(

- J Tampere University

Siiri Paananen

BUILDING FICTIONAL W ORLDS:

Case Overwatch

Faculty of Information Technology and Communication Sciences

Masterods Thesi

April 2019



ABSTRACT

Paananen, Siiri: Building fictional worlds: Case Overwatch
Masterds thesis

Tampere University

Internet and Game Studies

April 2019

In this thesis, the worldbuilding aspect of the ga@eerwatch(Blizzard Entertainment,
2016) isexplored Video games provide ridictional worlds with audiovisual content
and require design and developmenh this studythe design anccreation offictional
worlds,was studied includinghow it was done in the case of Overwatdthe game is
part of atransmedia universgn whichmultiple stories take place.

The method used in this study is a qualitative analysis, wivak done usinghe
Grounded Theory MethadThe process included collecting data, coding it, writing
memos, and creatingategoriesof the themesthat arise from the dataand recording
and explaining the process

During thestudy, nine differentworldbuildingthemeswere constructedrepresening

the different motivations and goals and processes during the developmefivef-

watch. Thethemesare: Development Team's Story, Studying Company Legacy, Inspira-
tion from Other Games, Deciding Guiding Values, Fast Iterative Development, Telling
Stories Organically, Focusing on Characters, Trusting the Players, Global and Exotic Lo-
cations A chart of rdations between theséhemeswas presentedas well separating

them into three levelsThis study offesalook into a worldbuildingrrocessof a contem-

porary video game.

Keywords: Overwatch, video games, worldbuilding, transmedia, Grounded Theory
Method

The originality of this thesis has been checked using the Turnitin OriginalityCheck
service.
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11 NTRODUCTI ON

While stories and fiction have existed for a long time, in the 21st century the rapid
development of modern technologies and tools and new médize created even more
possibilities They have enabled more people to share their stories andtergctional
worlds. Big companies have resources to create humpeerseswhile producing content

on many different platforms and giving the fans multiple ways to experience and be part
of their fictional worlds. Video games are ever larger creationd dwanbine both

technology and creative arts, tied together as whibleoughdesign.

In this thesisny research question ®w was the world ofOverwatchbuilt? The game

takes place in a transmedia universe, how waat universecreated by the game

developers, and in what ways the world is communicated to the players. In addition to

the game, the universe includes transmedia content, such as comics and short films that

tell more about the characters and stories. | will also wyeixplorewhat were the
RSOSEt2LISNEQ 3I2Ff & | yR Ay Shamhtergsted idihdty RS OSH
GSNBE (KS RSOSEt2LISNEQ Y2GAQFGA2ya YR GKS
perspectives and what they wanted to build in this project. Singeas usingthe

Grounded Theory Methodyhich is & exploratory methodthe options were kept open

during the research process asdme unexpected insights were discovered.

The reason for choosing this topic is personal interest in game development and fictional

worlds, as well as wanting to take a closer look into the creation process of a
contemporary video game. The reasOnerwatchwas choseror this studyisthat it is

quite anew game anchas fictional stories in various media. Other options for research

toLJAO O2dzZ R KI @S Ay Of dzZRSR F20dzaAy3a 2y GKS L
aldzReAy3a YR FylFfelAy3da GKS 3IFLYS AdGaStFo Ly
thoughts and what goes on behind the scenes during the development of a completely

new figional universe and game, and how they share this process in public. In this thesis,

I will use the term developer to mean anyone who was part of building the game. | know



in some context the definition is stricter, and it can even be a title for a spgaiij but

| will be using it more loosely hete mean everyone who worked on the game

This study can shed some light on what the design motivations and processes behind a
video game can be, and how games can be built in modern times and technologies,
combining engineering, artistry and design. It might help peopieh asgame
developers or academics who are interested in the processes that can happen when
developing a game and building a fictional transmedia universe. Some of the thoughts
can be helpfufor developers who want to create their own worlds|owing them to

find out ways to approach the process.

