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« These are the slides from our GDC
2010 presentation. A “director’s

cut” version is also available.
e« You can download the speaker

notes for all slides.

« Comments? matthias@worch.com &

harvey@Rarkane-studios.com.
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. Before We Get started [

« Please silence your cell phones

e Please fill out your comment cards

2

e Download slides for comprehensive
written notes

e Richard Rouse III: "Environmental
Narrative: Your World Is Your Story”
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' ] ] }' Ganme Environment

Deflnition

.Uses player reference to
communicate simulation boundaries
and affordance
. Reinforces and shapes player
identity

4 Provides narrative context
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{Bloshock

A decadent new year’s eve party gone WwWrong



Ph 5swaL Propertues avwl EcoLog 7
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“Constrains and guioes pLagér movement through
physical properties and ecology.”

R/ 75~



Communicate Affordance
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Stgw points
out aleohol

ARl .
“Uses player reference to communicate affordance.
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Communicate Simulation Bounoaries |

s e 2 s 9 , ™ . T

cawn | cut a rug?
No.

Uses player reference to communicate
simulation boundaries.




Relnforces Player ldentity

e —y

“"The environment reinforces player identity.”

Reference: “The imago Effe&”
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Narrative Context
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The environment provides narrative




Environmental Storytelling |
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T Bnwironmental Sto rytelling

| | Working Defwwtww
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*Staglng player space W1th env1ronmental
Apropertles that can be interpreted as al

2 meaningful whole, furthering the
3
2 narrative of the game. |
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Assoclation of Elements

XITCHEN BATH ROOM

LEGEND
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f¥%3°'A man is tying his shoes -

«nzz » Breaks the lace ff}
“fi7.e Screams and curses T
ra0v% e Throws shoe out window
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7% e The audience understands that L.
he doesn’t really, really hate

that shoe  von;
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Assoclation o{ Elements |
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ﬁg? Slmllar to embedding narratlve
: elements in the background of a

@ gcene

y
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L%“Environmental storytelling relies ong
“% the player to associate disparate E

4/( —

s« elements, interpreting them as a
meaningful whole.”
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e« Film fails to define this for games [
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Mold and
water damage

Couch ow top
of coffee table!
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