Game Design Project 4
Adventure game

Brain Storming:

Scenario:
A medieval fantasy adventure.
A story in the present time.
A story based on the future.
Time travel adventure like Back to the Future series.
The world of Matrix.
A Roman Empire epic story like the gladiator.
A detective story.
Survival horror adventure.
A romantic adventure with a twist.
A quest.
Treasure hunt.
A story of exorcism.
Godfather style, gangster scenario.
Space expedition.
The life of 3 magicians.
Concept of precogs.
Story of 3 characters with heroic abilities.
A story about how world war 3 is prevented.
About people with psychic abilities.
A tragic story.
A story about 3 sons who avenge the death of their father.

Skills and powers:
Physical attacks.
Magic spells
Healing
Defense
Teleportation
Exorcism
Psychic
Precog
Special attacks
Blades, guns and glory
Mobile 
Trump power
Fly

Characteristics of characters:
Funny
Grumpy
Alert
Humble
Jovial
Sly
Bold
Brave
Fat
Slim
Muscular
Tall
Short
Long hair
Short hair
Bald
Facial hair
Cunning
Greedy
Outspoken
Introvert
Extrovert





Story and Concept:
After the brain storming session I have decided to create an adventure using a mix of scenarios I came across during the brainstorming. This RPG game is based on the lives of 3 friends each having a very unique power. The three characters can combine their powers to perform never before seen attacks spells and powers. The 3 characters are as follows: 
Gordon – The Exorcist
He is capable of extracting spirits from people and can perform mental damage.
Alex  – The Psychic 
Alex is able to manipulate objects using his psychic abilities, right from bending a spoon to stopping bullets.
Stanley – The Precog
Stanley is able to predict future and also sees apparitions at random instances.
The Scenario
It is the present day and an event has occurred which shatters the three friends. The 3 characters then go on a mysterious journey to find out the truth.
Detailed story and gameplay:
I wanted to build up the story in the form of ACTs. For this story I will try to maintain the interest curve that is widely accepted by the human mind. It is given in figure 1.1. 
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Fig 1.1:
 Widely accepted interest curve
)


First role play game experience
After playing through my D&D expert’s game I got a basic understanding of how the game is played. Following were my learning:
Game Master decides how to steer the story by setting restrictions and adding spontaneous elements to the game.
While it is necessary to have an outline of the adventure in your mind it can’t be too specific as the players would wander into unexpected circumstances.
The Game Master’s story telling skill is very important and becomes a prime factor in producing an interesting adventure.
Fluency in the story telling experience was vital.
There are multiple instances where the Game Master had to make up things spontaneously.
The D20 dice were used to decide doubtful situations.
The adventure switched between simultaneous game play to turn based game play. Combat was mostly turn based.
How could I make this experience different?
For my assignment, I wanted to try and integrate some of the digital technologies that are available, to enhance my story telling experience. After brainstorming I decided to create a story that revolves around a lot of paranormal activity. I decided to use the following:
A video of some sort to raise the interest curve.
Use text to speech software.
Use gtalk to send out sms to players at key points of the game to give clues.
Divide the entire adventure into ACTs or chapters.
The story should not have a linear timeline.

The story structure in detail
Concept of ACT1:
Sticking to the true Hollywood story telling style, I decided to begin my story with an event which sky rockets the player’s interest curve. To achieve this, I decided to explain an event which is truly mind boggling and makes an opportunity for a lot of anxiety. And so I looked out for best way to communicate the event and that’s when I felt I should make use of a video feed. I knew a video would do a brilliant job in setting the initial interest curve.
You tube seemed to be my best option as I didn’t have time to make a video. I decided to use a video snippet that would fit into my theme of paranormal activity. That’s when I remembered this trailer of a movie called Quarantine which to me fitted perfectly to set a good pace for my story. The trailer shows how a reporter goes into this house with a bunch of firefighters to give a live telecast of the process when they are invaded upon by this strange looking creature. The video is shot in a normal camera and gives that amateur feel I was looking for. 
However, after receiving feedback, I realized that a movie trailer might be a disconnect and might affect the adventure experience. And so instead I used an amateur video of a demon attacking a girl. It is a hoax but suited my purpose. The video is available at the following link:
http://www.youtube.com/watch?v=YLMVGTWCJpQ
The blue highlights which follow indicate that they will be used during the actual Adventure.
ACT 1: The Big Bang:
All the 3 players get to roll a D20 and the person who gets the lowest value plays as Alex and doesn’t get to watch the video in ACT 1.
Game Master:
“All three of you know each other and are good friends. The adventure begins with a video feed that only Gordon and Stanley see via the internet.”
Gordon and Stanley see the video feed on my laptop.
By the end of this video I am hoping that it increases their level of anxiety and raises their interest curves as expected.

