Veéznovo trilema

Filip Rybin Katedra sociologie FF UK

Tabulka 3: Matice vysledkii pro iterované véziovo trilema. Body jsou v jednotlivych

bunikach matice rozdéleny dle klice Body pro hra¢e A/Body pro hrace B

Hra¢ B
Volba Kooperace | Nekooperace | Konflikt
Kooperace 3/3 0/5 -8/7
Hra¢ A | Nekooperace 5/0 /1 -6/2
Konflikt 7/-8 2/-6 -4/-4

Zavér: Lidé nejsou chladné kalkulujici stroje.



High

Low

A
AROUSAL
ANXIETY (Alert, Focused) FLOW
(Stressed, Alert) (Focused, Happy)
:
& WORRY CONTROL
= (Sad, Stressed) (Happy, Confident)
£
(@]
APATHY RELAXATION
(Sad, Depressed) BOREDOM (Confident,
(Depressed, Contented) Contented)
v Low High
- ABILITIES >

e
= =




MECHANICS

MECHANICS




e

& o
o?

MECHANICS  ,DYNAMICS .° AESTHETICS

e ¥; ..
N




@ NBA LIVE
N MOBILE

TUTORIALS

If you want to practice you can play the
gameplay tutorials in the settings menu.

STRETCHING...

A




@ NBA LIVE
N MOBILE

TUTORIALS
If you want to practice you can play the

gameplay tutorials in the settings menu.

STRETCHING...

a

@ NBA LIVE
N MOBILE

TUTORIALS
If you want to practice you can play the

gameplay tutorials in the settings menu. °

STRETCHING...

A

S OFFICIAL STRATEGY GUIDE

Includes new
Ymultiplayer/adventure

=y .
Foursg
(.

ou
-
‘l&

! Vords

SW,
A
}‘r S

T g o receed e
ol g ot £SRQ

EVERYONE

*GAME BOY ADVANCE | £Ewa

3 OFFIGIAL STRATEGY GUIDE

Includes new
Nmultiplayer/adventure

=y = ..r’._.
JFourdSwords
YRy

x)r.

i g hae ecerod e
ety g ot £SR0
'EVERYONE

“GAME BOY ADVANCE . =50




Chaos Witch Quelaag

Estus Flask+1




HARDCORE A-"CREUAL

Consalvo, M. (2007). Cheating: gaining advantage in
videogames, Cambridge, Mass.: Massachusetts Institute of
Technology.

Costikyan, G. (2013) Uncertainty in games. Cambridge, Mass:

MIT Press.

Csikszentmihalyi, M. (1997). Finding flow: the psychology of
engagement with everyday life (ist ed). New York, NY: Basic
BoOKs.

Csikszentmihalyi, M. (2008). Flow: The psychology of
optimal experience (Nachdr.) New York: Harper [and ] Row.

Hunicke, R, LeBlanc, M., & Zubek, R. (2004). MDA: A Formal
Approach to Game Design and Game Research.

Juul, J. (2010). A casual revolution: reinventing video games
and their players. Cambridge, MA: MIT Press.

Juul, J. (2013). The art of failure: an essay on the pain of
playing video games. Cambridge, Mass: MIT Press.

AaME NVER

Abzi (Giant Squid, 2016)

Angry Birds 2 (Rovio Entertainment, 2015}
Bloodborne (From Software. 2014)

Dark Souls (From Software, 2011)

Hitman (IO interactive, 2016)

NBA Live Mobile (EA Sports, 2016)

Super Mario Bros. (Nintendo, 1985)

Uncharted 4: A Thief's End (Naughty Dogs, 2016}

The Legend of Zelda: A Link to the Past (Nintendo, 1991)