This is just a study of one game in a specific time and place. It is not the same process

for every game in the world but may of course have sintiés to other game design

processes. Maybe this study can give a glimpse on the thinking process behind a modern
western AAAgame, as seen from the outside of the developer team. As Ku(20E8

p53LJdzia AGXZ aDFYS RSaA 3 yanidgdhatthd désSgh procéss R LJF NJi
are changing over time, as well as the environment where games are made. So that

explairs why a similar type of studyn another gameould havedifferent results

Overwatchis currently an evolvingame ands being updated on a reguléasisand
requires servers to be able to ruStenros and Sotamaa (200@¢scribe thiskind of
gameas a service provided by the developer for the playiére player needs thave
service from the company in order to play thame.For this study, it meanthat there

has been updateso the gamebetween collecting the data, writing this thesis and
finishing it. The datased in the studytself was collected irseptember and Octobeaf
2018, sahe possiblegame and developerpdates after that have not been included in
the material. The writing procesgas completed during longer period but was finished

in April 2019. Tis study is a snapshot of the game in its earlier and current stage, and as
the focus is on the developmerdnd process before releasand A i 62y Qi Ay Of c
everything that has changed since release. This also means thgathewill probably
continue to getupdates and more transmedia conteniyhich makes it an evesvolving

universe.



The structure of the tasis will be as follows. After this introductory chapter, in Chapter
2, a literature review will be conducted, exploring the different terms used, and
discovering what worldbuilding historically and in more traditional media is and how do
modern-day videogames include it in development process. After that, the concept of
transmedia, whichmeans fictionaworlds spreading across multiple media platforms,
will be investigated. Also, the concept of academic fan will be introduced. Next, in
chapter 3, the gamé®verwatchand its universe will be presented, including describing
the world of Overwatchin more detail, as well as looking into previous studies on the

game.

In chapter 4, | will present the qualitative analysis method used in this thesis, which is
the Grounded Theory MethodAfter that, the data and how it was collected will be
discussed, as well as the process of using the mefhloehin chapter 5the results from

the studywill be shared and explained in detail. Then the results witeflectedonthe
worldbuilding concepts and literatar Finallyin Chapter 6the conclusions will follow,

and possible future research topics will tscussed



2 LI TERATURE REVI EW

In this chapter, some of the key terms will be defined, and previous literature corfadt
worlds and worldbuilding will be discussed. First, | will start by defining how the terms
are used in this thesis, after that | will describe fictional worlds and worldbuilding in

general and in more traditional media, then | will go through worltéthog in video

3rYSa YR FFAOSNI GKFIGE GKS GSNY GNIyaYSRAL

%]

TryQ gAfft 0S RA&A0OdzZa&ASRI aAyOS Al A& AYLRNII

and an academic to keep the study scientific and transparent.

The three terms | will be using in this thesis dietional world worldbuilding and
transmedia universeThese terms and their history will be explained and discussed
further in this chapterWhatshould be noted is that the words universe and world wil
be used interchangeably in this study. | will use the té&rerwatch Universewhen
talking about the whole world oDverwatch since that is also theerm the developers
themselves use while talking of all of ti@verwatchuniverse on differentmedia

platforms and the story as a whole.

2.1 Building fictional worlds

Fictional world or secondary worlds something separate from our own real wordso
calledprimary world (Tolkien 1947). The fictional wodan have its roots in this world

we know but thee must be some fictional element or border to make it separate from
the primary world (Wolf 2014). Multiple different terms have been used to describe
fictional worlds. Some of them indicate the exact same thing, while some are just related
concepts with mall differences. Fictional worlds have been called by these terms in
different contexts; fictional world (many sources), fictive world (Salen and Zimmerman
2004), possible world (Juul 201Rlanells de la Maza 201Wolf 2014), ludofictional
world (Plandk de la Maz2017), imaginary world (Wol2014), simulated worldPlanells

de la Maza 2017)synthetic world (Castronov2008), secondary world (Tolkiet947),
storyworld (Wolf 2014), transmedia world (Schell 2008), gameworld (Jgrgensen 2013)



and virtualworld (Bartle 2004). Most of these terms have a somewhat different view on
what these worlds are and how a fictional world (that is not this real world) is defined.
Some are more specific and only used for certain types of fictional worlds, for example
game world, requiring it to exists in a game, or virtual world, being digital. In this thesis
I will be referring to them as fictional worlds, as it is popular amonditeeture, and

has only one requirement, which is that it is fictional, i.e. not real.

