
Expanding the Player’s Role Worksheet

PART II

Instructions

Now you are 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 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 document, but I leave this up to you.

As many pages as you need

Expanding the Player’s Role Worksheet

12. Gameplay Definition (What Is The Player Going to DO?)

Remember that gameplay = challenges + 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 this

Finding the right conversational approach to learn something from an 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). This can also involve multiple National Player Communities (NPCs): get one of them to interact with another one.

· 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, or helping someone else. The Longest Journey required 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 jungles of New Guinea and have never seen a traffic light. You can tell by observation that you could cross when the light is green.)

You may also use other kinds of challenges: economic, action, driving, military, etc. etc. from other genres.

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. 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 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.

13. 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.

14. 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?

Given that not all players enjoy the same kinds of challenges, 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?

1. Logic and inference test the ability of the player to assimilate information and use that information to decide upon the best course of action.

2. Lateral –Thinking Challenges







                  The players to draw on her previous experience and knowledge and combine them in a new and unexpected way, for example to solve a math puzzle to move ahead in the game.

3. Memory challenges tax player’s memory of recent game events some examples of this done in www.chimer.org 

4. Intelligent Based Challenges rely pure on the intelligence quotient of the player.

5. Knowledge –Based Challenges rely on the knowledge of the player for example trivial pursuit.

6. Pattern Recognition based in the human brain

7. Coordination Challenges, the ability to perform many simultaneous actions.

8. Applied challenges such as Puzzle when solved open another part of the game.

9. Exploration, in adventure games is a key element players enjoy moving into new areas and seeing new things. Doors, Maze and trap are examples of this.

10. Conflict, how to defeat the others, and Strategy is a mental planning

Plot Summary
This story is about 6 children. They are the members of the media study group. They go to school in Veszprem, they learn, play and take part in each school event. They are very curious. One day they hear about an interesting event: an English professor will hold a presentation about his own time machine in the university. They must be there. But the meeting doesn’t happen as they imagined. They will be participants of the experiment by chance and the time machine lets them fly back to the past of their people. Drifting in the time tunnel the key of the time machine falls to pieces and they drop in the middle of the the Hungarian conquest. In order to get back to their own age they will have to find all the pieces of the key and assemble them again. They will have many adventures along their way: they will help the tired animals find a pasture, they will have to learn to make felt to the jurta, to shoot with a bow, meet the shaman, who will speak them about the relation of the lower and upper world. They will be participants of the fight between Koppany and Istvan, they’ll have to get the coronation cloak and the crown jewels and defend them against the attacks and then to handle them to the royal couple. They will have to help build the church and get the seal to the deed of foundation. They will have to cook for a whole household and meanwhile they must not forget about the key ever. They must notice the little signs which help them collect the pieces of the key. And when they make it and assemble the parts, the pieces of the key unite and so the children can fly back to the present through the time tunnel.

1.Play point 

Plot Point #1

Situation: The professor has arrived in town in the time machine. The children would like to make a report with him.

Challenge: They have to go to the university and find the professor.
Action which resolves it: They have to make a report in a foreign language (English, German), and they have to take a photo or a video about him.

Consequences for the plot or character: They get in trouble because of their curiosity, the time machine flies them back to the past.

Plot Point #2

Situation: Having arrived in the past they find themselves in an unknown place, where a group of hunters is just chasing a wonderful animal. They follow them to get to know where and which age they are in.
Challenge: They have to get to know what animal they are chasing and who the hunters are.
Action which resolves it: They have to find out what Arany János’ lines refer to. The team goes to the theatre from the university with the help of GPS. On the basis of the information they have to find the wall picture about the Wonder Hind, which they have to take a photo about and send it to their team fellows.
Consequences for the plot or character: They realize or they have to realize that they are flown to the Hungarian historical past by the time machine. To the beginnings. But they don’t know how to get back.
Plot Point #3

Situation: The scenery is full of forests, in the distance mountains can be seen and a wide plain territory extends as far as the foot of the mountains. There is a height not far from them. It is surrounded by a wide steam abounding in water. The place is familiar, but they don’t know where they are. They only see that people, carts, horsemen are approching from the distance. The costumes, the armament and the carts seem familiar to them. Hungarians. The children ask for help in a written form, because they don’t understand the language, though they are aware of the signs. A strange old man answers their questions. He lets them know in a mysterious way that the key that the time machine was operated by fell in pieces. They can get back to the present if they find the pieces to join them together.
Challenge: A coded message written in runic writing arrives, which hides the name of the following scene. They have to decode it and send it to their fellows in an SMS.
Action which resolves it: They get only one question in the library: „Where shall we settle down?” They have to find a pasture for the Hungarians’ animals. Who are the chieves?

They have to send 4 names: Jutas, Ösbő, Őse, Fajsz.
Consequences for the plot or character: They have to realize that they are near Veszprém, so they travel in time and not in space. The height is called Benedek hill, but there is not still anything on it (except plants). They realize that they are in the age of the Hungarian conquest.

They remember the shaman’s prediction, they have to help the Hungarians that they also should back to their own age.
Add more Plot Point #

Plot point #4

Situation

They have to know what animals the Hungarians arrive with in order to find a pasture. They look around and get acquainted with their ancestors’ animals.

Challenge
On the basis of coordinates they arrive at the zoo. They send an SMS to their fellows inquiring what to do.

Action with resolves it

They get a picture about an animal and an uncompleted information sheet. They have to take a photo and record a sound about the animal and send them to the base.

