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Presenter
Presentation Notes
We invent and build new kinds of entertainment








Why Stories In
Games Suck



Warning:

This Is Highly
Opinionated





Presenter
Presentation Notes
Whirlwind through stories, games, other media, technology. First question to ask though, is:


Do stories In every
game suck?



NO









Do stories In almost
every game suck?



Yes



Whose fault Is 1t?!



Mine





Presenter
Presentation Notes
Formulaic - save the world against evil guy, assemble a band of unlikely individuals to help you. Going to spoil the plot - first person is big boned daughter of a priest, constantly understood, always wants to fight people; then her dad gets killed and she vows to fight on. As soon as I started this I could figure out what was going to happen.
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Stereotypes of italian, jewish, black, irish people. Most cliched dialogue and characters ever. Some people claim that this was done on purpose, to make a statement - I disagree, and in any case, it even approaches the quality of movies and TV shows like the Godfather, or The Wire, or The Sopranos, or Goodfellas.


...0Or does 1t?



“It's not a stretch to say that, were this a film,
some of the ‘performances’ would be Oscar-
worthy”

- Gamespy

“a Scorsese-quality narrative”
- Eurogamer



(Partly) it's the
media’s fault


Presenter
Presentation Notes
Completely inflated opinions of stories in games, simply because it’s not shit. I can understand this - they love games, they want games to be a legitimate art form for adults, not just for kids. But they don’t help anyone by pretending that if Grand Theft Auto 4 were a movie, it would’ve won an Oscar.


No, really, whose
fault Is It?



Yours


Presenter
Presentation Notes
It’s yours, because you keep buying games with poor stories.




Presenter
Presentation Notes
Chart of videogame sales in 2009, crossplatform. Pointed out ones with actual stories that were written by proper writers. So let’s have a look at these games that you’ve bought, and see whether the stories are any good.

Resident Evil 5


“But | long ago lost count of the number of
videogames l've played whose In-game
economies, storylines and character
motivations made absolutely no sense.”

- IGN on Resident Evil 5



9/10


Presenter
Presentation Notes
Killzone 2. See what Eurogamer thought.


“All [the characters] could have been drawn
from any shooter of the last five years... The
script certainly doesn't help much, since
most of it seems to consist of people barking
"F*** dis shit!" and "Go! Go!" over and over.”

- Eurogamer on Killzone 2



9/10


Presenter
Presentation Notes
Finally, Call of Duty 5. What did Game Informer say?


“Other than featuring the voice of Jack Bauer, the
story i1s mostly forgettable...”

- Game Informer on Call of Duty 5


Presenter
Presentation Notes
I love Jack Bauer as much as any other man does, but even his sexy gravelly voice can’t make a bad story good.


8.8/10



Conclusion 1:

Games with bad
stories still sell fine


Presenter
Presentation Notes
Games don’t need good stories to make them enjoyable, or popular, or successful. And it’s the same with any other type of media - people enjoyed movies like Transformers or Independence Day even with terrible stories. There are different types of games, and people play them for different reasons; sometimes you want to watch a movie where things blow up, and sometimes you want to play a game where you just blow things up, like Call of Duty 4.

As long as this is true, publishers will continue to not care about the actual quality of stories. But you know what’s really successful? A fun game with a good stories. 

Going on a bit of a tangent here...


Twelve terrorists. One cop.
The odds are against John McClane...
That’s just the way he likes it.

>

TWENTIETH CENTURY FOX e A GORDON COMPANY/SILVER PICTURES maces A JOHN MCTIERNAN « BRUCE WILLIS DIE HARD
ALAN RICKMAN ALEXANDER GODUNOV BONNIE BEDELIA " MICHAEL KAMEN ‘%z’ RICHARD EDLUND iz FRANK J. URIDSTE, o
wt JOHN F. LINK "5 JACKSON DeGOVIA ez JAN De BONT % CHARLES GORDON *~5 JEB STUART .« STEVEN E. de SOUZA
=+ o RODERICK THORP ™ LAWRENCE GORDON .. JOEL SIVER ™5 JOKN McTIERNAN  ™*"oorees (2%

A COMING THIS JULY —



Presenter
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Great structure. Everything is set up beforehand - why he’s running around barefoot, who his wife is, his character. John McLane, he’s smart. But so is the - admittedly stereotyped - villain, Hans Gruber. No deus ex machina, no cheats, just very enjoyable and surprisingly intelligent action movie.


What about other
media?



Books?


Presenter
Presentation Notes
Good stories in books, but most are trash, or awful, like Da Vinci Code. Go into any bookstore and most are just not that great. Only a few are excellent.


Television?


Presenter
Presentation Notes
Lot of people used to think all TV was trash, incapable of real art, but lately with shows like Sopranos and Six Feet Under and Battlestar Galactica, format of television has become very highly regarded as way of storytelling. Myself, I like Mad Men.




