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Hegepbannu HapaTHBHY acneKTH Buaeo urapa: Pazsoj GDD-a urpe
Hucano y necky (Sandwritten)

O6umact

Ju3aju BUaeo urapa

OGpaznoxeme TeMe ca MPeaIMeToM
HCTPAXKHBAbA

[Mpenmet ucTpaxkuBama koje fie OUTH CIIPOBELEHO Y OKBHPY OBOT
MacTep paja NMpeacTapibajy HepepOalHU HApaTHBHM aclekTH BUIeO Urapa.
VY pany he GUTH OCBeTIhEHH MeTONU HeBepOanHOr 0ON1KOBaka HapaLyje y
KOMITjYTEPCKHM MIrpaMa ¥ HeBepOaliHa cpelicTBa koja ce ynoTpedibarajy y
ycroctapeaky Tpuue. Jla 6 ce mpukazana BpeTHOCT Hapaluje Kao
Ba)KHOT XOPH30HTA Y CBETY BHIEO Mrapa, UCTpaxuBawe he Hajipe OUTH
KOHIIEHTPHCAHO Ha TO Ja ce, Y KPaTKOM HCTOPHjCKOM OCBPTY, Ae(HHHUIIE
ITa je MpHYa, KOjH je eneMeHTH YHMHEe M KOju mocTynuu omoryhasajy
BeHO cacTaBlbathe. OBaj YBUA MpUIpeMa je 3a TOBOp O TOME IUTa Y
HApaTHMBHOM CMMCIY KOHCTHTYHWINE CBET BHIEO Mrpe, Kako ce Hapallija
MeHla Yy CHCTEMY pasNUYUTHX KaHpOBa BHAEO Urapa — kako crelH(UIHH
KPUTEPUjYMH 3KaHpa YCIIOBJbARajy cBeT Wrpe. MeljyTum, HCIHTHBame
HapaTHBHHUX aclekara BMIEO MIPe Y OBOM HCTpaKHBalby MOApa3syMeBa,
npe ceera, yTBphuBame cHcTeMa HepepOamHMX MOCTyNaka M CUCTEMaA
HeBepOanHUX CPENCTaBa, Te je W OlcepBalHja MOETHKE Hapaluje Hy’kHa
Kako OM ce YHyTap NOWMEH3Mje HapaTHBHOT Kao TaKBOT cariefann
HeBepOaNmHH KOHCTHUTYeHTH. McTpauBame, lakie, UMa YTeMeJbewe Y
OMINTO] TEOPHUjH HapaTHBa W W3 pazyMeRama ()eHOMeHa TpHuYe HU3BOOH
CMHCaoHe MyTokaze ka oipeljeHMM MeToAaMa M oapeleHHM CpencTBHUMa
npuyawa. BpenHocT 0BaKO METONONOWIKHM NOCTaBJHEHOr HCTpakUBarha
BHIIECTPYKA je: HE CaMo [a caMor ayTopa pala BOIM Kpo3 KOHLEMLHje
MHIIJBEHA O TPHYH W Tako ToMaxke Ja Y KOHKpPETHHM IpHMepuMa
ynorpe6a HapaTMBHHX TOCTymMaka M cpeicTaBa Oyae H30LITpeHHja U
ONTHMANIHHja, HEro U caMe YHTaole paja ymnyhyje y MOeTMUKH pacroH
Beze [IpUYe U BUEO urpe.

