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Mr. Dennis Fischer chose a difficult topic for his bachelor thesis, but he fulfilled it as his custom. It is
clear, that if he could fully concentrate on game design and graphics, if he had a full-time
programmer and at least three years of time, the game Lowrest Station Hotel would probably already
be a popular on a platform Steam.

However, that is what he is planning to do. Therefore, the project that started less than a year ago
presents here some graphic elements, a game concept and basic interactivity in a limited scope.
Nevertheless, I think it was not waste of time that Mr. Fischer carefully studied the theory of game
development and systematically explained it in his bachelor's thesis. After all, he decided to focus on
pursuing his dream to be an excellent game designer and start to create his own projects. In his text,
the author step by step analyses the key aspects of a successful independent games.

It proceeds with the evident intention of finding valid rules. I very appreciated that it is based on three
separate sources. He uses empirical and technical literature and confront it with his own game
experiences. He also experiments with some of the findings within his own game project. A side
effect of this very serious method is a slightly less clear look on his original piece of artwork. All the
information regarding this practical part cannot be perceived in one place. I think the Lowrest Station
Hotel prototype would deserve some presentation in at least a separate chapter. On the other hand, we
must appreciate the perfect implementation of theoretical knowledge into the practical part.

I recommend the thesis for a defense and suggest an A grade: 47 points.

(volné prelozeno)
Téma, které si Dennis Fischer zvolil pro svou bakalarskou praci, bylo od pocatku naro¢nou vyzvou,
ale, jak uz jsme u tohoto studenta zvykli, splnil je v celém rozsahu. Je jasné, ze kdyby se mohl plné



soustfedit na tvorbu game designu a herni grafiky, disponoval programatorem na plny uvazek, me¢l
alespori tfi, Ctyfi roky ¢asu, byla by hra Lowrest Station Hotel jiz dnes populéarni polozkou na Steamu.
To vSak ma teprve v planu. Pfed necelym rokem zahajeny projekt zde proto prezentuje pouze

v omezeném rozsahu nékolika grafickych elementi, herniho konceptu a jen zakladni interaktivity.
Presto si myslim, ze nebylo od véci, ze pan Fischer peclivé prostudoval teorii vyvoje her a ve své
bakalarské praci ji systematicky vylozil. Pochopiteln€ se zaméfil na nezavislou herni produkci, nebot
je jeho snem se hernim vyvojafem kompletné vlastniho produktu stat.

V celém textu autor systematicky analyzuje jednotlivé klicové aspekty, které musi uspéSny nezavisly
herni projekt mit. Postupuje s evidentnim zamérem dopatrat se skute¢né platnych zavéra. Velmi
kladn€ hodnotim, Ze se opira o tfi nezavislé zdroje. Nejen ze Cerpa z odborné literatury a konfrontuje
ji s vlastnimi bohatymi zku§enostmi hrace, obratem s nékterymi poznatky experimentuje v ramci
vlastniho herniho projektu.

Vedlejsim efektem tohoto velmi seridzniho postupu je ale trochu méné prehledna struktura textu.
Teoreticka Cast je prubézné glosovana vyjadienimi, jak autor dany poznatek prakticky projektoval do
vlastni pocitatové hry. Povazuji to za velmi rozumné s malou vyhradou, zZe by si prototyp Lowrest
Station Hotel zaslouzil urcité shrnuti alespon v samostatné kapitole. Na druhé stran¢ tu nedochazi

k nesvaru, kdy teoreticka ¢ast bakalarské prace funguje spise jako nezavisly pseudovédecky referat na
n¢jaké obecné téma, které nijak vyznamné nepodporuje praktickou realizaci. Zde jsou naopak
teoretické poznatky bezezbytku implementovany do praktického vystupu. Praci doporucuji
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