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Spatial Storytelling Lessons from ‘Job Simulator’
and ‘Rick and Morty VR




ag 2
'_-AD_

BN
‘/
i
’
«
L]
i

-

o :
AN N

|




Chemy

NI




- —

. e

\

S : " B
®)JoB SiMuLATOR ¢ NP
m the 2050 archives ’1,‘/1" 4

b

;y"‘.t‘
T
""“Am

- . )
—

\

y 74



Owichemy  radult swim]
Labs




Job Simulator

* Sandbox game filled with phUSIcs Sl
interactions S

* Guided linear task flow
- Each task is its own micro story
* Players can do tasks, or ignore current task and
play with the world
- Overarching premise ties world together
" Arobotic future where jobs are extinct

* Players roleplaying 4 different jobs

Owlchemy

ﬂ Labs



Job Simulator

* Sandbox game filled with phUSIcs Sl
interactions S

* Guided linear task flow
- Each task is its own micro story
* Players can do tasks, or ignore current task and
play with the world
- Overarching premise ties world together
" Arobotic future where jobs are extinct

* Players roleplaying 4 different jobs

Owlchemy

ﬂ Labs



Rick and Morty: Virtual Rick-ality

- Sandbox elements and task flow &
mixed with overall story
progression *

* Overarching story that feels like an episode
of the show

* You'’re a clone of Morty on an adventure with
Rick and Morty

* Challenge of blending sandbox with
harrative progression
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Storytelling in VR
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What makes \IR storytelling different?

* Infinite input

- Head (s
* Looking at the world from any angle/ ‘
position \\\\\
* Hands
.

* Directly affect the world around you




Interactivity and Motion

- A totally different animal - ;
* Linear narrative in VIR is hot a DIRECTOR
guaranteed thing ~
- Content can have an overarching
harrative
- Interaction is fundamentally
incompatible with “pure singular
creator vision”
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User Driven Storytelling

- Get out of users way!

* Users will tell their own micro
stories

- Help facilitate user storytelling

* Encourage players to become
actors in their own story
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User Drlven Storgtel ling

TP scene
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User Driven Storytelling
- Cubicle decoration
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Macro Story and Micro Story

- These micro stories driven by users

* Users could create their own micro stories
through systems we built
- Stories they'd tell their friends

- Macro story ties everything together

- Macro story was the overarching world and
premise
- The reason players want to continue forward
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‘World arrangement to facilitate

SAFETY GRATIVITY WILL
AUTOMATICALLY BE
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HEALTH AND SAFETY RATING

F | FOR BARELY PASSING!

LEVEL OF FOOD SAFETY AND
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WITH "HUMAN"™ STANDARDS.
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Narrative Pacing




Narrative Pacing

- Don’t punish users for not advancing the

nharrative “fast enough”

- Give people the freedom to do what they want when
they want




Pacing in Job Simulator

- Each task led to next task immediately
- Can divert at any time from the task at

hand to play around

* No time limits or fail states
* People felt rushed regardless!




Pacing in Job Simulator

* People generally have been trained to v VIFE ..
do the task'at'hand asTastaspossiblenul r= . oni ' g¥ 7
- The existence of a current task led to stress/ En e, . B4
pressure
* A feeling of “this is my life”
- Needed a way to put the agency / pacing in
the player’s hands more directiy
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Interacting with NPCs
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Interacting with Robots = 3D Audio

= 3D Audio

- Using spatial audio to

encourage player to look
- Ex: Throwing items into
other cubicles
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Directing focus in \IR

- Users more likely to pay attention

to VO if they initiated it

- VO that came out of howhere can feel like
an obligation and be an interruption

- Event-based VO feels like you’re authoring
the story rather than being dragged along




Interactions and Voice Over

- On-demand voice=over
- Grabbing a lever, picking up an item, etc!
* Challenging to implement

* Priority system

* Which storytelling moment is more

important?
- Should we interrupt the current V0?




Environmental Storytelling
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How to Job
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DUMB HUMANS |

MAKE JOB HAPPEN —

WHY JOB TOMORROW WHAT YOU CAN JOB TODAY

FOREVER!
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How to approach writing

* Rick and Morty VR and

Job Simulator
* Everyone on the team is awriter




Writing for Job Simulator

* Building a believable

premise and world

- Get a theme that’s easy to convey

- Everything you build in that world
must fit the premise

- 90s physical buttons

- Ex: Keyboard in office




Writing for: Rick and Morty VR

- Existing universe v
- Wrote an original overarching story
* Should feel like a episode of the show
* Tasks to complete in any order,

followed by pinch points
- Section A ->Pinch point -> Section B
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How to approach writing

* GDDs and Scripts

* We gave up on those a long time ago

- Have to iterate FAST

* Every part of the game is So
interconnected, updating documents
becomes counterintuitive

- Just get across the premise and world




Silent Protagonist in Job Simulator. JRFRTA

This is a
REFUND- ~FREE
BUSINESS

Thank You Q

* bendered pronouns Slies

"- \
'-\’ ‘,J \\(
:‘ ‘ ‘

» Removed all ‘he’ + She""
from Job Simulator
“Humant!”
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Silent Protagonists in VR

- People in VIR are themselves!

- Taking on a specific role, that's role play
* But you're the one roleplaying

* [t’s never been as big of an issue pre-\IR

- Harder when you’re roleplaying a specific

pre-defined character with properties
* Height
* Gender
* Set of experiences

) ; Owilchem
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“The Marriage Proposal™
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Questions?

@devinreimer Devin Reimer
@dgtjuggler Alex Schwartz

@owlchemylabs OwlchemylLabs.com
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