Making Storytelling a Fundamental Part of
the Gameplay Experience

Thomas Grip
Creative Director, Frictional Games
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Narrative:

Tactics / Puzzles:

Mechanics:
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1) Focus on storytelling

2) Most time is spent playing

3) Interactions make narrative sense
4) No repetition

5) No major progression blocks
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4 Layers
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4:Mental Modelling

3:Narrative Background

2:Narrative Goal

1:Gameplay
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1:Gameplay
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1) Coherency.

2) Streamlining.

3) Sense of Accomplishment.
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2:Narrative Goal
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4: Mental Modelling
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1:Gameplay




GAME NARRATIVE SUMMIT

GAME DEVELOPERS CONFERENCE® 2014

MARCH 17-21, 2014

GDCONF.COM

3:Narrative Background
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4:Mental Modelling
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I DON'T KNOW
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_ Narrative ental Model/
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Thanks for listening!

Resources:

http://tiny.cc/4Layers

@ThomasGrip

Thomas@FrictionalGames.com
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