PenpezenTanuja HeBepOaNHUX HApaTHBHUX acrekara BUIEO Hrpe
oulie yuumeHa y 1Ba MeljycoGHO yKpIITeHa TeopHjcKa Koloceka. ¥ IpBoM
he Tumonomka monena acrnekata OWTH y4HILeHA ca CTAHOBHWILNTA METOJA,
OIHOCHO HauHHA Ha Koje ce HeBepOaiHO Moxe yrnoTpeduTH. Y apyroM he
ce TMPENOYUTH elNeMEHTH, OJHOCHO 00jeKTH HapaTHBHOI CBETa
KOHCTMTYHCaHH HeBepOanHuM cpencteumMa. Ilpea, BeprukanHa paBaH
pasyMeBawa mnpencrasulie MoryfiHocTH HeBepOalHOT y JOMEHY CIIMKE,
3ByKa, MeXaHHKe Wrpe, AuWzajHa HHBOa, OONHKOBama clieHe M yBohema
CTIOpEAHMX caapikaja. MUIIJbehe O CIUIM YKIbYdyje TEOPHjCKO 3HAME 0
BU3Y3ENIHOM JH3ajHY, MOIEJNHpamy, IMOeTHIM IpTexka, (QYHKLIHjaMa
rpadUUKNX eneMeHaTa Kao IOTO CY KOPHCHHYKH HHTepdejc, aHMMaLuija,
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edexru uta. DyHKuMja 3BYKa y BHAeo MrpaMa ymyhyje Ha pasHOIMKOCT
ayIUTUBHMX MaHH(ecTauuja M MHOTOCTPYKOCT edeKkara MOCTHTHYTHX
3BykoM. Mcnutahe ce kapakrep My3uKe, 3BYKOBAa y Y)KEM CMUCIY pevH,
3ByuHHX edexara, MoryiHOCTH y cdepu IM3ajHA 3ByKa, a 33 pasyMeBathe
HeBepOaJHOT y Hapaldju BeoMa j¢ 3HauajHO TMpHUKAa3aTH OUjereTcky H
Hendjerercky ymorpeOy 3Byka. Haumme, nujeretcka dyHkuuja 3Byka
OCTBapyje ce Kao 3ByUHa KOMIIOHEHTa CBeTa MpHie, cBeTa (GUKLHje, 10K ce
HenujereTcka (yHKLHja 3ByKa OCTBapyje Kao KOMIIOHEHTa Urpe, anu Koja
M3a3d M3 OKBHMpa CBeTa NpHYe H KOjOM NpPHNOBEAHa/ayTOpCKa CBECT
KOMEHTapHllle IpH4Yy ¥ HHTepBEeHHIIe crojba. Y chepn MexaHuke Urpe
ocsetnihe ce myandke MoTyYNHOCTH Hapauyje, TyToHapaTHBHA JUCOHAHIIA
u emergent gameplay. [u3zajm HuBoa Tompa3ymeBa Tpe cBera
(yHKIMOHANHU [W3ajH W pacroped, a He ecTteTckd. OBHM ce
HCTpaXkKHBambe M3HOBA MOTBphyje M Kao HApaTOJIOLIKO, jep KOMYHHLIHpa ca
UCTOPHjOM pasyMeBatba BPEAHOCTH Y HapaTHBHOM MOJkY ¢ 003MpOM Ha
BUX0Be (YHKIMOHAIHE KapaKkTepHCTHKe (TToUeB ON TeopHje (yHKLH|a Y
0ajun Bmagumupa Ilpona). [Toetuka cuene npeasuha ynorpeby peza kao
HApaTHBHOT CUTHana, Te fie ce NPeICTaBUTH U NpUpoIa T3B. cutscenes. Y
perucTpy CIOpeqHHX canpXaja MoOTy ce MapKHpaTH caupkajd BaH
Kpumuyne TIyTawe, HacTaBLUH y cepujany, DLC-eBu, u3BeieHH calpikaju,
NPOMOTHBHM MarepHjalii, cafpikajd Koju ce OTKIbYYaBajy AocTHrHyhuMa
YHyTap Wrpe, campxaju u3a Kynuca WTH. JIpyra, XOpM3oHTalHa paBaH
pasyMeBama HeBepOamHOr mpefcTaBuhe eneMeHTe HapaTHBHOT CBETa
BUIEO WTpe kao mTo cy atMocdepa, mMopemak cBeTa Wrpe, IMIABHH €0
npude (cpeamiumu porafjaj), kapakrTepu, TeMe, cuMO0nM, IMOYKe,
MeraHapauuja. HajHoBuje Teopuje (Hnp. y kmusu Cghepe Ilutepa
Cnorepaunjka) yBofe nojaM atMocdepornorije, KIMMaTonoruje Kao HauuHa
oa ce pasyMe atMoctepa jemHor Texcra. CasHame 0 MoryhHocTHMa
neduHHCcama aTMoc(epe jelHe BHIEO UIpe jecTe ca3Hame 0 aMOMjeHTy y
koMe he ce Halu Urpad mpe Hero ce anatd IMHAMHU3alHje MpHye MOKPeHy.
ATMocdepa je 3anpaBo jefaH CKYN OHTONOLIKM peNeBaHTHHX YCIOBAa —
yciloBa Koju ledMHHLIY KakaB je jedaH CBeT, LITa y mheMy jecre Moryhe u
BEpOBATHO J1a ce JIOrOXH, a IITa HUje Moryhe u HHje BepoBaTHO, KaKaa je
