SPELFORSKNINGSTRAFF

DSV. M20 el Zoom, 2020-11-17, 13:00 - 14:30




AGENDA FORSTA SPELTRAFFEN 17/11 2020

» Kort presentera oss for varandra,

» Tala om ifall vi vill ha regelbundna traftar om spelforskning
och hur vi i sa fall ligger upp det,

» Spdna pa uppsatsimnen relaterade till spel att foresla i SciPro
infOr varen,

» Om tid: Mirjam berdttar om COST aktionen INDCOR
» Om intresse: Kalender for kommande traffar.

» Forslag: En mailinglista [DSV Game Research] ?
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INDCOR facts Indcor.eu

e 36 countries
e 143 members

e 2 international partners
e Georgia Tech (Georgia Institute of Technology), United States

e National University of Singapore, Singapore

Action Details

5 MoU - 047/19 /\ CSO Approval date - 04/06/2019

Start of Action - 06/12/2019 = End of Action - 05/12/2023


http://indcor.eu

Vision

 We are working to create
new forms of human
expression To Understand
Complex Topics. To that
end we facilitate a field for [..] AND EXPERIENCED

THROUGH A

research and new
professions

[IDN IS AN] IN
DIGITAL MEDIA IMPLEMENTED AS A

Koenitz, 2015



Complexity requires new narratives

o There Is a need for Art to Reflect
Complexity

o IDN AS SYSTEMS can represent and
even let us experience complexity

ADDRESSING
COMPLEXITY WITH
PLAYABLE MODELS




DIFFERENCE TRADITIONAL FORMS AND IDN

------------------------------------------------------------------------

Author Creator

WVriting Design/Programming

Not in
traditional
media

Book IDN
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DESCRIPTION
OF THE ACTION

& Knaw More
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Recently Upaatey

The aim of this COST action is to build a network for the interdisciplinary study of the
potential interactive digital narrative has as a means to 2ddress ng comolexity as a
societal challenge by representing, experiencng and comprehending complex
phenomena and thus also address the issue of fake news:.

The challenge theraforz is to change IDNs current status from ‘singular achievement’ of a smell group of ‘initiated
practitione-s to ‘ganeral practice’ of many media comdznies. The INDCOR project (Interactive Narratve Design for
COmplexity Reprasen:ations) zddresses this challeng= by mears cf a coordinated effart in analysing and generzl sirg
design and p-roduction methods of stand-out IUN works with a particula- fccus on the representation cf complax

ISSLIES



Action Leadership Positions

Action Chair Prof Hartmut KOENITZ +

Action Vice Chair Dr Mirjam PALOSAARI ELADHARI ~
WG 1- Design and Development Prof Andrew PERKIS v

WG 2 - Conceptualizing Narrative Complexity Dr Sandy LOUCHART

WG 3 - Evaluation Prof Elisa MEKLER +

WG 4 - Societal context Prof Nico CARPENTIER +

Grant Holder Scientific Representative Dr Frank NACK v

Science Communication Manager Dr Jose Manuel NOGUERA VIVO v

STSM Coordinator Ms Agnes Karolina BAKK v



Work structure
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MISSION STATEMENTS
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Zesign 10N prototypes and analyse the design ard sealuzbicn process vath
the aim te make the resuiting knovd=dge avai atls to cractibor srs for The
‘cprosentation of complex topics. A fist targer group will Ee eornalists ard
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WG2 will mvestigate, develop and dissemirats concepts wked o the
understanding of narative cor plexity and their relations=izs towards
ealzting interzctive digital mrarrative syetems, specitc subject matters anc the
wans Inwhich partic pante are moclved In a complex, communicabve

[eac Nars

e
WG4 fozusses on societal contexts norder 7o better urderstand the
connections between contexts, DNs, and complexity. In —o-z abstrack terms

WhHEG e«amines the ralabions 0 netween DNS and their external

pruironments
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Werking Groups

MISSION STATEMENTS

Cesigr ICN orototypes =nd analyse the design ard evaluation procass with
the zim to make the resulting krowledge available to practitioners for the
represantation cf complex topics. A fist target group will Ee jocurnalists and
media organizations.

