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Instructions

This worksheet is a continuation of the ‘Framework for game design’ worksheet, expanding the player’s role within the context of the story and game world. In particular you will be concentrating on what the player is going to do and how they will do it. You will also spend a some time creating a dialog tree as an exercise.

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.

Gameplay Definition (what is the player going to DO?)

Challenge in adventure games is a key element, but remember that gameplay consists of challenges plus actions. In this section you need to think about the sorts of challenges and actions that you want to include in your game, and the circumstances under which they will occur. 
Classic adventure game challenges do things such as:-
· Finding the right conversational approach to learn something from an Non-Player Character (NPC), or persuade an NPC to do something for you.

· Manipulating people’s behavior (e.g. throw a bottle to distract the security guard; when he goes to investigate, run past him). 

· Finding innovative ways to reach inaccessible places (e.g. you are locked in a room, but you can tie the bed sheets together to make a rope, and go out the window).

· Using objects in an imaginative manner to solve a problem. Some of these problems include: unlocking doors, obtaining inaccessible objects, helping someone else, or fixing broken equipment using other objects. 

· Finding hidden objects in unexpected places.

· Unlocking combination locks by performing actions in the correct order, or moving objects into correct positions. Sometimes this involves separate input and output devices (e.g. switches and lights) whose relationship is logical but not obvious.

· Timing and pattern puzzles: observe some repetitive event, figure out the timing, and perform an action when the time is right. (Imagine you live in the jungle and have never seen a traffic light. You can tell by observation that you could cross when the light is green.)
Types of challenge

· Logic and inference challenges the ability of the player to assimilate information and use that information to decide upon the best course of action.
· Lateral-thinking challenges the players to draw on previous experience and knowledge and combine them in a new and unexpected way, for example to solve a maths puzzle to move ahead in the game.

· Memory challenges tax player’s memory of recent game events.

· Intelligence-based challenges rely purely on the intelligence quotient of the player.

· Knowledge-based challenges rely on the knowledge of the player, in the same way as in games such as, for example, Trivial Pursuits.
· Pattern-recognition challenges the ability of the brain for optical sensing based on prior knowledge.

· Coordination challenges the ability to perform many simultaneous actions using different actions (hand, leg, etc.) and senses (sight, hearing, feel, etc.).

· Applied challenges, such as a puzzle which when solved opens another part of the game.

· Exploration: players moving into new areas and discovering new things, for example a door, a maze or a trap.

· Conflict - how to defeat the others, and the strategy or mental planning to do so.
You may also use other kinds of challenges: economic, action, driving, military, etc. etc. from other types of game.

Classic adventure game activities (from most to least common):

· Movement  actions: running, jumping, climbing, swimming, crawling, and all the activities typical of moving around in an environment. Also consider vehicle movement: driving, flying, riding a bicycle.

· Social interactions: talking to other characters, giving things to them, taking things from them, talking about them to others or, sometimes, caring for them or doing things for them.

· Manipulating objects: these can be just about anything you can think of, and are often found in puzzle games: press a button, slide a bead along a wire, turn a knob, pick an object up and put it down elsewhere, and so on.

· Economic actions: buying, selling, trading, collecting, and transferring goods. These are frequently part of construction and management simulations; but collecting ammunition in a shooting game is an economic action too.
· Combat actions: shooting, hand-to-hand fighting, hiding, moving by stealth, protecting other people or objects, controlling military vehicles.
· Construction actions: planning, assembling, building, and sometimes demolishing things – from objects to whole planets.

· Character-based actions: you may already have thought of some actions as part of your character designs. Superman has X-ray vision, for example, and can see through walls if he wants to. This is part of the definition of his character, and you can use this action as the solution to a challenge of some kind.