Presenter
Presentation Notes
Mad Men is about the world of advertising in the 1960s - has brilliant writing, brilliant acting. Won a whole load of awards.


2 Golden Globes
Best Writing (WGA)
Best Cast (SAG)
16 Emmy nominations



2.9 million viewers






30

20

Mad Men

American ldol
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High art vs. low art


High Art

Low Art


Presenter
Presentation Notes
Much of gaming is 'low art' - there to appeal to a wide audience, because it needs to make money. DFW says that we're all similar in our low tastes, but different in our high ones. 

It’s harder to make games with high art for small number of people. Because you earn less, you need to spend less - which is not what publishers and developers are used to. But indie game designers are figuring out how to do more with less, and not expecting to make millions - look at games like Passage, Flower, and The Path. 

This is just about art, and want to caveat that low art can have good stories, and vice versa. Back to stories.


Conclusion 2:

Most of everything Is
Low Art


Presenter
Presentation Notes
It’s just that there is even less high art in videogames at the moment. That’ll change.

Used to be that we would think books, comics, TV, film, more or less everything, was just trash; as audiences grew, people became more sophisticated, creators became more sophisticated, potential grew better. A modern drama like the Sopranos, in its use of televisual techniques, is just a better story, and a better experience, than soap operas from the 50s.

The best modern dramas give a different, unique, and yes, more affecting and lasting experience. The sort of thing that doesn't just affect you for an hour, but for a lifetime. But it requires mastery of the production process, and high level of experience and knowledge on part of audience; but now, everyone watching TV knows about fast cuts, about flashbacks, about splitscreen. We’re knowledgeable about these techniques.


Inventing a new
camera every movie


Presenter
Presentation Notes
Same isn’t true with games. Every year, game developers keep on monkeying around with the graphics, technology, interfaces, and game engine. Imagine that every time you made a new movie, you didn’t just have to build the set and cast the actors, but you had to invent and build a new camera; whole host of complex technical challenges that make it more difficult to tell a really great and integrated story.

Question of expertise on writers’ part - they have no idea how much it costs to do stuff, or how difficult it is. Don’t blame them. But it’s not like TV where they know what works and how much it costs to have a helicopter fly over. In a game, it’s easy to have a massive robot smash a city to bits, but it’s incredibly hard to show someone crying - vice versa with TV.

Generational gap with writers - a lot of them don’t even play games




Presenter
Presentation Notes
Look at MMOs. In Old Republic, most advanced story-based MMO coming out, for the very first time, you have actual branching dialogue and moral choices in the story that affect your character. This has been around for decades - only just now coming to MMOs. 

Game developers are trying to do a million things at once with technology. Not a surprise that story isn’t a priority.


Conclusion 3:

Mixing Stories and
Interaction Is hard


Presenter
Presentation Notes
hard to merge creative and writing process.

game designers still come from technical background. A lot of games are still sold on technology (but less so now - just look at Wii)

Story permeates everything. Talked about art direction and mood boards - well, story influences everything. And if writers says, there’s a plot hole and we’ll have to change half the levels, if you’re the game designer, what do you say? it’s easier to say, screw the story, we’ll just go on.

Lot of really good game designs really do think, ‘screw the story’.


| hate Will Wright
and Sid Meler
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You make your own story. 
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read a book for three hours, went to bed, woke up, started cooking breakfast. Car started honking horn, rushed out, fire, rushed back, earned $5, got insurance. Yes, pretty boring. 

Price of making your own story - sometimes it's really boring.
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Presentation Notes
So immersive and deep that, yes, I did make my own story that was just as engrossing as anything that a writer could have done. First time ever, going to show you it.


Deirdre gazed at the occupants of the room
In silent contempt. She quickly chided herself
for this thinking. Everything will be made
good In the end, she reassured herself.
Although It was hard to believe, what with the
scene unfolding at the moment.‘Anyone with
the monumental gall to name all of their cities
after himself deserves such misfortune,’
shouted the Spartan delegate.


Presenter
Presentation Notes
So it’s not Shakespeare then. To me, it’s good; but doesn’t stop me from wanting a great story from a book, or a TV show, or a game.


Conclusion 4:

Your story I1sn’t always
the best story


Presenter
Presentation Notes
Certainly a valid choice though - but it’s not better, by any means


What's Next?



et the Interface get
out of the way
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Establish a storytelling platform. 

Much more natural, immersive, just as much in presentation

Also, you need to:


Stop using ‘professional game writers’
Educate game designers

Game writers shouldn’t be scenario
designers

Writers need to work closer with
designers

Publishers should stop being stupid
Games aren’t movies - now get over it
Players should demand better

Involve writers right from the start

Use more than just one writer

Plot doesn’t need to be conveyed through
dialogue

More Isn’t better



Conclusion 5:

Good stories are
hard to do...
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Presentation Notes
But we keep on trying


...But good writers
(and game designers)
Keep on trying



h Find out more

WWW.SIXtostart.com

adrian@sixtostart.com
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