crBapHocT Tor ceeta, Crora worldbuilding moapasymesa rpaljeme ToHa
jeIHOT CBeTa WUrpe: yHyTap OBOT Mpoueca Tpeda NpeAcTaBUTH MOJAINUTETE
yerocTaBibakha ocefigja 1a CBET UTpe TOCTOjU W TIpe Hero y mera CTynu
Wrpau U mokpeHe HW3 mpoMeHa. Kareropuja KpuTHuYHe myTame (critical
path) obenexaBa cpeluiliby 10 NpUYe: OHO LITO CE MOXKE O3HAYMTH Kao
ueHTpanHH morahaj UM Kao cepuja gorafjaja Koju Mermbajy Monoxaj urpada
W CHTYyalH]y Herose (UKIMOHE ersdcTeHLMje TMoKa3yjy Kkao WUrpy.
JuMeH3Hja KapakTepa jecTe OKBHpP Y KOjeM Ce ca3Hame O KapakTepuma y
MpuyaMa BHJIEO Wrapa OTKpHBRa ¢ 003MpOM Ha HHXOBe HesepbalHe
nepdopMance. Muunkewe © Temama, cumObonuukuM  Gurypama,
peduiekcHjamMa M/ MeTaHapaTMBHUM KOMTIOHEHTama 3aoKpykyje
XOpH30HTAHY TOfelTy eJieMeHara, jep yKasyje Ha NpHpoAy OHHX noralaja,
BPENHOCTH, Hlgja Koje Jajy YHYTpalllkhe YCMeperme CBeTy BHAEO HIpe.
HcTpaskuBame HapaTHBHHX aclekara BUAeo urapa 6uhe motoM ycMepeHo
onpelieHuM THIOBMMA Tpal)ersa Mpuye U BUAEO MrpamMa, Kao IOTO Cy CBET
urpe ca jendom ocoGom (ONHOCHO, Wrpa 3a jeOHOr Mrpada Kao
eneMeHTapHa (opMa HapaTMBHOT 3aCHHBalba BHIEO WUrpe), CBET UIpe ca
Bume ocoba (OOHOCHO, WTpa 3a BUILE Wrpada, a YHja ce paliba Odurpasa
npe ceBera y oHnajH ceery). CrielldjanH ciyyajeBH HapaTHRa o0yXBarajy
XUOpHIHE Urpe, eNeKTPOHCKE CIIOPTOBE, aHTH-UTPE, METa-UTPe UTIL.
JleMOHCTpallHjy TEOPHjCKOr Oella OBOI MAcTep pala MpeicTaBlba
HapaTHBHO-CEMHOJIOIIKH MOJIEN ayTopcke BHueo Wrpe [flucawo y necky
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(Sandwritten). Hakon wmro Gyge W3noXeHa HapaTHBHA CHTyalja OBe
BUJIEO Mrpe (IUTa YUHH NpHYY WUrpe, KO Cy HEHH jyHalu, KakBu jaorahaju
00nMKyjy cBeT mpude, KakBe ¢y MorylHOCTH jyHaka/Wrpada, KakBH CY
HcXonu npensuhenn UTl.), npojekar ose Urpe Oulie mpomupeH U3narameM
0 HeBepOaNnHUM acleKTHMa MTPe W OICEepBaLljoM ayIUTHBHO-BU3YEIHHUX
eneMenara urpe. CrioHy u3Mel)y HapaTHBHOT KOHLENTAa W WIIYCTPATHBHOT
canpxaja TpeacTaBlba M3Naramke O HeBepOATHHM cpelcTBUMa koja fie
6utn ynorpebibeHa y mpojekTy ayTopcke Bumeo urpe. Tume he ce
caMOCTallHH, ayTOpPCKH Jle0 HCTpakkBatha HallOBE3aTH Ha TEOPUjCKH,
yuMme he mactep pang DoOuTH ¢GopMy HHTErpajHOT pellera: TEOPHjCKO
ca3Hame 0 HeBepOamHHM TOCTymuiMa omoryhaBa ;a ce Tpojekar HOBe
WUrpe BaJbaHO TMOCTABH Yy AaclekTHMa Ne(HHHCAHHM MacTep pPaioM.
BusyenHn mnpuMepu Kao INTO cy aHHMauHdje, LPTeXH, IHjarpamw,
rpaduKoHH, WIyCTpauuje UTA., KA0 U TOBOP O ayAHTHBHUM elleMEeHTHMa,
IEMOHCTPUPAjy Heke O HeBepOamHMX eneMeHaTa W HauWHe HUXOBe
NpHMeHe Yy pas3Bojy urpe [lucano y necky (Sandwritten). JIpyru meo
HCTpaXkHBama, HauMe, He TIPEACTaBlba LENOBHTO pPa3BHjeHY ayTOpPCKY
Wrpy, amd TpeicTaBlba OCHOBHE HeBepOallHE KOMITOHEHTE Te HIpe
npezcTaBlbeHe y (JOpMH TEOPHjCKO-HITyCTpaTHBHOT H3Narama. Kao Takas,
JIPYTH JIe0 OBOT pajia penpe3eHTyje MoeTHKY HeBepOamHOT ayTopcke Urpe,
YyMe TIPBY Jeo pana noduja npuMep MpakTHYHE peanu3allije TeOpHjcKor
3Hama. LlenmnHa crpoBeNeHOr HCTPaKUBakha TAKO NOMPHHOCH TeMEJBHO]
TIPUTIPEMH 33 Pa3BOj TIPOjeKTa ayTOPCKe BUIEO UTPE.

