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The backstory



“Game Narrative: An Alternate Genealogy” in Digital Interfaces in Situation of Mobility, edited by 

Bernard Guelton, Springer Press UK (Forthcoming).

“Experiential Narrative”, Foundations of Digital Games 2013, Crete, Greece (2013).

“In-Game: From Immersion to Incorporation”, MIT Press, USA (2011).

“Narrative Generation in Lord of the Rings Online”, in Ringbearers: The Lord of the Rings Online as 

Intertextual Narrative, Edited by Tanya Krzywinska, Esther MacCallum-Stewart and Justin Parsler, UK 

(2011).

“Experiential Narrative in Game Environments”, in the proceedings of DIGRA 2009, Brunel University, 

UK. (2009)
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Checkpoint 1 : Genealogies







Checkpoint 2 : dualITY



Scripted Narrative  /   alterbiography



Channels of Scripted Narrative Delivery:

Cut-scenes

Narration: voice/text/visual

Story chunks: voice/text/visual

Dialogue with NPCs

Diegetic media

Quicktime Events

etc…



Open World

Backbone 
Quest Line

Backbone  
Branching Quest 

Side Quest 

Instanced Quest

Branching  Side 
Quest 

Scripted Narrative: Structures of Progression



Halo 3 

Farenheit 

Mass 
Effect

Fallout 3

World of Warcraft

Lord of the Rings Online





Checkpoint 3: IMAGINATION
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And now for something completely different













Design Goals:

•The generation of a rich narrative in the players’ minds

•High re-playability

•Non pre-scripted side-switching mechanic

•Introduces the players to the world of Posthuman (without giving away too 

much)



Design Goals:

•The generation of a rich narrative in the players’ minds

•High re-playability

•Non pre-scripted side-switching mechanic

•Plays equally well with any number of players

•Introduces the players to the world of Posthuman (without giving away too 

much)



Primary design goal:

The creation of an ongoing story in the players’ minds that emerges from interaction 

between every card, die-roll, action and player-interaction in the game.
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