i) GAME NARRATIVE g
v MMMMMM

It's not fake, It's pro wrestling:
Applying wrestling storytelling In
games.

Luis Fernando De Leon
Co-founder, 2401 Studios
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Wrestling teaches us to...

o Keep it simple.
e Bring it from within yourself.

e« Do what's logical.
e Plan ahead.
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And In the bizarre world of 2018...
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Had to add some dialog to our game

o\We wanted to write some colorful dialog that would
be displayed after each round.

CONTINUE? &




D>

Ll
>
=
<
oc -
oc:
<:
= ..
LLl
=
<
D
C



() oame

@

NARRATIVE

SUMMIT

GAME DEVELOPERS CONFERENCE®~ | MARCH 19-23, 2018 | EXPO: MARCH 21-23, 2018 #GDC18 UBM

2017 ERK. 7OLABA L/ ABEERO ‘BEE.

$BETOLA1-AMRE—L @ :
WRESTLE KINGDOM 11 in TOKYO DOME ;,

RWHRS

WITHS7TLE/D
T4XREBT/AXMM

.5

3 5

L1 [ 1]
S,



SUMMIT

(3) GANE NARRATIVE
v - —————————

-z ¥ A.%J
YOSHINOYA

IQW

*  YOSHINO!

NJPW
o
L
Naito, you're ging up gmst the '
heavyweight champion. Bring it on. s
¥ o P l&ﬁ? 2

GDC GAME DEVELOPERS CONFERENCE | MARCH 19-23, 2018 | EXPO: MARCH 21-23,2018 #GDC18




]
\

Would this approach work for our
game?
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We found out that...
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Wrestling Is great for storytelling.

o Easy to implement guidelines for efficient
storytelling.

e Help streamline narrative integration in games.

o Can be apply on several areas of a game.
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Let's get one thing straight.

o\Wrestling Is not fake....

olt's a work.
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fake.

e [ he finish.

e [ he idea that the outcome Is
real.

eSells the audience the fact
that the win Is everything.
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How does wrestling tell a story?

eCharacters.
ePromos.

eRINg psychology.
eANngles.
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What makes a good character?

e Appeal to a wide audience.

e Relatable.

e Believable.
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How to make a good character

o Keep it simple.
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Two types of characters
e The hero A.K.A. The “Babyface”.

e [ he villain A.K.A. The “"Heel’.
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The babyface.

e Larger than life.
e Likable qualities.
e Winner.

e Underdog.
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The heel.

o Dislikeable qualities.

e Only cares about winning.
e Despicable actions.

e Winner.
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How to make a good character

e Bring it from within yourself.

e Likable/dislikable traits.
e \What qualities do you have that closely resemble them.
e Amplify them.
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How to make a good character

eProperly portray your character.
e Body language.
e \Vocabulary.
e Actions.
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(Take It easy)
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Promos.

e An In-character interview or monologue.

e Move the story forward.

e Get the audience Iinvolved In the conflict.
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Promos basic guidelines.

e Have a base.
o Know the key bullet points.

GDC GAME DEVELOPERS CONFERENCE | MARCH 19-23, 2018 | EXPO: MARCH 21-23,2018 #GDC18



]
v

Promos basic guidelines.

o It's not acting, it'sreacting. - @
e React to your current PN N
situation.
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Promos basic guidelines.

o Keep it simple.
e \What you would say If your
current situation was real? | ns 24
e Get straight to the point. -

I’'m a sad man. - )
Write whatever you want about me. axs@
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e Make It colorful.
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Promos basic guidelines.

e Don't bury your opponent.
o Attack your opponent's weaknesses but never hit to
close to home.
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Babyface promo.

s\Why face Is mad at the heel. A 77
o\What Is he/she going do to oS S Y
get even. D
eSay what people wish they

could say. \ =

I'm just gbnna ﬁip;iﬂt}oﬂ. /
W I'll throw it out to the fans. &
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Heel promo.

oLie.
eEXaggerate.
eBe egotistical.
ePIss people off.




