1989

1990

1991

1991

1993

1993

1994

1995
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SEGA

‘Wonder Boy 111

The Dragon’s Trap
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Wonder Boy lll: The Dragon's Trap
Sega 1989
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THAT'S IT? 1
OWE YOU MY HAP-

Gargoyle’s Quest
Capcom 1990




Another World (Out of this World)

(Delphine Software Int., 1991)




Flashback

Delphine Software Int., 1993)




Ico, 2001
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Ico introduced several design and technical elements, including a
story told with minimal dialog, bloom lighting and key frame
animation, that have influenced subsequent games.

Playstation.c
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http://en.wikipedia.org/wiki/Bloom_(shader_effect)
http://en.wikipedia.org/wiki/Key_frame

Einflisse

Another World, 1991 Myst, 1993



Emotional Gameplay

»Movies can make us care about a character by creating a personality
and a context, and can create a sense of situation through showing A

incidents, but a game can create feeling through experience.«
Charles Herold

' ‘It's time game designers grasp the power of creating games
with emotional depth, meaningful characters and dialogue, and
themes that reach players’ hearts and really — | mean REALLY —

make them care about their game's story’ (Freeman 2004:
jacket blurb).




Am I
talking to myself,
here? You need to

Jjumpl

Yeah,
okay, whatever.
I don't speak
"Crazy Bitch."

No.
Honey, no.

Don't play with

the bird. Don't...

Put it down!

Seriously,

you guys can
have her.

Mind?
Christ, I feel bad
for you guys. <«

http://www.penny-arcade.com/comic/2001/09/28


http://www.penny-arcade.com/comic/2001/09/28

Isometrische Perspektive



Landstalker: The Treasures of King Nole

Sega 1993
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Little Big Adventure
Electronic Arts 1994




1 st Person
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Cyberia

Interplay Entertainment, 1994




NINTENDO
GAMECUBE.
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Metroid Prime
Nintendo, 2002
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System Shock 1+2
Looking Glass Studios, 1994, 1999
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Portal 1+2
d> Valve, 2007, 2011
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https://xkcd.com/606/
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Half Life 2
Valve, 2004




3rd Person



Tomb Raider

Eidos Interactive, ab 1996
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Spielelemente

Raumrditsel
Obejekirdtsel
Gegner

Waffen / Munition
Medi Packs

ltems / Schlissel
Artefakte

Fallen

Gegner




Engine
Texture Shading

Imposters




Raum
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Grof3e Réume — Viele Rétsel lcon oder Symbol: Kein Fenster
kann zerschossen werden. Bis auf

eines.
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Indiana Jones and the Infernal Machine
LucasArts, 1999
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A OF TIME"

The Legend of Zelda: Ocarina of Time
Nintendo, 1998
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Die kcmonlschen Sb|e|e

God of War 1-3

SCE Santa Monica Studio, 2005



Uncharted 1-4
SCE Bend Studio, 2007




Open World / Sandbox



ADVENTURE

VIDEO COMPUTER SYSTEM™ .

Adventure
Atari 1979
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Exile
Acornsoft 1988




Outcast
Infogrames 1999




Assassin’s Creed (Serie)
(Ubisoft, 2007-)




Schleichspiele



Metal Gear Solid 1998
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Metal Gear Serie

PlayStation.2 <

WITH NET FEATURES

META[
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METAL GEAR SOLID /2

PRRTARLL W

Title

Metal Gear Solid 3: Snake Eater (3D)

Metal Gear Solid: Portable Ops

Metal Gear Solid: Peace Walker

Metal Gear

Metal Gear 2: Solid Snake

Metal Gear Solid (The Twin Snakes)

Metal Gear Solid 2: Sons of Liberty LBt i
Plant Chapter

Metal Gear Solid: Rising

Metal Gear Solid 4: Guns of the Patriots (Touch)

Setting

1964
1970
1974
1995
1999
2005
2007
2008
TBA

2014

Protagonist

Naked Snake (Big
Boss)

