THE PLOT IS NOT
TOLD.
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ASSENIBLEDE

Designing the layered narrative architecture of

PP SEALS

ERUDITA IS NOT THE ONE WHO
KNOWS. ERUDITA IS THE
PROCESS OF LEARNING HOW TO
KNOW.

The deas that structure how ERUDITAs plot s bulft layered and assembied, caried over ro
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A DIFFERENT RELATIONSHIP BETWEEN THE HUMAN AND THE VIRTUAL PLAYER

One o the firstideas came from the duaity in The Matrix: Thomas Anderson and fleo,twa identities

4. The Human Player doss not

bacome the vrtual character.  exists,carry
Information, memories, motives, and uncertainties.In a sense, that character Is trapped inside the.

in the storu.

This changes the familarrelationship between plauer and avatar The human s not asked to pretend
e somaono else. The human bacomes a supporter,a partner, and,eventually,adecision-make.

The Human Plager walks the terit eritage. talks with
other Human Players, and helps the Virtua Player understand what is happening. The virtual
haracter experionces the narrative from inside the game; the human acts on s behalf n the.
physical world
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it but only six are actualy active.No player knows how many others are realy piaying.More.

importantiy.none of the active characters knows the whola story.Throuigh the REBOOT piatform

foature L o storu,difterent

- flerent encounters. The alone, then inpair,ater
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dotail It s the mechanism that makes the plot possible. Sometimes avirtual faciltator adds extra
Information to the story before meating al players i person.

later unfold.
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GAME EXPERIENCE LAYERS

*  ATTENTION, THE ORACLE AND THE Al LAYER

Another part of it
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Then
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trying to understand the story and the plot? The result s a character that can be talked to while

the game s being plage.

That possibity s one of the most innovative features of the REBOOT platform, but it comes with a
design the

e the game.
the inteligence o the narrative architecture behind .

STORY, PLOT AND GAMEPLAY ARE NOT THE SAME THING

This distinction matters because the words story, lot,and gameplay are often used as though they
were interchangeable. They are not. The game concept tell us what the game is fundamentally
about.The g broader

History,charasters,relationships, and background. Tha plot s the ohain of events experienced
during the game. G nat the player events

Auseful defintion, therofore, s that a game plot s the structured sequence of evants, discoverios
onfliots, and turning paints that gives the game its cramatic direction. It defines what happens
during the player's ourneu, how the centralproblem dovelops, what s gradually revealed, what
stands in the way, and how layor dscisions contrbute to the final outcome.

dovelops. and o Plots what happens.

The

Narrative s how the
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FOUR PLOTS OPERATING AT THE SAME TIME

*  THE PLOT IS ASSEMBLED, NOT DELIVERED

events.As

them. The movement from solo to pai o tro o callsctive s therefore more than gameplay
architecture It is the narative architecture of the plot telf

play play

DESIGNING BEYOND THE FIRST IDEA

There is no shorteut o building this kind of plot Ideate, prototype, test and itorate. Then do it again.

o ovidonce, videos,
a " . otherjob

altogther, and sometims the harder one.

Thatis why the Bluprint matters I tus inspiration into architecture. The purpose s not to copy
ERUDITA,but o understand the principle behind it start from the signficance of the heritage and

the reaity of o knowledge rather
for Human the
final decision so ais notamessage and,but the co of having

fived through the piot.

jrm more about Eudit the story-plot.



