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Can we get players to talk richly about story?
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Can we get players to talk richly about story?

What makes players passionate about stories?
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"The Scary Lady”
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Elenwen

“"The Scary Lady”
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"I dunno just like her voice
and... just because I knew I
wasn’t supposed to be in there
and I was like 'Oh god, what’s
gonna happen next??’

Elenwen

...you walk in the door and she

like comes up to you and you're
just like ‘Whoa...” like she won't
let you move anywhere.”

"The Scary Lady.”
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"I had to. I had to save
Walter. He’s a good friend.”
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Retell the story...

“That was crazy! | was super freaked out about that.”
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Retell the story...

“Then they have Walkers in the barn; they find out at
the end of the second season which blew my mind.
That was crazy! | was super freaked out about that.”
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When it came to games...

Three-Act Structure " ; i,
I don’t know if it’s just

me, but like I haven't

Climax of
Act One

— =T 207 been able to remember
Act One the midpoints and stuff.”
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When it came to games...

Three-Act Structure
"I dunno. My memory’s

Climax of
Act One

e starting to go, just like
”‘u"ﬁ"" ? ? ? my hair. I'm 18 and I'm
A going bald.”
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Retell from Beginning to End

200
172

Number of Words
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Game Not Game

Data is collapsed across games & participants, divided by media.
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"It's a prison city but Dent
has a safe. And a random
vat of acid. The acid I get
as a comic book thing but
I have more trouble with
the idea that an
Incacerated person has a
safe.”

(original spelling)
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"It's a prison city but Dent
has a safe. And a random
vat of acid. The acid I get
as a comic book thing but
I have more trouble with
the idea that an
Incacerated person has a
safe.”

(original spelling)
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A Extended Experience <
m First Hour Experience

About fun &
liking

About
comprehension



GAME DEVELOPERS CONFERENCE® 2014 MARCH17-21,2014 GDCONF.COM

A Extended Experience When we were

testing
m First Hour Experience
n Core Mechanics * When we should

be testing
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A Extended Experience
m First Hour Experience
n Learning Systems
n Core Mechanics
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A Extended Experience
m First Hour Experience
n Learning Systems
n Core Mechanics
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A Extended Experience s [ 477 ‘
m First Hour Experience ‘ Mo W
n Learning Systems
n Core Mechanics




GAME DEVELOPERS CONFERENCE® 2014 MARCH17-21,2014 GDCONF.COM

Rules for building stimuli

1. Tell the story in the order you intend to
present Iit.

2. Only include the information you will
give the player.



Rules for building stimuli

3. Show don't tell
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Rules for building stimuli

3. Show don't tell
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Rules for building stimuli

3. Show don't tell

"What a Dummy”
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Rules for building stimuli

4. Break before
conclusions or big
twists.

5. Ask for predictions.
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Rules for building stimuli

4. Break before

conclusions or big "Why would I be
twists. interested in them if
they weren't somehow
bad?"

5. Ask for predictions.
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Rules for building stimuli

1. Tell the story in the order
you intend to present it.

2. Only include the
information you will give the
player

3. Show don’t tell.

4. Break before conclusions or big twists.
5. Ask for predictions.
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A Extended Experience <
m First Hour Experience

What can we
test here?

If we get rid of
comprehension
issues here...



aAdmirable
OAnnoying
aBoring
aBrooding

aCharming
aCliché
aEtc.

GAME DEVELOPERS CONFERENCE® 2014 MARCH17-21,2014 GDCONF.COM



GAME NARRATIVE SUMMIT GAME DEVELOPERS CONFERENCE® 2014 MARCH17-21,2014 GDCONF.COM

Elenwen

v Scary N



GAME DEVELOPERS CONFERENCE® 2014 MARCH17-21,2014 GDCONF.COM




GAME DEVELOPERS CONFERENCE® 2014 MARCH17-21,2014 GDCONF.COM

El E2 E3 E4 ES

—@— Admirable —@=—Obnoxious Powerful

Rude =@ Trustworthy =-@=Vulnerable




GAME DEVELOPERS CONFERENCE® 2014 MARCH17-21,2014 GDCONF.COM