Reac More

WG3 ams ta gain a holistic end t-ansdiscial nary understanding of the
mcment-to-moment, shart term, and locng-term outcomes of engagement
with interactiva narratives for complexity representation.

Heac More

& Know More

WG2 w ll investigate. develop and dissaminate concepts inked to the
undarstanding of narrative comp exity and their relaticnships towards
existing interactive digital narrative systems, specific subject mzatters and ths
ways in wnich participants are involved in 2 complex, communicative
interacticn.

Reac More

WG4 “ocusses on societal contexts n order to better understand tha
connections cetween cantexts, IDNs5, and complexity. In morz abstract terms
WG4 examines the relatiorship betwezan IDNs and thair externa
ervironments

Reac More



DESIGN AND DEVELOPMENT

Design IDN prototypes and analyse the design and evaluation process with
the aim to make the resulting knowledge available to practitioners for the
representation of complex topics. A fist target group will be journalists and
media organizations.

WGI led by Andrew Perkis and Kuldar Tavetar.

Currently creating a repository of tools for IDN creation.



FORMAL ANALYSIS, CONCEPTUALISATION

WG2 will investigate, develop and disseminate concepts linked to the
understanding of narrative complexity and their relationships towards
existing interactive digital narrative systems, specific subject matters and the

ways in which participants are involved in a complex, coommunicative
interaction.

WG2 led by Sandy Louchard, Chris Lund and Frank Nack. Current focus is the pan-
project of an IDN Encyclopaedia, Shared Vocabulary



EVALUATION

=
/)

WG3 aims to gain a holistic and transdisciplinary understanding of the
moment-to-moment, short term, and long-term outcomes of engagement
with interactive narratives for complexity representation.

WG 3 led by Elisa Mekler and Christian. WG3 leads the pan-project task force

of creating a repository for evaluation methods and metrics for evaluation of IDNs



SOCIETAL CONTEXT

o
S

WG4 focusses on societal contexts in order to better understand the
connections between contexts, IDNs, and complexity. In more abstract terms,
WG4 examines the relationship between IDNs and their external
environments

WG4 is now led by Lissa Holloway-Attaway and Claudia Silva.
Intersectionality and societal impact.



RECENTLY IN INDCOR: SHARED VOCABULARY

» July: First workshop on creating IDN Encylopeida
» Complexity Jam (Online, run by Budapest uni and Georgia Tech)

> August & September: Entries for Encycoepedia reviewed, informing
work on White Paper

» Qctober: First white paper published:
https://arxiv.org/abs/2010.10135

» November:
» Panel and position paper at ICIDS conference
» Second workshop on writing IDN Encylopedia entries.
» Book chapter on the topic accepted.

> Negotiations with Springer about making a book.


https://arxiv.org/abs/2010.10135

WHITE PAPER 1 DELIVERED

HTTPS://ARXIV.ORG/
4.10135

ABS/

N1

~Hpsjarcivarglabs/?0101

LU |

s
«= ) INDCOR

https://indcor.eu
A shared vocabulary for IDN

INDCOR white paper 1

Version 1.0
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CENTRAL ELEMENT: TAXONOMY

5.1 IDN Taxonomy V 1.0

1. Authoring
1.1.ldeation
1.1.1. Affordances
1.1.1.0.  Procedural
1.1.1.2.  Participatory

1.1.1.3.  Spatial

1.1.1.4. Encyclopedic
1.1.2. Audience

1.1.2.1.  Social

1.1.2.2. Private
1.1.2.3. Expectations
1.1.3. Content
1.1.3.,.  Complexity
1.1.3.1.1, Topic
1.1.3.1.2. Addressee
1.1.3.1.2.0, Social
1.1.3.1.2.2, Private
1.1.3.2. Prior Narratives
1.1.3.3.  Material
1.1.3.3.1, Fiction
1.1.3.3.2. Non-fiction
1.1.34. Form
1.1.3.4.1, Interactive Documentary
1.1.3.42, Video game
1.1.3.4.3.  Hypertext fiction
1.1.3.44,  Location-based
1.1.3.45. AR/VR
1.1.3.46.  Mixed
1.1.3.5.  Aesthetic qualities
1.1.3.5.1,  Immersion
1.1.3.5.2.  Agency

