GOC oz v\\/

Comics to Games:
Great Adaptations

Jill Murray, Evan Narcisse, Kim Belair, Mike Rogers, Son M.



Add pti“g (someone else’s)
comic book IP for games

Knowledge is power

Jill Murray - www.discoglo.be




In games industry since 2010
Worked on wide range of AAA & indie games
like Shadow of the Tomb Raider, Subnautica: Below

Zero, and Assassin’s Creed Freedom Cry— lots of
things, relating to various IPs, basically
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A visual novel screen A still of a story panel sequence

ATOM EVE CAN GROW IN 3 DIRECTIONS.

EMPATH CREATOR FIREBRAND

PEOPLE ARE MORE SHORT ON WORDST EVE  HONEST, REAL, HARD TO
LIKELY TO OPEN UFP... CAN USE HER POWERS CONTAIN. FIREBRAND
AND SOMETIMES SEE TO INVENT SOLUTIONS. MAKES THINGS...

THINGS EVE'S waY. INTERESTING.

REMAINING POINTS

The combat stage RPG screen
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Adaptive Skills for Adaptations . .
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Analysis 02. Curiosity
How do this franchise, its world, Who are the fans of this franchise,
character, and intfernal logic work? and what do they connect with about

it?

Creativity 04. Collaboration

What systems can | use to Who are the people | need to work
communicate with players, how can | with, who control approvals for this I[P?
make my voice into the voice of the What are their needs and

|IP? expectations?

Synthests - Pulling it all together

Understanding the IP and its fans deeply, how can | give those fans the new thing they don’t
know they want yet, that the IP holder will also be excited about



1- Know your basics

Budget and scope of project
Who will make it

What is the chain of command
Definition of roles

Tools and tech resources

Who approves things and how?



2- Learn thelP C .
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>z ' ‘ DECIDE WHAT KIND OF
’ ‘ _ NA i HERO YOU WANT TO BE

-
r ' & 1 & Invincible is an adult animated superhero series that
() revolves around 17-year-old Mark Grayson (Steven
Yeun), who's just like every other guy his age —

except his father is the most powerful superhero on
N EW S E R I E S I ’ H l | l " ‘, - the planet, Omni-Man (J.K. Simmons). But as Mark
M A R c H 2 6 rl e I e 4 £ o develops powers of his own, he discovers his father's

legacy may not be as heroic as it seems.

Unlike many other superhero stories, Invincible is a
complete tale. It offers character progression, and
plots that get resolved. Sure, there are all the
explosives you'd expect when someone dons a super

suit, but don't expect for each episode to hit the reset




REALLY Learn thelP

iy Eves . =

Mrs. Mr. and Brandyw Principal Derek BullyTo Rick Rex
Summary Eve Wilkins  Wilkins Childhoo Babysitt  onth birth Mark  Debbie Nolan Art e coman e William Amber Sheridan Robot Splode
ers mother

Comic Show
Issue Ep

X 103 Eve wistfully packs away her t2en team mementos from her locker in the
hideout, feeling the weight of what she's lost and what's been taken from her.
Fireworks draw her attention outside. It's Rex, he says he doesn't know why
he keeps scrawing up. She says she knows, but that's not an apololgy. He
asks for 3 sacond chance and says he 'l do better. She says good luck with
the new team.

2 103 Eve flies by Mark's window for 3 chat but sees him kissing Ambzer and flies
off. In the show this happens after she she tells Rex good luck with the new 1 1 1 1
team. She gives them a wry smile and says "good for you mark.”

10 Damien Darkblood goss to investigate the murder scene of the onginal
Guardians team.

10 Samson goes to Stronghold Penitentiary to visit his butler, Sanford. Samson
says that he will work on getting him releasad from prison

10 Mark sees Nolan disembowel The Immortal. Nolan asks Mark if they can talk
nowi

1,12 8 Nolan then reveals to Mark the truth about his origin and the Viltrumites, and
asks Mark to help him taks over Earth. Mark refuses. They have 3 brutal fight 1 1
3ll over the planet, that is shown all over the madia.
13 Eve and William see the fight on TV. The two of them tond over their worry 1 1
and become batter friends.
13 Eve goes to the Guardians hideout to ask Robot for help locating Invincible. 1 1 1
Rex tries to reach out to her but she brushes him off.
13 2 weeks after the fight, mark comes out of his coma in the Pentagon. He gats
formally hired by Cecil. who will also take care of all the family's expenses.
13 8 Mark heals, gets a page, and goes to space to tell Alan what happened. 1
4 102 Guardians, Mark and Eve fight the Flaxans. Flaxans are back, with bracelsts
that keep them from aging so fast. During the fight, Rex is still trying to
Jokingly get back into Eve's good graces. and she's still calling him 3 jerk. 1 1 1 1