Yuval Noah Hara2015)claims in his TED talk that fictional stories and believitigem

are the reason humans have come this far and have been able to create modern
societies. Since humans can communicate what could be, instead of just what is; and co
operate in big numbers, we have been able to build thesmplicatedsystems that
require us to believe in concepts and systems like money, nations, human righBoetc

it can be said that this kind of imaginative thinking of hypothetical concepts and sharing
them with others is essential for human societies advanced development andareati

of new inventions. So stories play a big patiuman experience. Wolf (2014) explains
how worldbuilding can start already in the childhood, in the form of imaginary worlds,
and how these worlds can be enjoyed by those building them, not just theopated

by othersin media

In the book Building Imaginary Worlds: The Theory and History of Subcredfiark J.

P. Wolf(2014)describes how the first transnarrative characters were historical figures.

They would appear in many different stories and ¢tegusion of believable characters

who are familiar from many sources. First notable essay discussing fictional worlds is
written by Tolkien(1947), who refers to thehem!l & YECU- 2ZANNBS A Qd | S FTANRG
them in 1939, but the essay was publishiater. Creating fictional worlds and the

research surrounding them has come a long way since then, as new types of media have
0SSy ONBIGSRYE &4dzOK la @ARS2 3FLYSad ¢2f1ASy!
referred in the literature considering warbuilding. He created a massive fantasy world

with new languages, cultures, locations and history, which acted as a stage for his stories

and books. They have later inspired movies, video games and other creations even after

his death. Theerm Tolkien ugs for building fictional worlds is8ub-creationQ which



refers to God being the primary creator, and human creating sometbaéegndary to
thatb ¢ KAad RSY2YyAaAGNI 0Sa ¢2t1ASyQa [/ KNRAGALFY ¢

inside of the world createtdy God

When thinking about the difference between storytelling and worldbuilditige
perspective and focusf both can be discussed. Storytelling can leave out stmregs
which are secondary to the staryhile worldbuilding tries to make the world more
complete by addingxtra details that do not necessarily progress the story in way

but makethe world more believable As Wolf (2014 p.29 puts it dWorlds can exist
without stories, but stories cannot exist without a woddhis quote demonstrates, how
important the sometimes forgotten or overlooked worldbuilding is. Storytelling and
narrative is however linked to worlds closely, as the worlds can be designed for the

purpose of telling a specific story or stories.

Fictionalworlds have been discussed from many perspectives, for example philosophy,
literature, media studies, and it is not possible to include all of therthis study A
recentbook on fictional worlds i$he Routledge Companion to imaginary wqrkstiited

by Mark J P Wolf (2017)offering articles from different scholars on detailed
worldbuilding aspects, such as cultures, creators, genres etc. It goes deep into different
views on thetopic andcan givesome kind of understanding dfow many different

things worldbuilding is related to.

All fictional worlds have some basethe primary world (the real world we live in). On

that world as the baseworldbuilders can start crafting their own secondary world with

its own unique features. It would be really difflt to come up with something

O2YLX SGSte 2NARIAYIE OGKIFIG KIFR y2theDiyyoy SOGA2Y
communicate it to someoneThree things that Wol{2017) finds important when

evaluating a fictional world are invention, completeness andscgiency.Invention is

the thing that separates the fictional world from the primary world, what makes it

unigue and interesting. Completeness is the illusion of completeness of the world, so

that the world feels feasible for the audience. Consistencereefto a logical and

aesthetically pleasing world with no contradictions. So themea lot of values one can

6



aspire for when building worlds and trying to make them as good as possible, and when
evaluating existing worlds. Wolf (2014) also divides thi#t lmorlds into two categories,
open and closed, in the former, it is still growing, and new material is created, while in

the latter,i K S ¢ 2 NJetRiny@n®rg @uribnical additions.