1.1.35.3.
1.1.3.6.  Meaning Making

1.1.3.6.). Mental processes
1.1.36.0.0. Hermeneutic circle
1.1.36.1.2. Narrative cognition
1.1.36.1.3, Cognitive reduction
1.1.36.1.4, Embodied cognition

1.1.36.2. Rhetoric

1.1.363.  Interface

1.1.36.3.0. Interaction Metaphor
1.1.36.4.  Prediction of Audience reaction

1.1.36.4.0, Feedback
1.2. System Implementation
1.2.1. Protostory
1.2.1.1.  Asset creation
1.2.1.0.0. Characters
1.2.1.0.2. Props
1.2.1.2. Environment building
1.21.2.1,  Geographic
1.2.1.2.0.0. Landscapes
1.2.1.2.1.2, Buildings
1.2.1.2.2, Rule Systems
1.2.1.2.2.0. Physics Systems
1.2.1.2.2.2, Societal Rules
1.2.1.3.  Ul/Interface building
1.2.1.4. Interactive Narrative Designing
1.2.1.41, Combinatorics
1.2.1.4.2,  Structure
1.2.1.4.2.0. Events
1.2.1.4.2.2. Narrative Vectors
1.2.1.43,  Experience Schema
1.2.1.43.1. Narrative Cognition
1.2.1.4.3.2. Narrative Experience

1.2.1.4.33. User representation
1.2.1.4.3.3.1.  Memory structure
1.21.4.3.3.2. Preferences
1.2.0.44.  Existing authoring tools

1.2.1.44.1. Aurora NWN
1.21.442. GURPS
1.2.0.44.3. ASAPS

1.2.0.4.4.4. Scenejo
1.2.1.445. IDTension
1.2.1.5. Intents
1.2.1.5.1.  Rhetoric
1.21.5.2.  Aesthetic
1.3, Creator
1.3.1. Industry roles
1.3.1.1.  Interactive Narrative Designer
1.3.01.2.  Game Writer
1.3.1.3.  Creative Director

2. Artefact
2.1. System
2.1.1, Protostory
2.1.1.1, Assets
2.1.0.1.1. Characters
2.1.1.1.2. Props
2.1.1.2. Interactive Narrative Design
2.1.0.2.1. Narrative Mechanics
2.1.1.2.2. Narrative Vectors
2.1.1,2.3. Narrative Structure
2.1.1.3. Environment
2.1.0.3.1. Geographic
2.1.1.3.1.1. Landscapes
2.1.0.3.1.2. Buildings
2.1.1.3.2. Rule Systems



CENTRAL ELEMENT: TAXONOMY 2

INDCOR whitepaper 1: A shared vocabulary for IDN 19 INDCOR whitepaper 1: A shared vocabulary for IDN 20

210320, Physics Systems
2.1.1.3.2.2.‘”' S:lcnl Rules 3. Critical Discourse

FARKEES nterface

2.2.Process 3.1. Effect
2.2.1. Participation 3.1.0. Comparison Intent/Experience
2211,  Interaction 3.2. Reflective Analysis
22100, Active/Performance 3.2.0. Methods

22102, Passive/Sensoric

2212, Sense Making

2.21.2.0.  Double Hermeneutic circle
221200, Reflection
220202 Action
2212020, Planning
2212022 Execution

2213, Experience

2.2.1.3.0.  Aesthetic
2.2.1.3.0.0.1, Immersion

22..3.0.1.2. AGsng
22130 c
22132 Rhetoric

2.3. Product
2.3.1. Objective (Recoding)
2301, Interaction analysis
2.3.0.2.  Auention analysis
2313, Pace control
2.3.2. Subjective (Retelling)
2321, Experience Model
2,3.2.0.0.  Narrative cognition
23212, Cognitive reduction
232,13, Embodied cognition
2322 Structure Inference
2323, Updating episodic memory
2324, Updating perception memory
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