In the series Rex mentions that he never got to go to high school, and he
s3ys it shows.
4 Immortal isn't dead. and he's suspicious of Invincible. The recording from
Omni-man’s earpiece got leaked to the media so now Debbie knows he says 1 1 1
he never loved her. An starts drinking with Debbie, who is lost in grief

14 Derek fights a bunch of kids at school. Amber's happy 10 see Mark She
wants 1o come over tonight but he’s not sure she should becuase of how 1 1 1 1 1
things are at home. Mark thinks Eve and William hanging out together is
weird. Professor winslow gives mark more time to make up his school work.
4 Donald brings Bulletproof into the Guardians and brings The Immortal back
as 3 consultant.
15 Robot asks Monster Girl to stop hitting on her teammates 1
15 Mark is still avoiding Amber. Amber wonders why he needs a besper. 1 1

15 After talking to Cecil at the Pentagon, Mark goes to an undenwater fish planst
to marry 3 fish queen, and manages not to.

15 Debbie befriends a woman marnad to 3 superhero. In the show, this is
replaced from the get go by Red Rocket's wife. which makes 3 lot of sense

o 15 William finds out Eve is Atom Eve and she takes him flying.

15 The Immortal pays the Mauler Twins 3 vist to teach them 3 lesson

ICSS not much happens, a fight, mark worries about his mom, winslow worries
about Mark's grades

= This iesium honme n smabhee o B s mem | .. s mmed Cenmi Mmn mem




3- Know your player

e |Ifit's an established franchise, it already has fans.

e These fans already have expectations.

e The publisher also wants the game to bring new fans to
the IP

e You need to satisfy the core expectations of the fans,
but also make choices that will result in an
independently satisfying game

e The resulting game probably has to be “classic” and
“fresh” at the same time.



Target player definitions .

Example from Invincible Presents: Atom Eve ¢ o
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People who had seen the TV series,

Played games sometimes but didn't necessarily identify as “gamers”

In it for the experience- ie: interested in character, story and a little action, up for a
little challenge, but not looking for a punishing skill test

Fans of visual novels who might be aware of the show and willing to give it a try
because we were doing something a little different but not too different with the genre

Die-hard Invincible fans, who love comics and were going to check out anything
Invincible no matter what

Related: “Audience of one” microtalk, in Game Design for Inclusion Beyond
Representation, in GDC vault




4- Your Own Point of View

WHAT'S IT
LIKE HAVING
OMNI-MAN
AS YOUR
pAD?2

"PO YOU GET ALONG=2"

"IS HE INTIMIPATINGZ"

"POES HE TEACH YOU STUFF2"




5- IP Holder - Care and feeding
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Trust and Boundadries D
Feels professional but doesn’t establish Scary but builds trust:
frust:
e Sharing WIP and asking for feedback
e Onlywanting to “wow” the client ® Respectfully explaining why you
or IP holder disagree
e Reflexively saying yes to every e Admitting what's difficult and asking
request for help
e Hiding when things aren’t going ® Sefting and enforcing clear
well boundaries about what you can and

can’t do/deliver



6- Playtests & QA -
Know how it lands

Playtest the game with different groups of people, but especially with people who
correspond to your target market.

It seems obvious, but given time crunches and approvals delays, things can get so
squeezed that it readlly feels like there isn't time.

You just gotta find the time anyway.



Recap

Powerful knowledge for strong
adaptations

1- Understand your studio/project setup
2- Learn the IP

3- Know your player

4- Get in fouch with your own POV

5- Develop your IP holder relationship

/- Use iterative testing and feedback intel
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A Game That Showed Me My Own Black History
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GILDED CITY 1
NARCISSE * ABEL + JOHN

BATMAN: GOTHAM KNIGHTS




| aint reading all that
I'm happy for u tho

or sorry that happened







PANEL <02>

WIDE SHOT. We see TECH-9 2.0 as a small figure in an alle
between buildings, PEEKING AROUND A CORNER. The alley sit
cluster of small businesses next to each other with A TRU
PARKED ON THE STREET. This should reference Blood Syndics
page 1, panel 3. The businesses should be different.

TECH-9 2.0
(caption)
One minute, we on the bridge scrapping
with Rebar and Holocaust’s crew. The
next, I wake up on...

TECH-9 2.0
(caption)
Wait. This is Blue Street but wild
different! Copy shop where the chicken
spot is supposed to be?!

TECH-9 2.0
(caption)
Maybe Sara’s flashbacks got screwed up?
Threw me back too far?

