
Constructing the Interactive Narrative Worksheet 

Instructions

Your object in this document is to create a general idea for a storyline, a world, and the characters. You will think about incorporating player activities into the story, and mechanisms for controlling the character/player and manipulating the world.

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 job responsibilities as in the earlier exercise, but I leave this up to you.

PART III

As many pages you need.

Constructing the Interactive Narrative Worksheet

18.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?

Time investigators.

Through a time travel the children should get to know

· The past of their people

· Their custom

· Their everyday life

· How a half nomadic tribe communiy became a unified Christian European state.

· How it was able to fit in the European states of that time 

19. Backstory is there any?
What happened before the game started, in the fiction 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 story.
The article

Can time be turned round?

The question in the headline seemed so impossibility a couple of months ago that the answer would have been only a wave of the hand or laughing loud. Now the highest scientific circles argue about it, they try to understand the principle, which rendered one of the human’s most audacious dreams, the time travel possible. How many times do we say if something failes: I wish I had known it in advance…it is easy to be wise subsequently…Thanks to Dr. James Cleverhead’s invention we can experiment soon if it really is. The outstanding scientist arrived in our country yesterday.
- Professor! What is the reason of your visit to Hungary?

- I think you have heard about my invention, as it caused a sensation. Understanding the operation of the machine is difficult having even advanced physics knowledge, so I would not go into details. But the public must know that the time machine can only be applied at certain places. The time travel can start from a special location. We worked hard with my colleagues to appoint the possible places of starting with the help of a special GPS.

- Can you mention more places?

- Yes, but we managed to identify the coordinates of only one place. And this place is in your country.

- Would you let us know the concrete scene?

- I have no reason to keep things secret in this phase of the research. The searched point is in Veszprém and it is a fantastic chance that it happens to be one of the Pannon University buildings.

- The spirit of the place…When are you going to experiment?

- We won’t be slow in carrying out the experiment. Tomorrow we are going to visit the university, where people were so kind to offer the important part of the building for us to equip our laboratory there and so we will be able to start our first experiments.

- I wish you success!

20. 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?  it takes place inVeszprém, Hungary.

When?  in two ages. The frame story is in the present days, the main plot takes place from 896 to 1038. 

Why (is this particular world desirable for this storyline)? This period is a definite era of the history of Hungary and our town. Many of the monuments, locales can be connected to this era. Veszprém is the town of queens.

 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 cartoonlike 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 postindustrial? 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 colors 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 nonviolent 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?

21. Game World Description

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

General description: 


Physical dimension: Basic part of the game. It makes the monumental surroundings of Veszprém town known and it calls attention to the protection of monuments.

Time is essential in the world of our game, we travel 1100 years back in time.

Temporal dimension: The progress of time is not important.

Environmental dimension: Our game takes place in two historical ages, present days and 1100 years ago. Both scenes are in Veszprém and its surroundings.

The present-day Veszprém is not essential considering the social organization from the point of view of the game.

People live in a well-organized tribal community at the beginning of the game, 1100 years ago. During the game this community dissolves gradually and develops the unified christian state, which manages to integrate into Europe of that time.

There are different people classes. There are professions, which play a significant role in the game.

Scale of values: skill, battle-courage, stamina, discipline.

People live in nomadic tribes in the beginning, they are in possession of significant animal husbandry knowledge. They have impetuous animals. They deal with both hunting and agricultural output. They are characterized by rich handicraft. This is typical of their costume, armament and buildings. They have script, religion, which we get acquainted with during the game.

We can be eyewitnesses of  the formation of a young unified state.

Emotional dimension: Respect of tradition, patriotism, local patriotism are not formulated directly, but they are reflected by the tasks and the topic.

Ethical dimension: The clear wording of rules of the game is a guide for the player what s/he can do or can’t. The standard of everyday life relates to all the others. Cheating, misleading are punishable. They yield deduction in per cent.  

22. Character Definition

In this part you must create the players for your game. Go through these questions for them. Assign to each player an specific task in your game so groups may have up to 5 players you have to define what they will do in the game, without clear task identification no positive result will be achieved.

· Who is the central player in the game if any? What is the avatar’s sex? You can either define a profile like in the SIMS describing this to enrich the player fiction or simply describe their tasks in the game.

· What other players are in the game? What functions do they serve? How do they look and act? How do they respond to other players? 

· 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 players depend upon visual stereotypes for instant identification wearing hats, t-shirt or any kind of identification?

·  Are there reasons in the story or gameplay for wanting a player’s behavior to be predictable from his appearance, or is there a reason to make the player ambiguous? , like in ARG games.

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

· How will the player 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 player background, and write it here:

Player:  describe as needed.
Characters

Players: Doró, Kata, Ákos

Three 11-year-old children, who go to the same class and they are friends. They know well one another, two of them went to the same nursery school (Doró and Ákos). Kata and Doró are neighbours, they live in the same block of flats, their parents are friends as well. No wonder that the families have no secrets among them, the information is often carried by the chatterbox children.

When the children stepped into the upper class (class 5), they joined the media study circle of the school, as the activity there was adequate to them. Their form master also suggested them that they take part in the classes. When she saw the children’s first work, a report illustrated by colour pictures about the pet beauty contest at school, she knew she had given good advise, and she was very proud of her pupils and showed their article to her colleagues in the staffroom.

Doró

She is a short and thin girl. She has long, brown hair tied up on the back of her neck, though her disobedient curls often make themselves independent. She gazes at the world with wonderful brown eyes from behind her red-framed glasses. For she is interested in everything, she wants to know everything, and what is more she wants to know everything better. She has a good head on her shoulders, she learns quickly, she memorizes immediately what she hears. Her favourite subjects are history, computer science and PE. She likes reading very much, and she herself writes stories as well. She appears with pleasure, She has the ability to be a good actress.