Consequences for the plot or character

They help to settle down and build a jurta. They take part in everyday life: they use weapons, get acquainted with the customs, clothes and their ancestors’ religion.

On the basis of their previous studies (lower classes and class 5) they can see how history becomes alive.

Plot point #5

Situation

Joining a family they show a good pasture for their animals which they know as well.

They try to explain the family that in the age where they come from this pasture is called Gulyadomb. (=herd hill) They learn a lot from the women of the family: making felt; from the men of the family: the usage of the arrows and bows; from the neighbour head of a family they get the tricks of making the bag plate by watching. And they meet the shaman again, who asks them for help in repairing the shaman drum. (or they can learn from the shaman how to make a shaman drum).

Challenge

To acknowledge the place with the coordinates. The word they get refers to a scene of an activity, where they have to learn to make certain things, but first they have to find which scenes they have to reach.

Action with resolves it

They have to learn:

1. The tricks of making felt

2. The tricks of making a bag plate 

3. The technology of shooting arrows

4. Completion of fraction shaman drum  

They have to take a photo and a video about these activities and they have to teach the other three teams and their own two team members.  Passing knowledge.
Consequences for the plot or character

Achieved result: the shaman gives a piece of stone in exchange, which s/he has to retain for the next level. It has an effect on the character. The shaman tells them in a mysterious sentence that they use this stone to build in the following century. 
2.Play point (not ready)

Plot point 

Situation

Koppány’s rebellion and its putting down and the foundation of the state.

Challenge

To get the coronation cloak.

Action with resolves it

· They have to join together the pieces of a fraction map, which they find in a bottle, they have to complete it, search on the Internet what connections are there among the towns. 
To quarter Koppány
a cross shape is outlined. 

· They have to solve the text which can be found on a board at the Greek Nuns’ Monastery, they have to get the „key” politely from one of the workmen working there, they have to deduce the next scene from it

· In Gizella Museum the museologist request them to take the cloak, which has to be restored and some pieces of it has just turned up having winded into a pergamen in good condition – to the workshop of the restorer but tey have only a phone number. They have to hurry up, because someone wants to get this treasure-worth thing. This someone has chosen them, because nobody would think that such a valuable finding is put in the children charge. The children have to find out whose telephone it is and they have to get to know his/her address.

· The restorer shows them what the children had helped them

the cloak has been completed, so it can get back to its original place, the children can get it respectively
or they have to put it in a safe place in the future, where Queen Gizella and King Stephen can get it in the past without any troubles.

· With the help of the costume-depot of the theatre someone has to be dressed up in a period dress choosing the proper clothes for him/her

Consequences for the plot or character

S/he gets one of the pieces of the key in exchange for the cloak 

3.Play point (not ready)
Plot point 

Situation

Organizing of The Church, the foundation of bishopric.
Challenge

They have to get the deed of foundation and the crown.

Action with resolves it

· Archives
it is neccessary to get and hand the seal of the deed of foundation of the nun monastery to the head of the holy order

· They have to speak to the priest about the foundation of the church (photo, video)

· They have to hand the priest the stone or the piece of the column, which is neccessary to build the church
Crown jewels, gloss paint (glaze) techology

they have to visit the fire-glaze workshop and take a video about the work there introducing the feature of the techology.
Consequences for the plot or character
The player gets a piece of the key in exchange for the deed, and s/he also gets one piece from the priest in exchange for the piece of stone offered for the church building.
4. – 5. Play point (not ready)

Plot point 

Situation

organizing the state and everyday life

Challenge
They have to get the sceptre and the orb.

Action with resolves it
· Collecting plants to make a curing formula

knowledge of plants

· What influences does the glass-house effect have on our environment?

· To help someone to do shopping; to find out what dish s/he would like to make on the basis of the list (ingredients); what did s/he forget about 
make the recipe
an ancient Hungarian dish

· To select the dishes and drinks in the Tapó Inn that were to be eaten and drunk at that time by people

Consequences for the plot or character
6. – 7. Play point (not ready)

Plot point 

Situation

The culture and Veszprém, the town of queens

Challenge

throne and key
Action with resolves it

· They have to learn the song of Veszprém town or only the refrain, to get the lyrics and make a recording about it

· With the help of the costume-depot of the theatre someone has to be dressed up in a period dress choosing the proper clothes for him/her

Consequences for the plot or character
Game is over. Preparing for the presentation. Collecting and arranging the documents.

They can get back to their own age with the key. They hand it to the professor, who realizes so that Veszprém is one of the suitable points of the world for time travel. Question: Where are the rest?
Perspective 
Third singular. Devices used during the game: town map, GPS, mobilephones, notebook, camera, video camera.

Key Actions 


Additional notes and comments:

15. Sketch the primary gameplay mode here.

Explain in a graphical way how your game work, we recommend do this in either storyboard concept, flowchart or simply diagram.
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A nap végén az összegyûjtött adatokat feltöltik a játék weboldalára, amennyiben minden adat megérkezett, a játékmester szintet emel. Ha

nem sikerült mindent megfelelõen összegyûjteni, akkor a hiányzó adatoknak megfelelõen százalékpontok kerülnek levonásra.


16. Dialog Trees

Some games may include characters on the territory located in a Library, Museum, schools, shops or people located strategically for the game. It is very important that you define what they have to tell to the players otherwise confusion is granted. The diagram is free design.

Create a dialog tree for a conversation between your player and the other characters 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. For each possible choice, there is an arrow which goes off to a new node. At the next mode, there is a 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.

17. Draw Your Dialog Tree Here

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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