So whatdoesworldbuilding mean?Worldbuilding practice in different edia can be
divided into three partspne beingthe theoretical worldbuildingthe second part ishe

actual creation ofext, visuals etcAnd thenthe third wayincludes theusers imagining
the word while they experience it, beligng init and maybeeven adding something
new through their own perspective. Hariitilkka Roin€2016) explains these three

parts of worldbuilding

G¢CKS YIFAY | NBdzYSyid 2y ¢2NI RodzAf RAy3 KI &
that address different ways of engaging with workdidfion: imagination,
immersion, and interaction. Worldbuilding is, thus, seen as a practice that
guides both the creation of works of fiction and the ways the users approach
0KS 62N aé¢d® 6w2AYS HAmMCU
So, it is not just the creator of the world wiemgagesn the worldbuildingpractice but
also the people who experience the content and stories. The interpretation of the world

depends on the person experiencing it.

{AyOS G(GKA&a GKSara ¢gAft 0SS F20dzaAy3I Qry (GKS
will be using the term worldbuilding to describe the activfycreating worlds instead

of experiencing theml think the terms worldbuilding and world design are much more
neutralwhen it comes to worldviewshan the term sub-creation, which Tolkien(1947)

used Those two termshave also been used more oftémthe modern researchSo, to
adzYYFNAT ST gKIFIG L YSIYy 0@ ¢2NIROdZAT RAY3 Ay
ONBIFGAY3a | FAOGAZ2YIE 62NIRQO®

2.2 Worldbuilding in video games

In the pasffictional storieswere sharedby telling stories or by writing and reading them,

and through live theater and operaNowadays digital media, including games, offer



modern ways to present fictional worlds to peopléWolf 2014) At first, film and
television providedvisualization for the worlds, and later video games enabled people
to get inside a 3D world and interact with it, which can be very different from traditional
literature or other media. The new media has also enabled the creation of-tresakal
content.(Wolf 2017) Contemporary fictional worlds often try to use transmedia to their
advantage, providing fans with more content in multiple platforms. The concept of

transmedia will be elaborated further in the next chapter.

As technologyis advancing fictional worlds can be created to be more realistic and

immersive. New technologies, such as virtual reality and augmented reality can provide

the creators with more tool$or creatingthe worlds peoplecanexperience and engage

with. These new worlds need desgys, builders, creators to bring life infactional

realms different from ours. In the book Game Design Essentials, which takes a more
practical perspective on how games are created, Mitc(@di12)lists different roles

needed in game production. One®fK S&S Aa W22NI R . dzAf RSNDI 4K
environmental artists in other contexts. He lists the different tasks for this role, which
includeccreating look and feel for the game, creating towns, houses, roads, forests and

so ore. Thisapproachis focused on how the video game world is created in practice.

In contemporary game development, there can be teams of hundreds developing the
game and universe. Thisadot when compared to creators like Tolkiand otherswho

build worlds alone. When creating audiovisual game worlds with a big team, there must
be some direction for the art and other content, to make them consistent and work as
a whole. The consistency factor when creating worlds was mentioned in the previous
chapter, so there needs to be some direction for these big groups of people creating
worlds, such as art lead. This and creating a unified story for the world helps the game
to have a canon, which the whole team can follow and create a consistent world. (Wolf
2017.) Similarly to the tasks listed by MitchgR012) previously, Wolf(2017) also
explainshow many different disciplines are needed to create fictional worlds in modern

media:



