Resolving Aesthetic Conflicts                                   Elective Moderator’s Discussion Key


Discussion key to Example I:

A. Free discussion.  The ability of an RTS to engage a player’s full attention by requiring management of multiple tasks in parallel, and the appeal of having one’s attention so excited, is a key RTS feature that should be illuminated in this discussion if possible.

B. The player’s engagement, or the ability of the game to hold the player’s attention over the short term, is compromised when the optimal strategy is letting the game play itself.  Other answers are possible.

C. The dungeon crawls support the value of novelty, wherein a game uses a temporary change to a less-supported play metaphor in order to refresh the player’s long-term interest.  The alternate metaphor is generally less supported because such an alternate never merits the production focus that the core gameplay does.  Since delivering novelty value by definition requires a significant break from core gameplay, some aesthetic conflicts are likely, but not necessary. Other answers are possible.

D. This is a matter of opinion; discuss freely.

E. Some possibilities: 

· Devise replacement side tasks to replace production and other-unit management. 

·  So devise the conditions of the mission as to disable regeneration, to super-accelerate regeneration, or to render combat of less importance to mission objectives. 

· Devise exceptional unit types which do not have the power of regeneration, and use them primarily in the dungeon mission(s).

· Increase the visibility and accessibility of the interface for the user to adjust the speed of passage of game time.

Note that most of these strategies are problematic in themselves, though not all strategies are necessarily so. E.g., the UI strategy involves extra effort, but no obvious aesthetic problems, and the aesthetic problems involved in a new unit type are real but arguably minor.

Discussion key to Example II:

A. Free discussion.  The sense of dramatic tension is likely to be discussed.  It will be relevant that dramatic tension requires some withholding of information, which is the source from which the problem arises in this case.

B. Cinematography, suspense, and authenticity [in the emulation of splatter movies] are made to subordinate challenge.  Challenge requires the carefully modulated frustration of the player’s goals.  Thus, when the player experiences frustration at a consciously emotional level, this modulation in service of challenge has failed. Other answers are possible.

C. Resident Evil was limited by their capacity to store pre-rendered camera shots.  Modern systems have vastly more storage on static media, and the graphical power to render high quality scenes at run time.  Other compromises between aesthetic values were possible, but compromise itself may have been unavoidable.  Therefore, strategies to ameliorate this conflict, if any are suggested by the participants, would be interesting.
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