PANEL <03>

A SYSTEMatic OPERATIVE in massive armor STANDS IN THE OPE
BED and PROJECTS A SCANNING GRID on Tech-9’s body from be
Tech-9 2.0 whips around, MATERIALIZES WEAPONS, and FIRES
SYSTEM OPERATIVE.

SYSTEMATIC OPERATIVE
(electric)
Infrared scout to base: scans picked up
a worker, moving to capture.

TECH-9 2.0
A$#@%!!! You can capture deez--

SFX
PAK! PAK! PAK! PAK! PAK! PAK!

OG ROCKET
(tail, off-panel)
Throwing up a protective bubble! All
yours!

PANEL <04>

A RED, BLACK, AND GREEN BLUR STREAKS ACROSS THE PANEL, se€
the SYSTEM operative flying backwards. A PURPLE ENERGY BU
SURROUNDS Tech-9 2.0.

VEHT ) 3 TiMLE

INFRARED
5COUT 7O BASE:
5CAMNs PICKED UFP A
WORKER. MaOvING
TO CAPTURE.
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One of the things for me was early on in the game, one of the points
I made was his skin should be showing through his costume. This
is the scene when the Roxxon security operatives have their guns
on him. So I wanted to charge that scene, obviously, with some
metaphorical energy.

N | remember that scene.

% YThe reason I made the case for that is, they see his skin peeking
through his costume and immediately the whole city’s going to
know that this Spider-Man is different in a fundamental way than
the other one. Once Harlem and other Black and brown
communities in the city know that this new Spider-Man is one of
theirs, they’re going to react differently to him.
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@ SweetBaby-

Kim Belair - CEO / Writer / Narrative Designer



Spider-Man 2
Canon + Creativity







The Canon of the Game(s) S P I n [ R M AN Z

e Insomniac's Spider-Man has its own canon,
but draws from existing lore and cultural
understanding. It is a new Peter and Miles,
but it is also the same Peter and Miles.

e TJodothisrequires narrative design
thinking on top of storytelling. Narrative
design is about aligning with the player's
expectations and understanding.

e How dowe turn canon expectations into
wins while also subverting expectations
to achieve surprise and excitement?







Miles Morales v. The Canon

e Asacharacter, Miles is about change. He is
about a new kind of Spider-Man. He is
positioned as a character who deliberately
"breaks" the canon.

e A Spider-Man's life is one of sacrifice and
loss, the cost of heroism: WITH GREAT
POWER COMES GREAT RESPONSIBILITY.

-ACROSS THE SPIDE
gEXCLUSIVELY IN MOVIE THEATERS

e '"Rules" create expectations. And if players A e

IN PREMIUM LARGE FORMATS a0 IIVIAX

expect it to go a certain way, how do we
tell stories that surprise?




Miles Morales v. The Canon

’ "." " ‘ ‘ .. }'
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and Miles Morales not just as individual
"Spider-Mans" but as "Spider-Men". A team.

e Agoodteamisn't two of the same guy. A good
team is complementary. And the story
Insomniac is telling is about two people from
different worlds facing the same problem. How
is Miles different from Peter and how do we
apply that meaning to story?

e The answer was in the canon. The Harlem
missions help illustrate that Peter has close
friends, Miles has community.













Quick! Kraven's here too.

Kraven's canon role is to cut through
Spider-Man's story. He loves to just show
up and be a single-minded, one-man
Spider-hunter. But video games mean he
also needs to be a faction.

This was achieved by keeping the shape of
Kraven's canon role: he cuts into the story,
he single-mindedly pursues, and we come
to learn the (spoiler) reason he works with
others. We don't compromise his
character, we understand his character's
compromise.

We retain who he is and what he does so
that despite going from one man to many,
he feels entirely like himself.
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Thank you!

(to you! To GDC! To my co-panelists! And the team @ Insomniac!)




swrBOUND

Mike Rogers

Senior Creative Director
of Skybound Franchises

Writer ® Narrative Designer ® VO Director

@merrymikerogers



Constructing Creative
Publisher Partnerships

(or The Importance of Caring)




Ingesting an IP & Understanding
lts Parameters



Ingesting an IP & Understanding Its Parameters

* Devour Everything Possible
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Ingesting an IP... and Understanding Its Parameters

* Devour Everything Possible
e Passion Makes a Difference,
Existing or Acquired




Ingesting an IP... and Understanding Its Parameters

* Devour Everything Possible

e Passion Makes a Difference,
Existing or Acquired

* Work with |IP Guides (Lore &
Brand)




Story Collaboration



Story Collaboration

* Publishers should be partners,
not obstacles.




Story Collaboration

* Publishers should be partners,
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* Publishers should understand
how to tell a story. Remind them
of that.




