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Universal approach

existing
examples

Technology

Narrative gameplay/
»Interactive Storytelling”

future
applications
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Storytelling
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1972

AR

il ' TECOS e
2 ITECOS O%D Braun@qrne

7 YowTrshnsiegy Hotpm




Storytelling

ol Ty TR = sl T W A
0%3 B @anne




o Storytelling

& Ty R o il ey | F0F R e
0%3 B @anne




Storytelling

ol Ty TR = sl T W A
0%3 B @anne




Storytelling

In the meantime...
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Storytelling
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A
sall sirean flows out of !M'Nl\lln snd down »
guliily.

CHit RETURN teo oconiinue)
HO

I don’t understond Lhatt
ENTER

You are inside » building, » well house for 2 large
spring.

There sre sone keys on Lhe ground here.
There is » shiny brass \amp nesrby.
There is foed here,

There is » botile of water here.
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Adventure
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Adventure
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Ad venture

1975-1979 7 1987
Idea AN/, Point‘n‘Click

o 1990

1980 Ay’ Interactive
1st Graphic- B A narration by
Adventure ST R . chapter

1984 - Al = 1993
Bookstore- : - ==/ CD-ROM
Marketing ___#  S0I0 preakthrough
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Parallel evolution

Your greatest challenge
lies ahead-and downwards.
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Parallel evolution
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Parallel evolution

Your greatest challenge
lies ahead-and downwards.

=
F
J bl

Fr 3
e

&
o B

e
L L L LY

WORLD
. WARCRAFT
W oo 47 \
SUPGR

(MARIO BROS.

DL NN TENDG

L1 PLAVIR Gan




« Interactive Fiction is the most extreme
example | can think of in art...

Here process is all; there is no fixed product or
text, just the reader’s activity as producer as
well as receiver. »

- Linda Hutcheon
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re games consist of
nothing but ‘the reader’s activity’ is clearly
false! »

- Prof. Espen J. Aarseth
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Application

Objective: Educational Game

o arge » »
Control Motivation Accessability Flexability
2 (1N

)

)

*Author
*Beginning and
Finish

| 4

eInterest generated

by Story

*Memorization by
linking to story

| 4
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Parcent

Wie alt bist du {in Jahren)?

Application

Objective: Educational Game
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Kensole (Sony Playstation)
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30,003

20,000

prozentuale Altersstrukiur der Spielar

10,00%

adventure gamers - source: own study (2004)
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Application

Objective: Educational Game

«Author *Interest generated *Prior knowledge
«Beginning and by Story * Broad audience *Point‘n‘Click “Tobic-independent
gFinisIf *Memorization by aged 16-40 *No complex P P
linking to story mechanics

Solution: ,Learning Adventures”
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Etwas
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e ,Strong Linearity”

* Much dramaturgy

* Motivational problems
¢ little degree of freedom
e, paper chase”

Technology
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* ,Strong Non-Linearity”
e Little dramaturgy

* ,Miss panic*

* Cognitive Overload

* Much freedom

o virtual reality”
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Technology

action

by: Roberta Williams
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Technology

Movie industry

,Hey! These things
print money! Let’s
make interactive
products!”

»Player‘s dont want to be directors”
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‘Wie alt bist du (in Jahren)?

Adaption

)

Accessability

*Prior knowledge
*Point‘n‘Click
*No complex

mechanics

Young gamers await gameplay mechanics
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Narrative m
driven o
» Character-Brands

 Story-Mode
e Dramaturgy
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Business Concepts
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Business Concepts

TOTAL GERNAL
TATAL SCHMRLL

Grammatk genfaf - abwechslungsreiche
Dbungzn, einfach und verstindlich erkisrt
Wiarksch mir fodwl ~typische Redewendungsn
und urmfangreiches Volkabular

Dkt speianl —Héren, Verstehen und Schrelben

Rliex,

das Engllich beenen wel leichter, Selre coale Art
‘macht Spafl und hift dir duech dick und diire.
Gramm tk — kein Probleen! Vokabeln — bab ch draufl
Diktate — Lind welter? Mattiich erkennt BUDDY delne

Handsehrift, hiirt dir zu und spricht mit did gﬂﬁ'l..lst“

apranTER
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Business Concepts
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Business Concepts

"Adventure Games are paradox! They combine two incompatible figures:
Games and Narration. On the one side, the free gameplay, controlled by rules,
on the other side the written-down, narrative product, that can't be changed
anymore. (...T)hey could be a prototype for new media products.”