She quickly finds her feet, she has creative ideas and she likes them to come true. She can get her own way, that’s the reason why she quite often has conflicts with her classmates. The argumentations for her truth are heated, usually it is her who comes out of the arguments on top. Sometimes it is her who has to make a compromise. She is offended in such cases and withdraws to sulk. Fortunately her anger doesn’t last long, she laughs with the others in a little while. She is able to admit her mistake, if neccessary, she apologizes. The true nature of hers is happy, cheerful, she is sociable. She makes friends easily and she would do everything for the people who she really loves. She never lets her friends down, they always count on her.

Kata

She’s a slender, slim girl her constitution is sporty. She swims competitively, she has good results. Her short hair is fairish brown and her huge blue eyes make her glance be a dreamer. She is soft-spoken, low-key. She seems serious for the first impression, but if you know her better, you can notice her gentle sense of humour. She is friendly, kind and polite. She reads a lot, she is a voracious reader. She is often lost in reading a good book in the break between the school periods. In such cases her fellows’ loud noise cannot disturb her either. She doesn’t want to be in the centre of the company at any price, she is still loved and reliable. She always gives her opinion in her gentle style and always frankly. She doesn’t whitewash and palter, she doesn’t hurt anybody after all. She is hard-working, she always does what she undertakes on high level in addition. She makes good use of her knowledge during the lessons, she sees the subject topics multilaterally, she is able to approach them from more directions. She is an excellent pupil. She likes solving logical tasks and puzzles. She is a bit more thoughtful and balanced than Doró. They complete each other well. The range of their interests is the same, though their personality does not correspond. Sometimes they learn together and they often spend their free time together.

Ákos

The third member of the triumvirate is a short, brown-haired dark brown-eyed boy. He is always bustling around, he is restless all the time, he is unable to sit on his place. Because of this he is inattentive and careless, but if he pulls himself together, he is able to concentrate very much. He is the type who learns what he is interested in, that’s the reason why his school report is not so splendid as his friends’. If he gets a bad mark, he is penitent and he pledges himself to correct, but his fervour most of the time vanishes in a few days.

He is cheerful, he likes playing the clown and pulling other's leg. He is very curious, he sticks his nose into everything. He has conflicts therefore, but they are smoothed over soon, because you cannot be angry with him. He melts the strained relations with a gesture, a smile or a good pay-off. Though sometimes he gets on his friends’ nerves. In such cases everybody behaves towards him according to their temperament: Doró simply gives him a good dressing down, Kata leaves him without a word.

Ákos plays computer games, browses on the Internet in his free time. He likes cycling if it is weather permitting. He likes pets, he’s got a degu. He never forgets about feeding his pet, he is very responsible in caring it.
Other Players:

The professor

Dr. James Cleverhead is a 51-year-old British physicist. He is a well-known individuality of the scientific life. He finished his studies excellent at Oxford University and his career was rising straight. After taking his diploma he took his doctorate in Oxford, then he was called to Cambridge, where he dealt with quantum theory.

A great number of his publications was published and during the years he lectured at universities of a high standard, he became a doctor honoris The modern physics was changed in its basis by his scientific results. His prizes and patents provided a secure financial background for him, so he bought one of the small and hidden islands in the Pacific Ocean. He equiped an ultra-modern laboratory there for himself and his research fellows, who he selected with due care and caution. He began to deal with the space and time continuation. As a result of many years research work he appeared with a world-shattering patent: he had invented the time machine!
The shaman

He is a person living in the era of the conquest, but his age is indefinable. His outward appearance changes according to his current mood or actual machinations. He is selected, born with a sign. When he was born the Great Bear was just above their tent and it shone with such a huge fire that the people of the tribes were not even surprised at the little boy who was crying loudly that he had six fingers on his left hand. „The spirit of Great Bear has sent us a message!” – shouted some people throwing themselves to the ground. The leader of the tribe also heard the news, he saw the child too, then he nodded his assent with a serious face. Everybody knew that the boy was waited for a strange calling…

The newcomer was received by the rest of the initiated priest-magicians and shamans. He was taught science, magic, dance, knowledge of healing herbs. When he was ten, he had an unusual prestige as there was noone else who could beat the shaman drum with such a great passion and wild rhythm except him. There was noone else who was able to cite the spirit of the animal which had to be brought down and drive together the swelling clouds which were full of rain. But he had another particular feature: he was much taller than the other short and stubby men in the tribe, and in addition his hair was much lighter than his fellows’, who had dark night black mane. This fact made him more particular in his selected position. The homage of the people made the young man self-conceited, he desired more power, he wanted to rule the earthly people and other-worldly creatures. He soon got the upper hand over everyone with his magic power, mind and knowledge and so he became the most important member of the tribe, who even led the chief himself. Unfortunately his actions were motivated by selfish interest, vanity, getting treasure and an exaggerated ambition.

23. Content Definition

Each game level contains different multimedia information (video, audio, photos, maps) at this stage the teacher has to define and create what content s/he will upload to the  platform and what kind of editing will do to the game information. The teacher will also decide the existing content on the maps for example kind of PIN and files associated to the PIN.

This content must exist in the platform and once in the platform it can be uploaded to the different levels of the game.  This task is essential for playing the game. We suggest you organize first the information in folder in your PC and once all is clear upload to the platform. In order to connect with the platform you will need an ftp connection with user and password provided by us. 

23. Game level Definition

Here you have to define the quantity of game levels, kind of information you will upload to each level, the level pass condition, the time assigned to each level, the chat rules. This has to match with the point 14 of part II.

A sketch of the desk made on one page per level can help to visualize the content of each level.
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