MK2dzZaAK 4G 2yS tS@St Ge2NI R RSaAdayé¢ OFy
¢ 2 NIinRa3téuctures (map, timeline, genealogy charts, etc.), on a more
practical level it refers to such things as terrain, architecture, technology,
vehicles, clothing, food and drink, tools and weapons, customs and cultures,
language, and other areas, eachwhich must be integrated in a plausible
way with the others. Thus, world design is a very multidisciplinary activity,
which in audiovisual media at least has become a highly collaborative activity
requiring a large number of people, each with their owmea of
specialization, working under the guidance of some creative authority who
tries to ensure the overall consistency and believability of the world being
designed. As many popular imaginary worlds have demonstrated, the
experience of a welllesigned inaginary world is something that does not
necessarily even have to include a narrative; the world itself can be the
NEIFaz2y F2NJ GKS FdzZRASyOSQa FdiGaSyaazy I yR
world-building is an art in itself, and one that continues towras evermore
St 02N (S 62NI RWolfROIFp. 792 y &4 G NHzOG SR D€
So here hedescribesthe different aspectsof worldbuilding andwhat kinds of
requirements the activity can hav@/hat Wolf(2017)also notes, is how the worlds do
not necessarily need mative to be enjoyed, but the fans might like it for the world
itself. Also to add another perspective to the worldbuildirigly Alexande® &017)
article notes that when designing newictional worlds in certain media, the old
conventions of that spefic genre should be taken into consideration, as well as
inventing something newlhe authorsees the creation process as a mix of these two

conceptsof rules and innovation.

As mentioned in the earlier chapter, worldbuilding can also in some contexts mean the
users or the players experiencing the world. Fictional game worlds can allow the players
to imagine the world themselves (Juul 2011). Not to be forgotten that therébedians

who never even played/read/watched the main piece and still are fans and love the
world, and even careate fan art, like in the case Giverwatch(Purslow2017). They
canbe part of the community andnjoy the free contento get inside the worlénd the

story, or even create fan art

Sorytelling and worldbuilding are linke@s mentionedpreviouwsly, but sometimes the

worldbuilding part is neglected and overlooked. This has been also noted in the popular



game studies booRules of Plapy Salen ad Zimmermann2004) They write about
worlds and stories in games:
a¢22 2FGSys | 3FFYSUua FAOGALGS 62NI R Aa
for scripted plot events. Game designers should more rigorously engage with
the complex, interdependent relatiohg between the fictive world and
ai2Ne $Sdéaidxidmerman 2004)
So, both parts should be paid attention to when designing game worlds, as well as their
relationship Like in the previous chapter, Wol014) claims stories need worlds.
Building believable worlds is an aspect that should not be overlooked when creating new
fictional worlds. This is also linked to the fact that multiple stories can take place in one

world, so a welthought-out world can be used as a base for many stories.

2.3 Trans media

As the main topic of this thesis is worldbuilding, and not just game design, the concept
of transmedia will be discussed and defined in this chapter. Many fictional worlds are
also transmedia worlds, and some video games are part of transmedia s@$veas is

the case irOverwatcld { A y OS (i K $eallfl teliét&riesthedb @k ticyameplay

it relies heavily in transmedia for storytelling and presenting the wiorithore detailto

the audience, so it is an essential topic when discussing the gauth its universe.

According to Lars Konza2017) transmedia worlds are often seen in literature, in the

genres of fantasy and sfij and designing them requires worldbuilding. As an example

of this is the popularity of the titles like Harry PottetaiSWars, and other popular

franchises that use transmedia. So, how has transmedia been defined in the past? One
definition of transmedia world is by Lars Konzgl 7, p.136) in RoutledgeCompanion
tolmaginaryWorldsYy a! GNJI YAYSRAIFET @g2NI R Aa Fy AYIlI3Ay
YSRAF LI I GF2NXVaédod {25 Al A& O2Y0AYyAy3a GKS
and adding the requirement of multiple media platforms. Another transmedia definition

asexpressedy Jenking2006)

10



0A transmedia story unfolds across multiple media platforms, with each new
text making a distinctive and valuable contribution to the whole. In the ideal
form of transmedia storytelling each medium does what it does best
that a storymight be introduced in a film, expanded through television,
y20Stas yR O02YA0aX9l OK -coridingd@Kybuwa S Sy G NB
R2y Qi ySSR G2 KIFI@®S aSSy (KS FTAftY G2 Syez
2006, pp. 9596)

So, Jenkins emphasizing #nfact that each of the media should contribute to the whole

and have its unique approach to the world and story.

