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NARRATIVE DESIGN TOOLS

DIALOGUE &
PERFORMANCE

VISUALS

AUDIO

HAPTIC

CHOICE &
INTERACTION

* Get a good writer
involved (or practise by
writing short stories)

* Avoid long
monologues

* For most genres,
dialogue is plan , so
use this order of
priority: play, show, tell
* Use nuance in your
writing to encourage
active listening

* Get good actors.

* Be consistent with
the social and cultural
setting(s)

* Think about location,

character, props, HUD...

Everything!

* Accept that many
things will be missed,
so tell the story with
everything on screen

* Try to avoid cliché - it
can be useful
shorthand, but also
leads to bland worlds.

* Economically a very
good option for
storytelling

* Feeds directly into
the imagination

* Excellent for building
atmosphere

* Can be very subtle

* Use details

* Often forgotten or
left until last, so don't
make that mistake:
include it early in your
documents and plans.

* Not available on all
platforms

* Used well, it can be
highly engaging

* Consider using
emotional haptic
feedback (e.g. a
nervous flutter) as well
as obvious big
moments

* Be careful to
enhance, not break,
gameplay feedback.

* Pick a story structure
that works for you,
your story, and your
team: linear,
converging branches,
bubbles, or branching
 Choice is powerful,
but the workload
escalates very quickly
* Try to make your
gameplay interactions
match the character
and their world.

BE CONSISTENT AND SUPPORT YOUR NARRATIVE SETTING

Avoid:

'fan service' scripts (they often seem lazy to the majority) * stereotypes and clichés (they drain
your world of individuality and/or consistency) ¢ obvious repetition in voice samples (and to a lesser
extent ambient/music) * overuse of haptic ¢ action choices that don't fit the character or world.
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| didnt notice Wil agan for a
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lectures. So anmyway, | nexd
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Wil must have been in the lectures over|
the first few weeks, but | didnt notice
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do lundry, cock every day, that kind of
thing. | next remember seeng Will
through the window of the Union bar

was really busy for those first few weeks.
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Reticule

The reticule is a small dot in the centre of the screen that changes colour to give
feedback to the player,

White: no interaction available

Blue: interaction attempted when no interaction is available
Yellow: valid interaction is available

Deep red: valid interaction is available, but too distant currently
Orange: interaction Is not currently possible.

Successful and unsuccessful interactions will be backed up with appropriate
sound effects.
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The reticule is a small dot in the centre of the screen that changes colour to give
D feedback to the player.

White: no interaction available
Blue: interaction attempted when no interaction is available

\ ' A M D Yellow: valid interaction is available
A Deep red: valid interaction is available, but too distant currently

Orange: interaction Is not currently possible.

Successful and unsuccessful interactions will be backed up with appropriate
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The reticule is a small dot in the centre of the screen that changes colour to give
D feedback to the player.

White: no interaction available
Blue: interaction attempted when no interaction is available

\ ' A M D Yellow: valid interaction is available
A Deep red: valid interaction is available, but too distant currently

Orange: interaction Is not currently possible.

Successful and unsuccessful interactions will be backed up with appropriate
O N e Ex l ‘A 5 ‘ a i sound effects.
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The reticule is a small dot in the centre of the screen that changes colour to give
D feedback to the player.

White: no interaction available
Blue: interaction attempted when no interaction is available

\ ' A M D Yellow: valid interaction is available
A Deep red: valid interaction is available, but too distant currently
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Reticule

The reticule is a small dot in the centre of the screen that changes colour to give
feedback to the player,

White: no interaction available

Blue: interaction attempted when no interaction is available
Yellow: valid interaction is available

Deep red: valid interaction is available, but too distant currently
Orange: interaction Is not currently possible.

Successful and unsuccessful interactions will be backed up with appropriate
sound effects.
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NARRATIVE DESIGN TOOLS

AUDIO

HAPTIC

CHOICE &
INTERACTION

* Get a good writer
involved (or practise by
writing short stories)

* Avoid long
monologues

* For most genres,
dialogue is plan C, so
use this order of
priority: play, show, tell
* Use nuance in your
writing to encourage
active listening

* Get good actors.

* Be consistent with
the social and cultural
setting(s)

* Think about location,

character, props, HUD...

Everything!

* Accept that many
things will be missed,
so tell the story with
everything on screen

* Try to avoid cliché - it
can be useful
shorthand, but also
leads to bland worlds.

* Economically a very
good option for
storytelling

* Feeds directly into
the imagination

* Excellent for building
atmosphere

* Can be very subtle

* Use details

« Often forgotten or
left until last, so don't
make that mistake:
include it early in your
documents and plans.

* Not available on all
platforms

* Used well, it can be
highly engaging

* Consider using
emotional haptic
feedback (e.g. a
nervous flutter) as well
as obvious big
moments

* Be careful to
enhance, not break,
gameplay feedback.

* Pick a story structure
that works for you,
your story, and your
team: linear,
converging branches,
bubbles, or branching
* Choice is powerful,
but the workload
escalates very quickly
* Try to make your
gameplay interactions
match the character
and their world.

BE CONSISTENT AND SUPPORT YOUR NARRATIVE SETTING

Avoid:

'fan service' scripts (they often seem lazy to the majority) * stereotypes and clichés (they drain
your world of individuality and/or consistency) * obvious repetition in voice samples (and to a lesser
extent ambient/music) * overuse of haptic * action choices that don't fit the character or world.
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