Concept of ACT2:
I decided to use the next act in the story to reveal the characteristics and skills of each player. However, I wanted this reveal to happen in a different way. I was against telling them about their characteristics directly. Instead I decided to use a new method that would help each player understand what they were capable of. In this method I would put each player through an interview. Via this interview I wanted to reveal who each person is. Also to enhance the experience I have decided to use voice modulator software which converts text to speech in a defined set of tones.
ACT 2: The interview
The players after seeing the video are taken back in time to explore and understand each of their capabilities.
Game Master: 
“In this act you will be going through a set of interviews. Be careful in how you play these interviews as it helps you understand more about yourself. Each player will be granted 3 questions. If you understand your primary skill at the end of this interview you will be provided an extra 2 health points”
Each player will roll a D20 and the player with the highest value begins with the interview.
Each player can ask a maximum of 3 questions.
In case of any doubtful questions that Gordon asks, I will roll a D20 to decide on the answer.
Interview with Gordon:
Game Master:
“Gordon, you are in your office sitting in front of an 8 year old boy named Benjamin. His parents wait outside your room watching you interview their child. They seem to have been overshadowed by great sorrow and look helplessly upon you and the child. You may now ask the child 3 questions.”
Benjamin Voice Details:
Type: Child
Pitch: 300
Speed: 125
Pitch quality: Natural
Vocal effort: Normal

I set the voice for the speech to that of a child in the application.
As Gordon asks questions I reply via this text to speech application.
The player then gets to ask 3 questions.
Once Gordon finishes all his questions, the child speaks up:
Benjamin Voice Details:
Type: Strong Man
Pitch: 75
Speed: 120
Pitch quality: Natural
Vocal effort: Whispered
Benjamin:
“You are not going to drive me out Gordon. I shall rip your heart out you fucking cunt! This child's soul is mine, and I will destroy anyone who tries to take it away from me…. So Gordon, get the fuck away from me before I slit your throat.” 
At this point I ask if the player realizes what he is capable of and if he gets it right he gets an additional 2 health points.
Game Master:
“The child then takes a pen knife lying on your table and tries to attack you.”
The player rolls a D20 here and if he gets above 10 he takes away the knife and performs an exorcism which drives the evil spirit from Benjamin. Otherwise he takes 1 hit point and is unsuccessful in the exorcism.
The characteristics and skills of Gordon are revealed at this point:
Game Master:
“Your name is Gordon Galilee. You used to be a priest but lost faith after losing your only son. You are famous for your exorcism in the city of LA, California and have completed many exorcisms successfully in the last few years. You currently practice exorcism for a living. Your skills and characteristics are as follows:”
Name:  	Gordon Galilee

Attributes

Physical:	9
Mental:	13
Social:		13

Skills	
			Skill Points		Actual Skill
Physical
Unarmed Combat		0			-1
Melee Combat			3			2
Combat Defense		2			1
Athletics			0			-1
Stealth				5			4

Mental
Investigation			3			9
Memory			3			9
Fear				5			11
Stability			3			9

Social Skills
Leadership			3			6
Performance			2			5
Intimidation			3			6
Subterfuge			2			5
Style				0			3

Special Skills
Exorcism						5

Inventory

Bible, Cell phone, Analog watch, Wallet with ID and $200 cash, Book of Spells, Digital Camera, Holy Water and a Cross.



Interview with Alex:

Game Master:

“Alex you are currently in a closed room sitting on a chair with your hands cuffed behind. Your assistant Lisa Raymond is holding a device pointed at you. You are trying to free yourself from the captive situation.”