One notable thing about transmedia is the conceptcofe text(Aldred 2017), which

means themainpiece of work the other creations lean bato, for example a book that

is later created on into a whole transmedia universe. It can be also referred to as the

original work Wolf 20140 ® C2 NJ SEF YLX S &42YS 2F ¢2ft1ASyQ
into a transmedia universe, as the world created by hwere adapted in movies and

games, after his death. But his boak® the originalwork or core text. InOverwatch

the case is a bit different, since it has been created all at the same time, even though

the game is the main product being sold and adsedi, so the whole world is centered

around the game.

Another quote from Jenking2006) that | think is very accurate in describing the

NEBfFGA2yaKAL 60S06SSy (NI} yaYSRAIF FyR $2NX Rod
GENF YAYSRAF A02HMBROBRE ¥YVIANVAIMKSE WSHIE AZSE H

And this quote is connected to the worldbuilding aspect of transmedia worlds too and

AyOf dzRAY3I ad2NASa Ay (GKS YAE® L FAYR GKS L.

think it connects the transmedia and worlditding well together in a meaningful way.

As mentioned earlier, Wol{2017) expressedhat worldbuilding on its own is argnd

Jenkins is adding transmedia taatitlaim But as can be seen, many researches think

that building fictional worlds can beonsidered as art.

As mentioned in the earlier chapter about worldbuilding, transmedia worlds can also
include the fans and their creations them, which iscalled cecreating One part of

transmedia worlds are the fans and fandoms that create more cdrfamthe worlds.

11



(Konzack 201yYWolf (2017)also claims that the new ways of telling stories in multiple

media platforms have allowed the stories to be tall$oin visual and auditory ways.

That makes the fictional worlds more like the real world, vailkkinds of different ways

of experiencingithy S 2F G KS f Sy @88&)Thi 4t oiNGadmeFesigh: @K St f Qa
Book of lens&8 A& We¢KS [Sya 2F (GKS 22NIRéd IS SyYL
worlds can be ithey aredone right, and how fans cammerse themselvesito them.

Other features he gives them are how they are kingd and transform over time. He

even claims they are future of entertainment.

2.4 Academic fan

In addition to researching the game forishstudyand collecting the datd have leen
playing Overwatchsince the release, so | know the game well. Also, for this thesis
project, to deepen my understanding of the whole transmedia universe and not just the
game, | watched all the short films and read the comics to get a better knowledge on
this specific tops. Going through them gave me a better understanding of just how
many differentstorylinesare happeningn the universe and how the heroes are in
important roles not just in game but also in the stories. It ajgwe me insight in

interpreting thedata ud inthis thesis.

| also want to disclose that | am a fan of both Blizzard@werwatch | haveobviously

done my best to discuss the subject objectively and scientifically, including criticism

when needed, but | think it is good to kngwesition me as aesearcheffor this thesis.

But as this is nothing new in academia, there already exists a term for this kind of scholar

and fan,used by Jenkins (2019),K A OK A a WI ORISYA OF ZFNJYHK 2NNI &V |
had been coined earlier, but Jenkins hastoesing it and being known for it, and even

the name ofhis blog Eonfessions of aAcaFanQncludes the term. He defines it as

being part fan and part academic and watd build a connection between these two.

| think both playing the game, and immarg myself in the universe, as well as following

the discussions isocial media about the game gives me a good base for studying the