· Creative or personal actions: not all the actions in your game will be intended to meet a specific challenge. Some actions may allow the player to be creative, or to personalize his experience somehow. Painting the cars in racing games, or choosing the clothing in role-playing games, are both actions (they influence the game world) but they don’t serve to surmount a challenge.
Choosing your challenges and actions

Based on your character’s role and your game’s setting, define the kinds of challenges and actions that you want to include in the game. Not all are suitable for all roles and settings. List several kinds.

___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
__________________________________________________________________

__________________________________________________________________
Applying Your Choices to the Plot

Based on your plot outline, select the points in the plot where you want the character’s activity to advance the story through an action of some kind. Define what the gameplay is and how it affects the story:

· What kind of challenges?

· What types of challenges do you want to include in your game? Do you want to challenge the player’s physical abilities, his mental abilities or both?

· Does the game include implicit challenges?

· Not all players enjoy the same kinds of challenges, so how does the game’s target audience influence the challenges it includes?

· Will the player be required to face more than one challenge at the time? Which one?
Plot Point #1

Situation: ___________________________________________________________
___________________________________________________________________

Challenge: __________________________________________________________
___________________________________________________________________

Action which resolves it: ______________________________________________
___________________________________________________________________
Consequences for the plot or character: _________________________________
Plot Point #2

Situation: ___________________________________________________________

___________________________________________________________________

Challenge: __________________________________________________________
___________________________________________________________________

Action which resolves it: ______________________________________________
___________________________________________________________________

Consequences for the plot or character: ________________________________
___________________________________________________________________

Plot Point #3

Situation: ___________________________________________________________
___________________________________________________________________

Challenge: __________________________________________________________
___________________________________________________________________

Action which resolves it: ______________________________________________
___________________________________________________________________

Consequences for the plot or character: _________________________________
___________________________________________________________________
Add more Plot Point # as required 

User Interface Definition

· What perspective will the player have on the game setting? First person? Third person?
· What kind of digital devices will the player carry?
· What kinds of indicators need to be on the screen? What functions do they have?

· Is there an inventory, and, if so, how is it displayed and used? How does the player pick things up and put them down again? Can objects be combined or used together? How is this handled?

· Does the player need a map? If so, will it be static or maintained automatically?

· Should the game keep a journal to help the player remember things?
Perspective _________________________________________________________
___________________________________________________________________
Key Actions _________________________________________________________
___________________________________________________________________
Additional notes and comments:

___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
___________________________________________________________________
Sketch the primary gameplay mode here.
Dialog Trees

Some games may include characters on the territory located in a Library, Museum, school, shop or people located strategically for the game. It is very important that you define what they have to tell to the players. This is done using a Dialog Tree.
Create a dialog tree for a conversation between your avatar and one of the other characters (Non-Player Character - NCP) in the game: use your character definitions to determine the style of the conversation  -  vocabulary and attitude of the speakers  -  and your plot definitions to determine the content of the conversation. First define what the purpose of the dialog is; the key items of information that the player can learn in the dialog. Then define the contents of the tree. Begin with a root node in which the player makes the initial contact with the NPC. For each possible choice, there is an arrow which goes off to a new node. At the next mode, there is the NPC’s response, and a choice of follow-on questions from the player. One of these can be a “farewell” option (end the conversation), and one can be a “now I want to ask you something else,” option which causes the conversation to go back to the root node, UNLESS the NPC asks you a question, in which case the choices should be possible answers. A node can also include an NPC response and NO choices, which means that the conversation is over (the NPC won’t talk to the avatar any more).  
Example:-
Draw Your Own Dialog Tree
Have you�seen Tim?





No, sorry.





END





Yo, dude!





That’s no way to greet your elders.





Good afternoon to you too!





Good afternoon.





ROOT





What time is it?





11 AM.





END





Oh, man, I’m late�for my job interview!





OK, thanks.�Bye.





Good luck!





Are you sure?





Eh, those jerks at the�company can wait.





END





etc etc








No, you’re right.





Yeah. So, what’s happening around here?
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