Resolving Aesthetic Conflicts                                                        Examples for Discussion         


Example I: StarCraft™ special missions.

· StarCraft is a real-time strategy game with three playable factions, each of which has different units.  In general, the Zerg and Protoss units regenerate to some degree, while Human units must be repaired (which is only possible with some units).

· The StarCraft campaign includes “dungeon crawl” missions, which do not adhere to normal RTS metaphors.  The player has a small number of units and no production.  As a result, he may easily find himself idly waiting for damaged units to regenerate.  We will consider this as a tuning issue after constructing an aesthetic model.

A. What do you find appealing about StarCraft (or other real-time strategy games with which you are familiar)?  Discuss.  Based on this discussion, what aesthetic values can we identify?  Use common themes in the discussion of the previous question to specify and assign priorities.

B. Intuitively, we can say that it’s undesirable for the player to find himself waiting for damaged units to regenerate.  What aesthetic value or values are compromised in this case?

C. Why do you think the dungeon crawls were included in StarCraft, given this difficulty?  Was some other aesthetic value being served?  If so, is an aesthetic conflict necessary in order to serve this other value?  Is it likely? 

D. Do you think Blizzard’s inclusion of Zerg and Protoss dungeon crawls was more worth than it was trouble?  Why or why not?

E. Can you devise any strategies to resolve the aesthetic conflict in this example? 

Example II: The camera controller in Resident Evil™

· Resident Evil is a third-person “survival horror” game from some years ago, which attempted to capture both the mood and the stylistic metaphors of splatter movies.  It used the storage capacity of a CD to allow a large number of camera shots to be pre-rendered, with animated figures composed into these scenes at run time.

· Not infrequently, the camera controller in Resident Evil provides a view in a combat situation wherein the player cannot see enemies, even though the character has an unobstructed line of sight.

· It is very difficult to control a combat-oriented game when you cannot see your enemies.

A. What do you find appealing about Resident Evil (or other third-person survival-horror games with which you are familiar, such as Silent Hill)?  Discuss.  Based on this discussion, what aesthetic values can we identify?  Use common themes in the discussion of the previous question to specify and assign priorities.

B. What aesthetic values are in conflict when the player cannot see the monster he is fighting?  Which is treated as subordinate and which superordinate in Resident Evil?
C. More recent games in this vein tend not to suffer from this problem.  They present dramatic camera shots without such compromise to player control.  Why is this?  Is it just advancement of “state of the art?”  Could Resident Evil have done better?  If so, how?
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