Xumnoreze

— HeBepbanua merononoruja rpahewa HapaTUBHOT CBeTa Y BHIEO UrpaMa
jenaH je ofl HajBAXKHUJUX acrekara pasyMeBama (heHOMeHa BUAEO Urpe.

— Hesep6anuu HauyWHU TOCpeNoOBama MpHYe MMAHEHTHH CY OHTOJOIIKO]
KOHIIETIIH]H BHAEO UTpe.

— Ipuya ce KOHCTUTYHULIE He CaMO MOCPEICTBOM HMCKa3a JIMKOBA Y BUIIEO
WIpH, HEro U MPHMEHOM MHOTOOPOjHIX HepeTOPHYKHX MOCTYMaKa.

— Hegep6anau mocTynuM MpeAcTaBbara Aorahaja u mpoMeHa y CKIOMY
noraljaja jecy BpeIHOCTH Koje Mory AedMHHCATH IUMEH3Mjy BHIEO UTpeE.
— PasymeBame ToOeTHKe HeBepOamHOT JONPHHOCH  YIO3HaBamby
KOHKPETHHX HeBepOaTHHMX CPEACTBA, HUXOBE CEMHOTHYKE H, YKE Y3EB,
BU3YellHe U Iu3ajHepcke (YHKIMje Y YCIOCTaRbamky MoJena BUAEO HIpe.
— TlonMame 3Hauaja HeBepOanHWX CpeNCcTaBa U MOJANUTETa MPUMEHE
HepepOanHUX IOCTYNaka JOMPHHOCH Hanaxewy U MobosblIamy
HapaTUBHHX pellierma y 00MHKOBakY KOHKPETHE BUIEO UIpe.