SUMMIT

(i) GAME NARRATIVE
§/ GAME NARRATIVE




]
v

Ring psychology.
e Telling a specific story In a ring.

eGet the audience emotionally involved In the
match.
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Ring psychology.

eHeel's job is to get a
babyface over.

eBabyface’'s job is to
get over.
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Basic ring psychology guidelines.

e Revolve around finishers and body parts.

eKeep It simple.
e Just do what's logical in your current situation.
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[/ deadly steps.

1.Babyface Shine.

2.Heat spot.

3.Extensive Heel Beatdown.
4.Hope Spot.

5.Double Down.
6.Comeback.

7.The Finish
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[/ deadly steps.

e Babyface Shine.
o« Demonstrate that if all
things were equal the
babyface would win.
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[/ deadly steps.

e Heat spot
o Heel will cheat or take
some unfair advantage.
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[/ deadly steps.

o EXxtensive Heel Beatdown.
o Heel dominating and beating
the babyface.
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[/ deadly steps.

e HOpe Spot.

e Give the audience hope
that the babyface will
survive the previous
beatdown.
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[/ deadly steps.

o Double Down.
o Both babyface and
heel trade big moves
back and forth.
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[/ deadly steps.

e Comeback.

e The babyface figures out
what to do to turn the
match around. Build up to
the finish.
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[/ deadly steps.

e The Finish.
e The ending sequence.
Heel or babyface
wins.
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[/ deadly steps.

1. Babyface Shine.
2. Heat spot.

3. Extensive Heel Beatdown.
4. Hope Spot.

5. Double Down.

6. Comeback.

7. The Finish

GDC GAME DEVELOPERS CONFERENCE | MARCH 19-23, 2018 | EXPO: MARCH 21-23,2018 #GDC18




[/ deadly steps... of the hero’s journey!

1. Ordinary world.

2. Call to adventure.

3. Test, allies, enemies.

4. The ordeal.

5. Reward, seizing the sword.
6. The road back.

7. Resurrection.
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Angle

e Fictional storyline.

o May last anywhere from a single match up to
many years.

o Main goal Is to make stars out of the people
Involve.
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Angle guidelines.

e Keep it simple.

e Think long term.

e Be flexible.

e React to previously confrontations.
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Tanahashi vs Okada

o [ he battle for ace of NJPW
e January 4, 2012 - January 4, 2016.
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Tanahashi vs Okada

o [ he battle for ace of NJPW

e Transitioned the position of
Ace from Tanahashi to
Okada.
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Implementation In video

GDC GAME DEVELOPERS CONFERENCE | MARCH 19-23, 2018 | EXPO: MARCH 21-23,2018 #GDC18




]
v

Re-defined characters as face or heel.
Babyface
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Gave each character appropriate traits.

Babyface

- Ace

- Determined - Selfish

- Noble - Narcissist
- High morals - Brat
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Started planing angles.

eDecided on recurrent actions to emphasize
o Observing what player were doing during events and
game testing.
e |dentifled what mechanics could lead to in-game
conflict.
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Applied ring psychology principles.

eKeep track of events during rounds.
e Who did what to who.
¢ How many times.
e \What part of the ship.
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Generated promos.

«Combined our event
tracking system with Ink to Unity Integration
generate end of round

dialog that adapts to each
round story.
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Generated promos.

SHISAHI COULD BE A GREAT

CHAMPION IF .SHE WOULD STC -
BEING A BRAT AND EMBRACEI "BRAT’ IM GLAM’S SOMETHING

"HER FIGHTING SPIRIT. - . A CHEATER LIKE YOU WILL NEVER
STEALING THAT MANY POINT: _ UNDERSTAND .. AND. BY THE WAY;
FROM ME ONLY CONFIRMS SHI . - ' | USING ALL" THEM UGLY SKPIKES
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Other Applications.
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What we learned.

o Keep it simple.
e Bring it from within yourself.

e Do what's logical.
o Plan ahead.
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e Emall: luisfdeleon@2401Studios.com
e Twitter: @luisfdeleon & @2401Studios

e
g8
GDC GAME DEVELOPERS CONFERENCE | MARCH 19-23, 2018 | EXPO: MARCH 21-23, 2018 #GDC18 UBM



mailto:luisfdeleon@gmail.com