- Dr. Klaus Walter
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Business Concepts

Today Braingame’s portfolio contains high-quality 3D adventures,
award winning titles for children and families as well as unique info-
and edutainment products - for both PC and Nintendo platforms.
Braingame guarantees for intelligent, cutting edge technology and
high quality gaming with its experienced team of educators, scientists,
media and game designers. Braingame products are published
worldwide — with great success.

Industrial/serious Games: Besides the products for end-consumers,
many industrial customers have trust in the know-how of Braingame,
too. They have their complex contents transformed into entertaining
multimedia-based worlds for example.
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Business Concepts




Control of User

Business Concepts

Technology

.
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Business Concepts

"The interaction in extrinsic concepts, be it full or in part, has never been
analysed in a scientific way. But it's these concepts that are so important for so
many areas: broadcaster, advertisement, education, politics, tourism, classical

media - all of these disciplines have a natural desire for control (over the

user).”

- Grinwald (2007)
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Example: Theme Parks
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Example: Theme Parks

, The technology has reached a level, where the guests can become
part in the story.”
- Larry Gertz

”I think’ in thE.-F: 1F11ro thovo wiilll ho mAarvo :'n-l-oractive theme park
attractions. | also New learning possibilites 2 gues'ts will have on
the outco and bigger.”

-Museums

- Zoos - Berry Braveman
- Brandlands ...

SWIth . icoc i icv i wen v« wwwiinNOlogies coming up, this will be
like a gold rush.”

, : - Jesse Schell
Interaction Interactive Theme Park Theme Park
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Example: Theme Parks
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Example: Theme Parks
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w0, FCFS

‘ Gate 1 H Gate 2 ” Gate 3 H Gate 4 ‘ G,

s el iEXamp
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o, FCFS

[ e. ]

| v

-‘_'“"-'——-_a.__.__ T .
{exrhe | § “rn
. X

."-.?"TﬂTmng ” Raum A H ﬂmnﬂ -
?‘.".:h”:."‘i . " ? f Porseest  [EAT] Vorsotiger husgarg. | Basoxcherfien {{ story-Gatemayn (Tiren, Trappen, Brischan stc|

R i, .
@kﬂmﬂ“kmt”kﬂml| it
x| "-":_:_IH Faie I Lk | -
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e

| Gate 1 || Gate 2 || Gate 3 || Gate 4 || Gate 5

h Entscheldung A Entscheldung & L

Narrative Gameplay

Kapitel 3

= +
' Personal @ Vorzeitiger Ausgang | Besucherfluss . .
t ' Personst  [EXIT| Vorzeitiger Ausgang | Besucherfuuss (@) Distog-Panet M Shooter-Sequenz
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Example: Theme Parks

Shooting Gallery
,Interactive Darkride” Game?
Darkride R
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Example: Theme Parks

7. Walsequenz & Finale

1. Intro & Zuschauer mussen mt Cast Member nach Crush ruf

Begriissung
J__——‘—\* weg Wall“ auf befreit und Crush verabschiedet sich vom
walisch sagen! Publikum