I decided not to use text to speech application here as the voice did not have a natural tone to it. In the previous case it was possible as the child Benjamin had a ghost in him. So it didn’t matter. However, here that is not the case.


Lisa:

“Come on Alex, you can do it. The device is showing high values of activity. Use your powers!” 

The player then gets to ask 3 questions.

At this point I ask if the player realizes what he is capable of and if he gets it right he gets an additional 2 health points.
Game Master:

“You realize that you are testing your psychic powers with this experiment and now roll your D20 and if you get a number greater than 10 you successfully execute your power to free yourself from the handcuffs.”

Lisa:

“Yes Alex, you did it!! Check that reading out on the PAM device. It shows a 1200 rating, which is the highest you have reached! Great work!”

Game Master:

“Your name is Alex Wright; Born in West Virginia. During your childhood days you realize that you can bend spoons and manipulate simple objects. You are gifted with psychic abilities. Currently you are doing research on the extent to which your abilities can be pushed. You have also learned that whenever you use Psychic abilities you drain a lot of your energy”

Name:  	Alex Wright

Attributes

Physical:	9
Mental:	16
Social:		10

Skills	
			Skill Points		Actual Skill
Physical
Unarmed Combat		5			4
Melee Combat			3			2
Combat Defense		2			1
Athletics			3			2
Stealth				5			4

Mental
Investigation			2			8
Memory			2			8
Fear				0			6
Stability			5			11

Social Skills
Leadership			1			1
Performance			2			2
Intimidation			1			1
Subterfuge			2			2
Style				2			2

Special Skills
Mindbender						5

Inventory

Cell phone, $200 cash, pack of cigarettes, lighter, wallet, ID card, gloves and a psychic meter.

Interview with Stanley

Game Master:
“Stanley you are standing in a strange blood smeared room with a gun pointed towards the forehead of a young lady. Your hand is on the trigger and for some reason the woman is surprisingly calm. There are two other people lying on the ground covered in blood. The woman is in her mid 20s with short black hair and has a nose ring. She is surprisingly calm with the gun still pointed towards her head. She looks at you straight in the eyes.”

Girl: 

“Stanley…. So you think you can shoot me huh? 
What are you waiting for damn it!! Blow my fucking brains away!
Don’t be a pussy!”

The player then gets to ask 3 questions.

Girl:
So are you going to shoot me or what huh? 

At this point I ask if the player realizes what he is capable of and if he gets it right he gets an additional 2 health points.
Game Master:

“Stanley, you may now decide to shoot or leave the lady alone. If you choose to shoot her roll a D20 and if you get a number greater than 10 you kill her.”

Game Master:

“You are now standing in front of the mirror in your house. You just had an apparition. Your full name is Stanley Crow. A precog, capable of seeing the future. You can see events that occur in the future. However, you don’t always choose to see the future. Sometimes you can, using a D10 dice. Otherwise it occurs accidently just like the one you experienced now. You work at a local toy store and are close friends with Alex Wright and Gordon Galilee.”

Name:  	Stanley Crow

Attributes

Physical:	15
Mental:	11
Social:		12

Skills	
			Skill Points		Actual Skill
Physical
Unarmed Combat		4			9
Melee Combat			3			8
Combat Defense		2			7
Athletics			3			8
Stealth				4			9

Mental
Investigation			2			3
Memory			3			4
Fear				5			6
Stability			1			2

Social Skills
Leadership			2			4
Performance			3			5
Intimidation			3			5
Subterfuge			2			2
Style				5			7

Special Skills
Predict							5

Inventory

Cell phone, $200 cash, Aspirin, wallet, ID card, gloves, Knuckle Dusters, Pen knife, marbles.



ACT 3: The Call

Game Master:

“In this act, Gordon and Stanley show what they saw on the internet to Alex.”
“When Alex sees the video he quickly identifies the girl in the video is his sister Martina.”

The players are then presented with the area map specified in Fig 1.2.

Expected plot:

In this act the players are introduced to their very first puzzle in which they need to find out where the girl in the video is held. The act begins with Gordon and Stanley showing the video to Alex. Alex on seeing the video realizes that it is her sister, Martina Wright, in it. He freaks out and says that she was supposed to be on a vacation to Florida. Gordon, Stanley and Alex then head out to the police station to find out where the video feed was obtained from. The police say it would take a while as they would have to search through their entire database. 

