Thou hast put the
Knight 0 sieep.

The Knight is aslieep.

Comma nd®
valisHD attacks?

STATS

— T

— T

—_—

w

Nara

"
3
3
L

Level

Cristo

Level

Taloon

20

#

vslue

%

Debre a set of
Cortent Dimenscrs

B
Gl to be orclyed

Create the promot
+o query the LLM







#
*




3* n




Both. Both is good.




Key Roles in AAA Game Development

Project Director/Manager/Producer

Design
Manager

Technical
Manager

Senior/Lead
Manager

Senior/Lead
Programmer

Programmers Designers

Junior Junior
Programmers Designers

Narrative
Designers

Middleware .
Audio Team

Programmers

~ KEVURU
CANES

Localization
Team

What words do we use to express the story?

Text Continuity Testing Quality  consistency

Job Functions in a Narrative Team

Things that a narrative team typically has to cover - non-exhaustive!

Narrative Direction
What is the overall narrative approach?

Writing
Storytelling Central Style /
Approach Tone | Themes i =CF Game
Voice

Worldbuilding

What are the truths of this world?

Socioec /
History l Names Lore B vetphysics [l saciground o
ressures

Narrative Design
How is this story told?

o At/ Gontent
vethods [l Pacing ! W corcon, W s [l Sontent
Used Collaboration Audio o
et Collaboration ation

Editing Actor Direction

How can we get the best in-game performance?

Story Design
What is this story?

-

Narrative Systems
What methods do we have available to tell a story?

Art/
Dialogue Quest W Gameplay M Animation/ [l Procedural
systems [l Systems [if integration Audio Systems
Integration

Writing

Is the storytelling consistent?




Games and Culture © € Reply & Replyall > Forward %

To: ® Aleksander Franiczek; aleksfraniczek@gmail.com Sat 2025-06-07 3:12 AM

Cc: gamesandculture@sagepub.com

GC

Dear Author:

Thank you for your submission to Games = -l mrn Hlemendins Tdaniiinn Riead Madhnds Aenbosic afdbo Fenndiion Dencnn- "‘"""'*"“" g 1est I-VI" (Manuscript ID: GAMES-25-0322)As
there is a high volume of high-quality ma but which we do not have sufficient space
for. We are still a paper-based journal whe or context. We wish you good luck and hope
you will find a suitable home for your pap r try the journals ‘Games and Simulation’ or
‘Journal of Virtual Worlds'".

Thank you again for your submission. | ho

@ GAS2025
To: ® Aleksander Franiczek

Dear Aleksander Franiczek,

Reply all > Forward &

Mon 2024-12-09 9:49 AM

Thank you for submitting your paper, title , and IV, to the GAS Workshop. We

truly appreciate your interest and the time

After a thorough review process, we regret I of 18 submissions, of which only 7

could be accepted. The selection process v
We encourage you to continue your excell

Thank vair anca anain far vonr cantrihntin
&\ Replyall > Forward &

Wed 2025-07-23 4:36 PM

Logan Brown

To: ® Aleksander Franiczek

@ You forwarded this message on Wed 2025-07-23 7:13 PM

Hello Aleksander,

We want to thank you again for submitting your article “Ilterating a Game Series’ Identity : Mixed-Methods Analysis of the Creative Process Developing Dragon Quest |-VI” to ROMchip. Unfortunately, I'm afraid that
the editors have decided not to send it out for external review. | can, however, tell you that this had more to do with “fit” than with issues of quality, as your article is not chiefly engaged with the historical questions
and methods that our readers expect. We do believe the piece has merit, and encourage you to try submitting the article to a game studies journal.

We wish voul the hest of luck in findina a home far vour research
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pefine a set of Dine one el Create a data
Begin Cortent Dimensiors A SOUrce scheme For each
to be andlyzed cther secondary content dimension
data scurces
A y
{
“name®: “game",
Qcmfen? Data “datatype”™: "string”,
Dimensions Scheme *description”: *Game
identifier for this
project (e.g., DQO_SNES)."
charocters/classes g
mensters/enemies Wikis,
maps/locations Maruaks,
etc
\U
Validate the data
Create the prompt raw
\f
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——
SYSTEM ATP'I
You are a strict Name, Lv. STR/max AGI/max VIT/max INT/max
Alena, 1 12722 7717 8718 4714 1711 17720
information-extraction
engine. You only extract M d
valdate

what 1z explicitly present PI"GTIP""
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never invent, infer, or

“fill in" mizzing values.
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Game [Console |Region Release ROM Capacity Details

DQ1 |FC JP May, 1986 64 KB |PRGO: 32 KB; CHRO: 32 KB; WRAM: 0 KB; VRAM: 0 KB

DQ1 |NES NA August 1989 80 KB |PRGO: 64 KB; CHRO: 12 KB; WRAM: 8 KB; VRAM: 0 KB

DQ2 |FC JP January, 1987 128 KB|PRGO: 128 KB; CHRO: 0 KB; WRAM: 0 KB; VRAM: 8 KB

DQ2 |NES NA September 1990 256 KB |PRGO: 256 KB; CHRO: 0 KB; WRAM: 8 KB; VRAM: 8 KB

DQ3 |FC JP February, 1988 256 KB |PRGO: 256 KB; CHRO: 0 KB; WRAM: 8 KB; VRAM: 8 KB

DQ3 |NES NA March 1992 512 KB{PRGO: 512 KB; CHRO: 0 KB; WRAM: 8 KB; VRAM: 8 KB

DQ4 |FC JP February, 1990 512 KB{PRGO: 512 KB; CHRO: 0 KB; WRAM: 8 KB; VRAM: 8 KB

DQ4 |NES NA October 1992 512 KB{PRGO: 512 KB; CHRO: 0 KB; WRAM: 8 KB; VRAM: 8 KB

DQ5 |[SFC JP September 1992 12 Mb|ROM Speed: 200 ns (SlowROM); ROM Bank: LOROM; SRAM Size: 64 Kb
DQ6 ([SFC JP December 1995 32 Mb|ROM Speed: 120 ns (FastROM); ROM Bank: HIROM; SRAM Size: 64 Kb

24



#4



Al






AK



%5 *



#6
$E 1J<J
SEA LJ;
$EB AFJF1
$E1 IFAK;
$EF IFAL<
SEI AKLJK1

7 $



o #
.
3
5%
« $E1 $EF
"5

("



22/

O*

*0

& ;LL1!

;LLB!



# )



. 3,

3

S/
*H#
S/

o*)+$






%



23

#)



8!

%

*04

# )%






& LL;!
>+ A<<FI
$ A<<J!

# ( # A<A! "
#H# A<
[ A<A



1 1
5 >
/8 A<KI

"

- KLJ!









| %

G8 G

/78"

#)! &
I<JLI$

#)

-& #

AJKLS$






98



3

8



8)



8

% 8R

1K



