
DISCUSSION
FGD – CHAPTER 11
STORYTELLING



WHAT WAS THIS CHAPTER ABOUT?

SUMMARY



WHAT MAKES A GOOD STORY?
WHAT IS AN INTERACTIVE STORY?
WHAT IS NARRATIVE?

DESIGN RULE: NONINTERACTIVE SEQUENCES MUST BE INTERRUPTIBLE

DESIGN RULE: DO NOT SEIZE CONTROL OF THE AVATAR



WHAT IS THE DIFFERENCE BETWEEN DRAMATIC 
TENSION AND GAMEPLAY TENSION?

DESIGN RULE: RANDOMNESS AND REPETITION DESTROY DRAMATIC TENSION



WHAT IS A STORYTELLING ENGINE, AND HOW 
DOES IT RELATE TO OTHER PARTS OF A GAME?



WHAT ARE THE KEY DIFFERENCES, PROS, AND 
CONS OF LINEAR AND NONLINEAR STORIES?
WHAT DIFFERENT FORMS DO NONLINEAR STORIES 
APPEAR IN?

DESIGN RULE: BE CLEAR ABOUT CONSEQUENCES



WHAT MECHANISMS MIGHT YOU USE TO 
ADVANCE A PLOT? HOW MIGHT YOU IMPLEMENT 
THEM?



WHAT ARE THE EMOTIONAL LIMITS OF INTERACTIVE 
STORIES?



HOW DO YOU DESIGN FOR SCRIPTED 
CONVERSATIONS AND DIALOGUE TREES?

ANYTHING ELSE TO NOTE FROM THIS CHAPTER?



FREE TIME