12



topic. There should be still critical thinking, to not get subjective and try to think about

the topic outside of the bublle of a gamer. As Dovey and Kenné2907)write about

K2¢g NBaSINOKSNA KIFI@S aO2YS 2dzi¢ | a LI &SN
Wi OF RSYAO 3IFYSNBE k 3IFYSNI I OFRSYAO4aQE ¢KAOK
fan. They emphasize how we should notice our own preferences and backgrouhd, an

how they influence our choices, when it comes to choosing what to study and how to

study. So with this knowledgé attempted to see the topic also from outside the player
perspective andonductthe studyto the best of my abilit. To addone more dimesion

in addition tothe aca-fan aspect] consider myself to be a game developer tbbave
createdgamesboth as a hobbyduring my studiesandalsoin one work project! have

been in multiple rolesmnainlyas an artist, but also akesigner and programerin some

projects | wish to continue creating games in the fuguand havegainedsomehelpful

insightsfor game developmendluring this thesiproject

13



3 OVERWATCH

This chapter will include information dwverwatch the game, as well as the transmedial
universe. First, | will explain about the game in general and after that, describe the world
of Overwatch what it includes and how it presentedLastly the previous studies on

the game and its world will be exaned.

3.1 Overwatch

Overwatch is a teambased firsiperson shooter game developed by Blizzard
Entertainment, which is subsidiary of Activision Blizzard. The game was released in May
2016 for PC, Xbox and PlayStatio@derwatcth & . £ AT T I NRQyearEFThalA i Yy S &
game is set in our world in the nefrture, with scifi elements like robots and floating

cars. In October 2017, after one and half years, the game had reached 35 million players,
and has since grown (Overwatch Twitter 2017). In the time dingrthis there are now

30 heroes, Baptiste being the neweahd 20 competitive maps in the gamathough

there are more maps exclusive to arcade and other special game nfodesvatchcan

be said to have a lot of story compared to many games in itgegesince not all
multiplayer first-person shooter(FPS)ames includenany stories. New heroes and
maps are still being addexirrently, in 2019, three years after the release, which makes
Overwatchan evolving game and univerg@verwatchhas to be bought in order to be

able to play it, buthe gamealso includes some skinsdmther content that one can
either earn by playing or buy loot boxes teceive random itemsso it is using two

monetization models at the same time

Overwatchwas ban after Blizzard canceled their project called Titan, which had been
awaited and speculated for many years by fdnsthe end i was never published, but
the team was moved to other Blizzard projects asuime were left to come up with
Overwatch Afterthe reveal oOverwatch the developers have also talked about project

Titan, and what lead them to cancel it and h@wverwatchgot started after that.

14



Figure 10verwatchbase2 y Y22y OFftf SR Wl 2NAI 2y [ dzyl NJ / 2¢
CEATTEFNRQA 20K S Naazy.d it BighHaStasy detting\Barciatt, an8 y LIt

alien scifi world in StarCraftbut this time they are basing it off the real planet Earth

humans are living on. This has helped them to create a rich varied world, because there

IS so much content to genspired from, and not having to invent everything from

scratch. For example, the game has voice lines inseagnreal languages from around

the world, which they could just use straight up. However, there are also fantasiy/sci

elements included, suchs one of the heroes being a supetelligent gorilla, Winston,

who was living on a research base on the moon, which can be seen in figure 1. This is

the Overwatchvision on how a base built on the moon could look like, with Earth

featuredin the background.

Overwatchincludes the following game modes: Quick Play, Competitive Play vs. Al

and Arcade Mode. Quick Play consist of games where you can join and leave whenever
you want, and after one game ends you will be matched to another one. Playihg in t
Competitive Mode puts you into a game with 11 other players, matched by your skill
rating. You will gain ranks by winning and lose them from defeat. On the other side,
arcade has different quirky game modes, ranging from random heroes to Deathmatch,

sometimes breaking the default rules of the game.

15



The maps have differembjectivesin them, such as Escort, whetfee attackergiask is

to escort a payload to the finish line, and the defending teattempts to stop it.
Another mode iAssault where the goal is to capture an objective marked on the map
by standing in an area, and for defendergteventit. The third mode is Control, which

in other games is usually referred to as King of the Hill, where you need to control an
objective untilyou get to 100% and stop the other team from doingtthThe fourth

map type is Hybrid, which is a mix of Assault and Escort, beginning with capturing a point

and then escorting the payload, while defenders try to stop it.