As the trio leaves the police station, Alex receives a phone call on his mobile. It is his sister, Martina, however from an unfamiliar phone number. She says that she is doing fine and laughs when Alex tells that he saw him in this disturbing video. She tells Alex that her mobile was malfunctioning which is why 
[image: E:\ETC\GameDesignClass\StreetMapped.png]
Fig 1.2: Satellite view of the area.

she is calling from her friend’s mobile. However, she does have a suspicious tone to her voice and sounds a little different. Martina tells Alex not to worry and that she is doing perfectly fine and enjoying her vacation. 

After the call, Alex is a little suspicious and feels that something is wrong. The group decides to go to the mobile communications center to trace the call. At the center Gordon flirts with the woman in charge to get the details of the call. The woman tells them which particular tower of their mobile network was used to switch the call. They find out that it was from an apartment only a few blocks away on Vine Street.

As they make their way out of the center, Stanley gets an apparition. In the vision he sees himself, Alex and Gordon helping up a small girl with a pony tail. As they lift the girl she utters, “She stays at the Enigma.” Stanley tells the others of this vision. The team then decides to go to Vine Street. 

As they reach Vine Street, they look around to find some clue to the possible building from which the call was made. But they are clueless. That’s when a girl on a toy scooter rams into them and falls down. As the 3 guys lift her up she looks into Alex’s eyes and out of nowhere whispers. “She is at the Enigma.” They look around and see the building in an alley. A 3 storied grey building.



ACT 4: Enigma

Game Master:

“So, the 3 of view reach the front of the building and go in through the entrance. At that moment Alex notices an engraving on the wall of the building. It says ‘The Enigma. Isaiah: 14:12’.

Expected plot:

As the players make their way into the building they see a board with an engraving on it. The engraving read “The Enigma. Isaiah: 14:12”. Gordon checks his Bible to see what the verse says.

Isaiah: 14:12

“How art thou fallen from heaven, O lucifer, son of the morning! How art thou cut down to the ground, which didst weaken the nations.”

This basically gives them a sense of something evil that may be happening at the Enigma. 

 (
Fig 1.3
: 
Floor 1 of Enigma.
)The players are then presented with a map for the buildings 1st floor. It is given below.
 (
Fig 1.4: 
Floor 2 of Enigma
) the players go into the building they see the reception with two gentlemen standing behind it; One with glasses and a black suit and the other in a blue striped full sleeve shirt. 

Gentleman in black suit:

“How may I help you gentlemen?”

Throughout the conversation the man in the black suit tries to avoid their questions and generates a certain level of suspicion. The man knows that Alex’s sister is at Enigma. Meanwhile the man in the striped shirt has a few scratch marks on his arm which he got while trying to tie up Alex’s Sister.

The two, when they find out that the players aren’t listening to them warns them saying that they shouldn’t try to uncover the truth as it would lead to their destruction.

The players then find out that the only way to reach the other parts of the building was to actually book a room in the hotel Enigma. And so they book a hotel and decide to explore the building further.

The players then head to the second floor of the building where they see a very strange architecture. This is their second puzzle. The floor has a checkered design with a strange looking statue at one end. On the statue is written the following words:

 “The four wise men stood where light maketh a difference” 


The players then enter their room to find out that it does not hold any secrets or discoveries. 
The players then head to the 3rd floor. In third floor they see the hallway that was similar to the one seen in the video; the same hallway where her sister was attacked by some strange creature. 

 (
Fig 1.5
:
 
Floor 3 of Enigma
)
As they walk down the hallway, Stanley gets another apparition. This time he sees Alex using his psychic abilities to lift a dead body and place it next to the statue seen on the 2nd floor. Stanley conveys it to the other players. 

As the players walk forward they see the cameras which could have possibly taken her sister’s attack video. As they move forward they reach a door guarded by two people. Stanley quickly recognizes one of them as the person who was dead in his apparition. 