Wir miissen Dori Crush sagt (gemeinsam mit den Zuschauarn)
rd

helfenund ,Geh | den Satz. Der Wal verschwindet, Dori wi

Dorl taucht —

Crush kommt angerauscht und macht
«&in paar Drehungen um das Crush kommt angerauscht und knallt Andere Einleitungssequenzen ... wieder auf | =—"
“Menschenbecken" gegen die Scheibe des Becken und wir vom
Wal an die
Glasscheibe a
S sioht doch sinen
Crush begrubt die "Menschen', verlangt ein 'Hi Crusnl” R Wal kommen) Rette
g ‘sich wer kann!
‘/‘/Z\ e
Ich muss Euch eine Es werden bei Bedarf noch nicht uen-um Dorl unterhiit sich mit Crush.
‘Ich will Euch nicht erschrecken, ganz personliche > a|ux. 9 auf das Publikum|
Dudes, aber daist kein Wasser in “Oh, die leben jal" Andere Oberleitung ... Frage stellen: taucht Dod " P> gibt es nicht (nur durch Crush),
eurem Becken" b ich darin fett aus? aut. Publikum muss u.U. Crush helfen Dori erklirt, wie man Walisch”
. {Crushfachi Dori zu finden oder nach Dor rufen. ‘Spricht. Dorl verschwindet.
v

ein wenig veralbert.

Ich wardo das bel

Seabay verkauen

und wir machen st das st was Ly ‘Wisst ihr was
weftar! das ist?

Hattest Du einen
quten Teg, {name}?

6. Bikinisequenz

Crush beendet
ldie Fragestundel
und kiind

«eine eigene
Frage an. Er
habe etwas

Weitt Du, wie man
wie eine Schildkréte
spricht?

Woher kommst
Du {name)?

Was war denn heute
ym besten?

Bisher nicht zu
beurteilen,
vermuthch

Crush sucht sich
®inen anderen
Gesprachspartner

KannstDu
{lusiges Wart 1}
sagen?

Kannst Du
{lustiges Wort 2}
sagan?

gefunden und
isste

o

Crush zeigt
sich
interessiert

Ein Kandidat aus dem
[Publikum steilt eine Frage.

{andere Aussage} In
auch

== l —
Entscheldung, ob weltere Gasts befragt

‘werden sonst Ubergang zum nichsten
Dramaturgiepunit

=

Crush |mwl @in Khd‘
wo seine E
und fordert mese :ul [ {ia}
sich zu zeigen. \‘ =
Ist das Dein
L= Racker da .
4 - =5 3. Elternbefragung

Kannst Du beide Worter ‘Wo sind meine
zusammenpacken und Manieren?
wirklich laut sagen? — Ihr wollt ja Fragen
i_‘ {schwi stellen!
. = -
| / i
HolInteressantl N,
h Crush ine
wer st wirklich gut i ST

€|ustiws
Wort 1 N

{/ | Aiso meine fragen mich die

ganze Zeit uber die Menschon

Jotzt sprechen Wahnsinn, wir sagen ‘aus. Zum Bolsplel wollte er
wir al wissen: Was machen die
L Menschen am Strand? Los

Schwimmen, hebe die
Flossel

Schwimmtechniken
(z.B. ganz schnelles um
das Becken

auf der
ote)

v
Kannst Du

e }f;

Kannst Du schnell
schwimmen?

Dann musst ¢s
lernen!

Ich habe hart trainiert
und kann sehr schnell
‘schwimmen. Wollt ihr
davon eine Demo?

Das ist die bests
Entschuldigung. Gute
Arbet, Kumpel.

4. Schwimmkiinste




Example: Theme Parks
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Example: Theme Parks
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Last Words

“Disneyland was a natural. It was so close to what we were
doing in film. | thought of it a long time, but very few people
believed in it at first. Now look at it. (...) It's no secret that
we were sticking just about every nickel we had on the
chance that people would really be interested in something
totally new and unique in the field of Entertainment.”

& | [M2C93 .08 BrainGame




Last Words

“{NewNarrativeGameplayExperience} was a natural. It was so
close to what we were doing in [computer games]. | thought
of it a long time, but very few people believed in it at first.
Now look at it. (...) It's no secret that we were sticking just
about every nickel we had on the chance that people would
really be interested in something totally new and unique in
the field of [gaming].”

& | [M2C93 .08 BrainGame




