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Instructions

The objective of this worksheet is to create a general idea for a storyline, a game-world, and the characters. We will think about incorporating player activities into the story, and mechanisms for controlling the character/player (‘avatar’) and manipulating the world. The story will influence those choices.

To fill in these worksheets, read all the questions out loud to the team first, without stopping to discuss them. Then discuss the questions and make notes on separate sheets of paper, then fill in the details when you think you have worked out a solution. You may want to divide up responsibilities as in the earlier exercise, but that is up to you.

Theme Definition

The theme is a one-sentence declarative statement of the message of the story: “The Amber Room,” etc. This need not be so simple however, and can even be ambiguous or obscure. What is the theme of your story? What do you want to say?
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
Plot Definition

Here you will define the actual progress of your plot. As you do so, think about ways that the player can take an active role in helping the avatar to make it through the story: overcoming obstacles, meeting challenges, solving problems, and so on.
Back-story: is there any?

What happened before the game started, in the fictional setting? What events or circumstances led to the state of dramatic tension that exists at the beginning of the game? (Here is where you talk for 20 minutes straight!) Tell the story that happened before the game story.
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
Plot Summary

Try filling in the following few sentences. If this doesn’t work, substitute your own.

This is a story about a person named ____________________. At the beginning of the story, s/he is living in _______________ and working as a __________________ Suddenly s/he finds out that _______________  and s/he has to _______________  in order to deal with it. Along the way s/he has many adventures and encounters, including:-

1) _________________________________________________________________
2) _________________________________________________________________
3) _________________________________________________________________
When s/he finally succeeds, s/he _________________________________________
___________________________________________________________________
THE END
Plot Outline

Think about the plot progression of your story. Try to create alternating periods of increased dramatic tension and (temporary) release. The highest point of dramatic tension, the dramatic climax, should occur near the end the story and resolve all (or almost all) issues. 

Define a series of chapters or natural divisions for your story. (They could end with cliff-hangers if you like.) Describe each chapter in one or two sentences:

___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
World Definition

Every narrative game inhabits a world of some kind. Game worlds can be defined according to a number of dimensions. Discuss these questions with your team and make notes. Skip any that don’t seem relevant to your idea.

Setting

Where? ____________________________________________________________
When? ____________________________________________________________
Why (is this particular world desirable for this storyline)? __________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
Questions to Ask Yourself About the Physical Dimension

· Does my game require a physical dimension? What is it used for? Is it an essential part of gameplay or merely cosmetic?

· How big is my game world, in light-years or km? Is accuracy of scale critical, as in a football game, or not, as in a cartoon-like action game?

· How is my world bounded? Am I going to make an effort to disguise the “edge of the world,” and if so, with what? What happens if the player tries to go beyond it?

Questions to Ask Yourself About the Temporal Dimension

· Is time a meaningful element of my game? Does the passage of time change anything in the game world even if the player does nothing, or does the world simply sit still and wait for the player to do something?

· If time does change the world, what effects does it have? 

· How does time affect the player’s avatar? Does he get hungry or tired?

· What is the actual purpose of including time in my game? Is it only a part of the atmosphere, or is it an essential part of the gameplay?

· Is there a timescale for my game? Do I need to have measurable quantities of time, such as hours, days, and years, or can I just let time go by without bothering to measure it? Does the player need a clock to keep track of time?

· Are there periods of time that I’m going to skip or do without? Is this going to be visible to the player, or will it happen seamlessly?

· Do I need to implement day and night? If I do, what will make night different from day? Will it merely look different, or will it have other effects as well? What about seasons?

Questions to Ask Yourself About the Environmental Dimension

· Is my game world set in a particular historical period or geographic location? When and where? Is it an alternate reality, and if so, what makes it different from ours?

· What are the people in my game world like? Do they have a complex, highly organized society or a simple, tribal one? How do they govern themselves? How is this social structure reflected in their physical surroundings? Are there different classes of people, guilds, or specialized occupations?

· What do my people value? Trade, martial prowess, imperialism, peace? What kinds of lives do they lead in pursuit of these ends? Are they hunters, nomadic, agrarian, industrialized, even post-industrial? How does this affect their buildings and clothing?

· Are my people superstitious or religious? Do they have institutions or religious practices that will be visible in the game? Are there religious buildings? Do the people carry charms or display spiritual emblems?

· What are my people’s aesthetics like? Are they flamboyant or reserved, chaotic or orderly, bright or subtle? What colours do they like? Do they prefer straight lines or curves?

· If there aren’t any people in the game, what are there instead, and what do they look like and how do they behave?

· Does my game take place indoors or outdoors, or both? If indoors, what are the furnishings and interior decor like? If outdoors, what is the geography and architecture like? 

· What is the style and mood of my game? How am I going to create them with art, sound, and music?

Questions to Ask Yourself About the Emotional Dimension

· Does my game have a significant emotional dimension? What emotions will my game world include?

· How does emotion serve the entertainment value of my game? Is it a key element of the plot? Does it motivate characters in the game or the player himself?

· What emotions will I try to inspire in the player? How will I do this? What will be at stake?

Questions to Ask Yourself About the Ethical Dimension

· What constitutes right and wrong in my game? What player actions do I reward and what do I punish?

· How will I explain the ethical dimensions of the world to the player? What tells him how to behave and what is expected of him?

· What range of choices am I offering my player? Are there both violent and non-violent ways to accomplish something? 

· In many games, the end, winning the game, justifies any means that the game allows. Do I want to define the victory conditions in such a way that not all means are acceptable?

· Are any other ethical questions present in my game world? Can my player lie, cheat, steal, break promises, or double-cross anyone? Are there positive or negative consequences for these actions?

· Does my world contain any ethical ambiguities or moral dilemmas? How does making one choice over another affect the player, the plot, and the gameplay?

Game World Description

Using what you noted from your discussions, describe your game world here.

General description: _________________________________________________
___________________________________________________________________
___________________________________________________________________
Physical dimension: _________________________________________________
___________________________________________________________________
___________________________________________________________________
Temporal dimension: ________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
Environmental dimension: ____________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
Emotional dimension: ________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
Ethical dimension: ___________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
Character Definition

In this part you should create one main character (the avatar) and one other character from your game. Go through these questions for them:
· Who is the central character in the game, the player’s avatar? What is the avatar’s sex? (For the purposes of this worksheet, we’ll assume that the player is male and the avatar is female.) What does she look and sound like? What are her personal qualities, strengths, weaknesses, interests, likes, and dislikes? What sort of vocabulary and grammar does she use? What are her ethnic, social, religious, political, and educational backgrounds? What is her personal history? What is her family like?

· What other characters are in the game? What functions do they serve? How do they look and act? How do they respond to the avatar? Can she affect their moods and attitudes? Do they exist to help or hinder the avatar?

· What style will your character be drawn in—cartoon, comic-book superhero, realistic, gothic, and so on? Will your character be exaggerated in some way: cute, super-sensual, or otherwise?

· Do your characters depend upon visual stereotypes for instant identification, or are they more subtle than that? If they are more subtle, how does their appearance support their role in the game?

· Can the player tell by looking at a character how that character is likely to act? Are there reasons in the story or gameplay for wanting a character’s behaviour to be predictable from his appearance, or is there a reason to make the character ambiguous?

· How will you convey the character’s personality and attitudes to the player? Through narration, dialog, gameplay, back-story, or other means?

· What about the avatar will encourage the player to like and identify with her?

· How will the avatar change and grow throughout the game?

Character Background

Once you have discussed the questions and made notes about them, use the notes to compose a character background, and write it here:

Avatar: ____________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
Other Character _____________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
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