Once they deal with the guards the players enter the room and find out that it was the same room she was last seen in the video. The floor has stains of blood and some papers. Alex reads the papers to find out a script for a video. The script sounded similar to his sister’s video. However, it also contained her brutal killing at the end by a woman. The script also gave information about which surveillance camera is to be used and when. It had every element of a snuff video. 

    
The players then head back to the second floor. One of the players carries the body of a body guard.
There they stand on the squares whose color has changed due to the light from the statue and Alex uses his psychic abilities to lift the dead body of the bodyguard and place him standing on the 4th square which has light falling on it. When this arrangement is completed, the statue turns and moves up and this opens up one of the squares on the floor. This opening leads to another room. 


ACT 5: The end is near

Game Master:

“In this act you enter through the secret passage and reach a blood smeared place. There are a lot of weapons everywhere and the smell of flesh. You hear the screams of Alex’s sister coming from a room close by.” 


Expected plot:

The four players go in through the secret passage and end up in a nasty place filled with blood stains and weapons. They then hear the screams of a woman; the voice of Alex’s sister. They rush towards the source of the screams to find out Martina smeared in blood and held in chains. There was a short bald man with a tattoo of an inverted cross on his arm recording all that was happening with a video camera. At that moment a female with the voice of Alex’s sister walks in from nowhere. 

Evil Woman:

“Hello gentlemen, I have been expecting you. What took you guys so long? So you guys are here for her I suppose. Hmmm, unfortunately it seems like she is a little busy now and we are in the middle of a video shoot. Please wait until she is done. You can take me if you want. I am very much like her. What good is a snuff video without multiple deaths huh?” 

The woman was wearing a black dress and her eyes did not have any pupils in them. It was white as snow. 

Stanley then remembers her from the apparition that he had during the interview. It is same girl he says to Gordon and Alex. They get ready to attack her and the guy with the video camera. The players find out that the woman is too powerful and quick and that they are not able to attack her. The puzzle here is to perform a sequential attack by all the players. To attack the evil woman:

Stanley has to predict what her future attack would be first.

 (
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Fig 1.5a: 
Final confrontation
.
)
The other players then attack her based on Stanley’s prediction. This reduces her physical health.
Gordon would then have to try to tame the evil woman’s spirit. This reduces her mental health.
The evil woman has a total of 3 physical heath points and 3 mental health points.

Towards the end of the battle, Stanley holds a gun against this evil woman’s head just like he saw in his very first apparition in the game. Both Alex and Gordon lie on the ground after having drenched their powers.

Evil Woman:
“Stanley…. So you think you can shoot me huh? 
What are you waiting for damn it!! Blow my fucking brains away!
Don’t be a pussy!”

Evil Woman:
“Come on!”

Stanley looks into the future one last time and sees her manipulating the bullet in the gun to do a reverse spin and motion. Stanley points the gun towards him and fires. The bullet hits her in the head. Her brain paints the wall behind her. She cries in pain and her ghost escapes into void. 
Alex then unties his sister and takes her to a hospital along with Stanley and Gordon.

The end.

PUZZLES in the adventure

Puzzle 1: Locating Martina

This puzzle is triggered when Stanley and Gordon show Alex the video of her sister. It is up to the players to locate her. This puzzle is solved in a sequential manner. The steps are as follows:

To start solving this puzzle I placed a police station in the area map show in fig 1.1. This would be the logical place to go under such a circumstance. However, the police say it would take a while before they could analyze the video and define its source.
When the players exit I bring up the next clue in the puzzle. Alex gets a phone call from his sister. But, the call is from a different number and his sister sounds different and suspicious. Basically, I create a feeling that something is not right with that phone call. This should initiate an urge amongst the players to trace the call.
The area map shows a mobile communication center. The players should naturally head to this center to trace the phone call made by Alex’s sister. The personnel at the center gives the next clue that the phone call was made just a few blocks away in Vine Street. 
The final clue is given in the form of Stanley’s apparition. Stanley sees a vision where the trio helps a small girl up from the ground. As she gets up she whispers into Alex’s year that “she (Martina) stays at the Enigma“, and points to something.
At this moment the players have two clues which are pretty much unrelated and these are:
Phone call was made from Vine Street.
A child would lead them to where Martina might be.
Since the obvious one is that they should go to Vine Street and search there I expect the players to do that.
Once the players reach Vine Street I create a scene where a small girl on a toy scooter bumps into them. The scene that I explain next is exactly similar to Stanley’s apparition. The players then look at what the little girl was pointing to which is a grey building named Enigma. The puzzle ends here.