Story Collaboration

* Publishers should be partners,
not obstacles.

* Publishers should understand
how to tell a story. Remind them
of that.

* Let your passion for a property
feed theirs, and vice versa.




Story Collaboration

* Publishers should be partners,
not obstacles.

e Publishers should understand
how to tell a story. Remind them
of that.

* Let your passion for a property

feed theirs, and vice versa.

* Discover together what rules can

e broken.




Working with Living
Creators
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Working with Living Creators

* Hooray for living creators!

* Fresh properties mean evolving
rules and worlds.

» Balance what's important to
different stakeholders.




Working with Living Creators

* Hooray for living creators!

* Fresh properties mean evolving
rules and worlds.

» Balance what's important to
different stakeholders.

* Embrace nuance.




Examples






THE WALKING DEAD: LAST MILE
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GUARDING




INVINCIBLE: GUARDING THE GLOBE

I|\ Agent252615828

OMNI-MAN

Earth's Defenders

Agent252615828
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INVINCIBLE: DOC SEISMIC ATTACKS
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SEISM\

"-‘l thl'\c

CREATED IN

FORTNITE




Closing

e It's all about teamwork.




Closing

* It's all about teamwork.
* Foster creative relationships.
* Develop mutual respect.




Closing

t's all about teamwork.

-oster creative relationships.
Develop mutual respect.
Expect and encourage
publishers to meet your level of
passion for the IP.




what a fun gdc talk!

thanks!

Follow me @merrymikerogers




Indie Games and the growing
multimedia space

MARCH 18-22, 2024 #GDC2024 G@C



Son M.

Co-founder of Perfect Garbage Studios
Narrative Designer
Writer for a bunch of comics

Court jester and general horror

FERFECT

ACIIVISION. .\
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FREE COMIC BOOK DAY
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Art by “Fomio Ogara
Story by CAPCOM

MARCH 18-22, 2024 #GDC2024




Qo @ 9op 9 9=5<O

FIRST CHAPTER

QUIRREL

-

team cherry

— Alex Paknadel » Troy

[JEVRIVER

= P>
MARCH 18-22, 2024 #GDC2024 G@C




B ". &\:

low do you develop games
with the concept of
"—‘Nmultlmedla |n mlnd'?

FIRST CHAPTER

QUIRREL

SRR ook Verse \
— Alex Paknadel Tr4 E{ttl’/(’ -

: 2 ey N E (I CI O ey
= =
MARCH 18-22, 2024 #GDC2024 G@C




Building a world that translates to other
forms requires...

. An awareness of the appeal of other types of
media (in this case, comics)

. An understanding of supplementary content
« An understanding of who the comic is for

MARCH 18-22, 2024 #GDC2024




Appeal of Comics

o o 4
MARCH 18-22, 2024 #GDC2024 G@c



Developing indie games with
comic potential means:

Considering the importance and space needed for strong
world building. What are the unique elements in your
game that won't be explored too deeply in gameplay? Can
that be supplementary material? Can that be a comic?

What are your character arcs? Are there further things to
flesh out? Beloved side characters to explore?

. As you're building your next project, could a comic help
transition between the two games?

MARCH 18-22, 2024 #GDC2024 G@C




Why even make comics?

CULT OF THE LAMB: THE FIRST VERSE | An All-New Graphic Novel

Herald the coming of the CULT OF THE LAMB in a heretical new graphic novel — powered by the infernal glory
of Oni Press.

$240,580

pledged of $10,000 goal

3,420

backers

30

days to go

Back this project

O vy = <»

[d Remind me

MRSSIVE TTFVA ﬂ
MONSTER »ﬂnﬂm ' All or nothing. This project will only be funded if it reaches its

goal by Thu, Aprii 11 2024 10:59 PM CDT.

o Project We Love @ Comic Books 9 Portland, OR

MARCH 18-22, 2024 #GDC2024




WIELD THE DANCE Or THE SHAMAN
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10% OFF FOR KALUNGA'S
CARLY BUYERS BLESSING VFX
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. 2 SHAMAN SOULSHIFTERS
STANDARD EDITION POINTS DIGITAL COMIC

=
COMIC Bop’fx PROJECT

Venture to the Vile Comic Project CA$ 10,269
o Project We Love @ Montreal, Canada ¢ Comic Books 163
| story Story

MARCH 18-22, 2024 #GDC2024




Pitching
comics

Sometimes there
are no reasons,
Alyosha.

Sometimes everything happens for nothing.

MARCH 18-22, 2024 #GDC2024
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Reach out!
@bogboogie

t33thing@gmail.com

MARCH 18-22, 2024 #GDC2024