Cepxa

Cepxa OBOT HCTPaXHBamba IMpero3Haje ce y oNnTUMAaln3alHjH TEOPH)CKOT
pasyMmeBara HeBepOaJTHMX CpeIcTaBa W, YOMIUTE y3eB, HeBepOanHe
METOZONOTH]€ Y KOHCTPYHCakhy HAPaTHBHOI CBETA BHJIEO HTpE.

um

e HCTpaXkHBama jecTe Mpe3eHTauWja peleBaHTHOCTH HeBepOaHuX
nocTynaka y GopMHparmy IpHYe BUIEO UTpe — Kako ¥ TEOpHjCKOM CMHCITY,
¢ ob3mpoM Ha omroeapajyhy matepatypy, Tako Uy cMHUCTTy TeduHHcama U
HIYCTpOBaha MpojeKTa ayTopcke BUAEo Urpe y Kojoj 61 OUITH NpUMEeHeHH
OTMCaHM TOCTYTILH.




Oépasay 1: Ilpujasa meme macmep pada

Merone

Y  uctpaxupaty he OHTH mnpHMeHmeHe METOAe Kao WITO cy
aHANMTHYKO-CUHTETHYKA, WHAYKTHBHO-IIeNyKTHBHA, KOMMapaTHBHa (Mpe
cBera y Jelly MacTep pajga y koMe fie mpeaMeT WCTpaKuBamba OWTH
TIPECTaB/bEH Y3 OMON TeOpHjCKe IMTEPAType), alld ¥ METONE Kao LITO CY
JIEMOHCTPAaTUBHA U JEeCKpUNTHBHA (Y Heny panma y koMe he ce M3MoXHTH
enemeHTH urpe Hucano y necxy (Sandwritten), unycTpaudje y Be3d ca
OBOM HIpOM M HHXO0BA MOjalllberha).

Kparak npenuMuHapHH cagpixaj

1. ¥Bon: HapaTHB Kao eo BUAEO Urapa, KOHLENT ,,cBeTa urpe”
2. HapaTHBHH acneKTH BHIe0 HIpe:
2.1. BeprukanHa momena: MeToae
2.1.1. cnuka,
2.1.2. 3myk,
2.1.3.  mMexaHHKe MIpe,
2.1.4. nwu3ajH HMBOA,
2.1.5. pes-cueHe,
2.1.6. cropeaHu caapixaj.
2.2. Xopu30HTaNIHA MoJeNa: eJIeMeHTH
2.2.1. armocdepa
2.2.2. cBer urpe
2.2.3. npwuua (critical path)
2.2.4. xapaktepu
2.2.5. Teme, cuMbONH, MOyKe, MeTaHAPaTHB
2.3. WUrpe 3a jexnor urpada
2.4. Urpe 3a puiue urpaia
2.5. Cneunjamau cnyvajeBd (xuOpHIHe Urpe, eNeKTPOHCKH
CTMOPTOBH, aHTH-UTPE, MeTa-UTpe)
3. HapaTuBHO-ceMHOJOMIKH MojieJ BHAeo urpe: Ilucano y necky
(Sandwritten)
3.1. Tlpuya Buzmeo urpe
3.2. HeepOanHu acnekTH BUIEO UTPe
3.3. BuzeynHu npuMepu
3.4. AyoIUTHBHH €lIeMEHTH BHIIEO UTPE
4.3aKJby4aK: TMoeTHKa HeBepOalHUX MOCTyNaka y BHIEO UrpaMa
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