Effectiveness:

This puzzle was solved as I had expected. Since I made the infrastructures like police station and mobile communication center evident, the players progressed through the puzzle in the sequential manner I had designed it to be solved. However, after exiting the communications center one player wanted to go back to the police station for any updates regarding the video. But, the others picked up the Vine Street clue and decided to drive there and look for Martina. Once they reached there I put forth the ‘little girl with toy scooter’ intervention. And hence the players were able to solve the puzzle and find out where Martina could possibly be located. I believe this puzzle was effective as it made them think logically with the given clues as to where Martina would be located. And hence my first puzzle turned out the way I wanted it to be.

Puzzle 2: The Mystery of the glowing statue

The players are introduced to this puzzle when they enter the second floor in Enigma. This is a slightly more difficult puzzle. The story explains the statue as a strange and unique piece and creates a level of anxiety in the players. This puzzle is solved using 3 clues and these are as follows:
In the layout of the 2nd floor, the glow from the statue gives a different color to 4 squares on the floor. Please refer fig1.4.
On the statue is an inscription which reads “The four wise men stood where light maketh a difference.”
Stanley’s second apparition, which shows Alex levitating a dead body and trying to place him on a square next to the statue.

I am expecting the players to notice the glow of the statue on the floor and also look closely on the statue. This should reveal the first 2 clues. The 3rd clue will be provided to the players when they wander on the 3rd floor. Stanley will have the second apparition on the 3rd floor and he also recognizes that the dead body that he saw in his vision was of one of the guards on the same floor. I am hoping that these clues should establish the solution to the puzzle.

Solution

When four people stand on each of the four squares having a different color on them from the glow of the statue, a secret passage door will open. 

Effectiveness:

This puzzle was definitely not as straight forward as the first one. The players initially did not take a close look at the statue though they tried to move it around and break it. And so I had to steer the story in such a way that Gordon notices an inscription on the statue. The players thus came to know the second clue. On hearing that they understood the difference in color on the squares due to the statue’s glow. The players were still puzzled and did not know how to solve it. However, this is how I wanted it to be. I wanted them to discover the 3rd clue and then come back to the statue and solve it. So, when the players reached the 3rd floor the 3rd clue was given in the form of the apparition. The players then understood that 4 people were required to stand around the statue to solve this puzzle. However they had confusion as to who were the so called wise men in the 2nd clue. They thought it had to be the other bad guys in the building and so went back to the 1st floor to get the guys at the reception. However I steered the story so that they had disappeared and were no longer there. This left them no choice but to be the wise men themselves. And so the 3 players stood on the squares with the glow on them and then Alex used his psychic powers to levitate the dead body of the guard onto the fourth square. And thus the players solved the puzzle and opened the secret passage way. 


Though the players deviated a couple of times from the path to solving the puzzle, I was able to redirect them into the correct path. Overall, I feel the puzzle served its purpose and produced a good degree of challenge to the players which was neither too easy nor too difficult.




Puzzle 3: Fighting the evil woman

This was the final puzzle in my adventure and the hardest of the lot. It was based around a combat technique to kill the final evil woman. This final boss is too powerful and quick to be killed by normal attacks and usage of powers. She responds to the players moves with blazing speed and so the usual methods of attacks will fail. The puzzle or trick to killing this boss is to perform a sequence attack. The sequence attack is performed as follows:

Stanley has to predict the evil lady’s next move by throwing a D10. If he gets a value greater than 5 he is successful in the prediction.
Either Alex or Gordon would then have to launch a physical attack or soul attack on the evil lady to damage her physical health or mental health respectively.

The above mentioned method was the only way to inflict damage on the final boss lady. The toughest part of this puzzle was that the clues are very subtle and does not click very easily to the players. But I felt it is a worthwhile puzzle and allows for a more challenging and dramatic finish. 