Figure 2. An advanced citylinNJ |j = Ay | YIOwdrw@tehf £t SR Qhl A3 Q AY

Overwatchreceived many awards in 2016 when it was released, for example multiple

Game of the Year prizes, and was praised for its art style, gameplay, accessibility and
diverse characters (Wikipeal2018) JeffKaplan, theGame Director for Overwatch has
summarizedhow in the Overwatchteam "Inclusivity and open mindedness were the

goal, diversity was the result" (Kaplavideo ). This refers to the diverse cast of

characters as well as maps all around the glofor example in figure 2, there is

L EATT I NRQA @S NA A dlying @ams anld otliA sfi gechhology, Ld€lting = & A 0 K
different than the Irag we know today. The aspect of diversity has led to the game
receiving both praise and criticism in theetha and communities, as it has been seen as

empowering or negative, if done poorly (Campbell, 20@i&ayson, 208).

16



The developers of the game are in the spotlight at times, for example during panels in
EATTENRQaA S@Syid .t AT T /e@nfekencds,duchgaS Game | & & 2
Developers Conference (GRIC) WSFF Y LX Iy A& 2FGSy TSI (dzNBR
on the OverwatchYouTube channel, and shares the newest patch notes or new
upcoming heroes with the community. So, the developers are nobgisind the scenes

but want to interact with fans and players and talk about their games.

3.2 World of Overwatch

The events of the game take place roughly in 2070. In the past there used to be a group

called Overwatch, an international elite task force. Theyaxformed by United Nations

around the time as®F f f SR W2 Yy A O OdRdErdbatOhappéhédsT™Sy K dzY |
group saved the world and continued to keep peace on Earth and was loved by people.
However, after few decades, some tensions started to risethrre was some conflict

even inside the organization. Later on, Overwatch was shut down, with the heroes
scattered around the world. Just before the game takes place, Overwatch was called to

action again and reunited by Winston. (Ramos, 2PkvtheOvawatch announcement

trailer the narratorannounces

G/ 2y FEAOQGD 'a (GKS g2NIR GSSGSNBR 2y (KS
An elite international task force charged with ending the war and restoring

liberty to all nations: Overwatch. Soldiers, scist#tj adventurers, oddities.

Guardians who secured global peace for a generation. Under its steadfast

protection, the world recovered. And today, though its watch has ended, its

a2FNAYy3 ARSIFta 2F FNBSR2Y FyR SljdzrftAaGe &)
cinematic trailer2014)

So, as the quote above explains, there are multiple different types of characters, or
heroes, as they are called @verwatchuniverse Each of the heroes has specsills
that make them unique, and theskillsare explained mostly withdvancedechnology

but without too much detail
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Figure 3Two of the characters the menus Mercy on the lefand Geniji on the right.

Many of the game mechanics are similar to the ones in fantasy games, but they do not

use magic, but advanced technology, though not explained in detail. For example

healing, which is ofteportrayed asmagic in fictionafantasyworlds, is provided by

different gadgets and moderappliancesin Overwatch For examplea hero called

Mercy, seenin figure 301y OKI yy St KSIf (K 2HedstafPuBingld | € £ A S
advanced technologyAnother example of aerowho has benefitted from technology,

is Genji, also seen on figure.3Heis a ninja,who hashad hisskillsimproved with
technologymaking him ayborg. Also, other things likemnics, therobotsof the world

are more advanced that in our current world development, as there are multitude of
omnicswho can operate individually, and seem to have personalities, suggettat

technology Al has developed far in tBeerwatchuniverse.
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Figured. All of the Overwatch comics released to this date.

Figure5d ! YA Yl (SR & K 2 NffatutingokeSof thelcliafactersBadtionh 2 y Q =

Overwatchuses transmedia content to provide fans more of the backstory and engage
them with the game world and allowing them to get to know the characters better. This

can be a way to get more people interested in and involved with the game and to give it
a try. As of April 2019, there has been 18 official comics, as seéigure 4, and 10

W yAYLF GSR ai thehiNgn@uredin figue S, released about theDverwatch
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