Solid Snake

Raiden

Old Snake (Solid
Snake)

TACTICAL ESPORNALE GAME

'NJS'OF LIB[

Platform(s)
Director
Sony Microsoft Nintendo
Hideo Kojima PS2 3DS
Masahiro Yamamoto PSP, PSP Go
PSP, PSP Go
Hideo Kojima PS2 MSX2, PC |NES
PS2 MSX2
Hideo Kojima (Ryuhei Kitamura) PS, PSN PC GCN
Hideo Kojima PS2 Xbox, PC
Mineshi Kimura PS3 360, PC
Hideo Kojima PS3
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Other

Phone

Phone

iI0OS

Year

2004
2006
2010
1987
1990
1998

2001

2012

2008



HITMAN

Hitman
Eidos Interactive, 2000-2009




Assassin’s Creed (Serie)
(Ubisoft, 2007-)




Dishonored
Arkane Studios, 2012




Stealth Game
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Tenchu, 1998 Thief, 1998



Survival Horror



ﬂl‘ﬂnf“ Dﬂﬂ“ Alone in the Dark 1-3

- (,“.

HVlrj]y melnsmreﬂhu the Work " ovecial

innv--...._“* | .

C -




Elvira: Mistress of the Dark
Horrorsoft 1990
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THE FANTASY ADVENTURE

DOWN

FAUSE
SAVE
RESTORE
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Resident Evil

Capcom 1996




Everything and then some



Deus EX, 2000




Cyberpunk-Literatur

JOHN BRUNI\IER :

\uthor of CHILDREN OF THE THUNDER
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Cyberpunk-Filme
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Blade Runner 1982 The Matrix 1999
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Beneath a Steel Sky, 1994




Spielelemente

Deus Ex kombiniert Action-Elemente eines Ego-Shooters mit der Charakterentwicklung eines
Rollenspiels und der Geschichte eines Adventures. Spieltechnisch ist Deus Ex vor allem fiir die
enorme Handlungsfreiheit des Spielers bekannt. Fiir fast jedes Problem im Spiel gibt es mehrere
Losungsmdglichkeiten, jedoch hat jede Handlungsweise Konsequenzen im weiteren Spielverlauf.
Werden alle gebotenen Méglichkeiten ausgenutzt, ist es méglich, das Spiel nahezu
durchgéingig ohne die Abgabe eines einzigen Schusses oder das (aktive) Téten eines Gegners
durchzuspielen.- werden dagegen gewalitdtige Lésungen bevorzugt, steht ein grofdes

Wattenarsenal zur Verfiigung.

http://de.wikipedia.org/wiki/Deus_Ex


http://de.wikipedia.org/wiki/Ego-Shooter
http://de.wikipedia.org/wiki/Computer-Rollenspiel
http://de.wikipedia.org/wiki/Adventure
http://de.wikipedia.org/wiki/Deus_Ex

First-/Third-Person Shooter

First-Person-Sicht
Waffen
HUD




Rollenspiel

Skills / Augmentations

Inventar

Experience Points / Skill Points
Quests

Inventory Headth Augn Skl Goadu/Noten Coaversations Image
Skl Level Points Needed
ventory Lhemith Aves Skl Crada Notes Comversations yege s Logs Goads
— .~ Computer ADVANCED aaa

Regemmration
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Environmental Training UNTRAINCD

Lockpicking TRAINED
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[ ' Dinplay Completed Goaln

ST L SR B

T T T

Swimming
Weaapons: Demolition

TR

Weapons: Heavy

\ | We aponst Low~Tech

’W(aponst Pistol

g! Weapons: Rifle

UNTRAINCD

UNTRAINED

UNTRAINED

UNTRAINZD

TRAINED

ADVANCED aea

Skill Points

¥ Coanfirm Note Deletion




Adventure

Raéitsel
Dialoge

Alternative Enden