Effectiveness:

As I had expected the puzzle could not be easily cracked. The players could not find a way to cause damage to the boss lady. They tried repeatedly to attack using each of their powers. But all of them failed. I finally gave them a clue that, the boss responds to your moves super fast and so it is more like she knows what you are about to do even before you do it which is she defends all your attacks. And that’s when one of the players got the idea that Stanley could try predicting her move and then the other players can act accordingly. And that was it; the players solved the puzzle and killed the final boss. The puzzle wasn’t as effective as I thought it would be. I wanted the players to crack it without be having to five the clue. But I felt it allowed for an interesting mechanic to fight the boss.





















Interest curve before playing the adventure

The following is the interest curve I have estimated before actually playing the adventure. I have taken the key moments in the game which I believe would generate a significant variation in the players’ interest curves to plot the below curve.
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Fig 1.7:
 
Expected interest curve before the adventure was actually played.
)


The events specified in the curve above are as follows:

Gordon and Stanley see the video.
Interview of the 3 characters.
Alex sees the video and realizes it is his sister.
Alex gets call from his sister.
Stanley sees his first apparition. (little girl)
Characters see ‘Isaiah 12:14’ in front of Enigma.
Characters see the strange glowing statue.
Stanley sees his second apparition. (dead body levitation)
Characters realize Alex’s sister might be a victim of snuff video.
Characters find Alex’s sister chained and smeared in blood and realize that the evil woman can be defeated only through Stanley’s prediction skills.
Boss lady’s final attack and Stanley’s survival.
Alex’s sister is saved.

Interest curve after playing the adventure

Once the adventure was played through I decided to include more points within the graph to generate a clearer and sharper interest curve. The new interest curve is as follows:
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Fig 1.8:
 Actual interest curve that I felt after playing through the adventure.
)


The events in the above curve are as follows:

1. Video feed shown to Gordon and Stanley
2. Interview with Gordon, Alex and Stanley
3. Gordon and Stanley show Alex the video
4. Alex searches for sister with Gordon and Stanley (puzzle 1)
5. Visit to Police Station
6. Alex gets a phone call from sister, Martina
7. Visit to Mobile Communications Center
8. Apparition 1: Stanley sees vision of helping a small girl up.
9. Alex, Gordon and Stanley experience Apparition 1.
10. Alex, Gordon and Stanley find the Enigma and see the engraving "Isaiah 12:14"
11. Meeting at Enigma's reception.
12. Strange glowing statue on Enigma's second floor.
13. Apparition 2: Stanley sees Alex levitating a dead body onto a tile next to the statue.
14. Attack on guards protecting room on 3rd floor
15. Reveal of snuff video script and blood in room.
16. Solving the statue puzzle. (Puzzle 2)
17. Experience Stanley's Apparition 2.
18. Opening of secret passage.
19. Seeing sister tied to chain and being shot using a camera.
20. Attack of the evil lady.
21. Strategy to attack evil lady (Puzzle 3).
22. Saves Alex's sister.
2. Interview with Gordon, Alex and Stanley
3. Gordon and Stanley show Alex the video
4. Alex searches for sister with Gordon and Stanley (puzzle 1)
5. Visit to Police Station
6. Alex gets a phone call from sister, Martina
7. Visit to Mobile Communications Center
8. Apparition 1: Stanley sees vision of helping a small girl up.
9. Alex, Gordon and Stanley experience Apparition 1.
10. Alex, Gordon and Stanley find the Enigma and see the engraving "Isaiah 12:14"
11. Meeting at Enigma's reception.
12. Strange glowing statue on Enigma's second floor.
13. Apparition 2: Stanley sees Alex levitating a dead body onto a tile next to the statue.
14. Attack on guards protecting room on 3rd floor
15. Reveal of snuff video script and blood in room.
16. Solving the statue puzzle. (Puzzle 2)
17. Experience Stanley's Apparition 2.
18. Opening of secret passage.
19. Seeing sister tied to chain and being shot using a camera.
20. Attack of the evil lady.
21. Strategy to attack evil lady (Puzzle 3).
22. Saves Alex's sister.















Interest curves from my play testers


Name: Carlos Hurtado
Played as: Stanley Crow
 (
Fig 1.9: 
Interest curve created by Carlos for my adventure.
)[image: C:\Users\deaDBaby\Documents\Downloads\JohnInterestCurve.jpg]


Name: Srinavin Nair
Played as: Gordon Galilee

[image: C:\Users\deaDBaby\Documents\Downloads\newInterestCurve.JPG]
 (
Fig 2.0: 
Interest curve created by 
Navin
 for my adventure.
)



Name: Michael Lewis
Played as: Alex Wright


 (
Fig 2.1: 
Interest curve created by Michael for my adventure.
)[image: ]



The Post Mortem Analysis

Role playing games have been probably where I have had the least amount of experience. Though I have always liked creating stories and concepts I haven’t really had a chance to make people sit through and experience them. Being an ardent fan of the Metal Gear Solid series, storytelling is one of those prime factors that I look forward in a game. From this assignment I wanted to understand my potential at storytelling and providing a satisfying role play experience.

Thumbs up

After playing through my adventure I saw that most of the story elements that I had included worked well and that the players stuck more or less to the expected plot. The following things worked well in my game:

The video I showed in the beginning gave the initial spike I wanted in my adventure’s interest curve. This is seen in the interest curves provided by all the players.(Fig 1.9, 2.0, 2.1)
Though Alex (Michael Lewis) didn’t see the video in the beginning, I was hoping the audio would increase his anxiety level. This worked out well as can be seen from his interest curve. (Fig 2.1)
The concept of introducing each player’s character through a flashback which involved them being put into distinct scenarios was well received. Being able to ask questions to understand each player’s skills via an NPC was different and worked out well. And the fact that I gave them a bonus of 2 health points if they understood their skills from the interview (before I described them) balanced the experience to some extent. Hence even if they couldn’t understand their skills the game would still progress.
The satellite view map in Fig 1.2 served its purpose in the game’s progress very well. Since I purposely highlighted the key buildings in the map the player’s didn’t have any confusion on where to head next in the story. It was a sort of indirect control I decided to have so as to prevent the players from unwanted wandering and deviating away from the story’s central plot.
The scripted elements like,
Alex receiving a call from his sister when they come out of the police station.
Stanley’s apparition of the player’s helping up a little girl.
Stanley’s apparition of Alex levitating a dead body.
gave directions to the players on how to go ahead with the adventure and at the same time feel a sense of progression. These scripted elements were also a form of indirect control which prevented unwanted exploration by the players.
The first two puzzles that I had designed for the adventure worked well and the scripted events greatly helped the players in solving them. Both puzzles maintained a level of subtlety and didn’t have a straight forward solution.  
Players liked the concept of being able to attack the final boss lady only through a sequence attack. The fact that she could be attacked only through a 2 step procedure was an interesting gameplay mechanic; Alex first predicting her move and then the other 2 players attacking accordingly.
Each skill of the players was different and had high probability to break the story. So, I created events in the game in a way that the player’s don’t find meaning in using them lavishly. And this worked out pretty well as the player’s found real use of their skills only in the last 2 ACTs of the adventure.
The few non-linear timeline moments in the game did not confuse the players and worked the way I wanted it to.

Thumbs down

As I began playing through my adventure I started seeing the shortcomings of my story and how it could have been made better. Some of them were expected while the others were a surprise. Following are the things which didn’t work out well in my game:

To begin with, I had used my old laptop to for the adventure. And since it did not have office 2007 I couldn’t open .docx files. As a result I had to type in the text for the child NPC (Benjamin) in Gordon’s interview. Since it took more time I was not able to type in long dialogues of the child into the text to speech converter. The idle time would have killed the interest curve and so the trade off was to not use the converter for the child’s long dialogues (while this is where the converter mattered most). 
There was an imbalance in the difficulty for the interview scenarios for each player. While it was pretty easy to understand what Alex and Gordon were capable of from their scenarios, it wasn’t so for Stanley. Stanley’s interview gave a very vague idea of what he was capable of. The scenario generated a possibility of more than one type of skill and so the player was confused.
Though the story declared the 3 characters as friends, there aren’t any elements in the adventure which projects this relationship. With a more worked on plot I believe this could have added a strong dimension to the overall experience.
The dice was used mainly for combat and execution of special skills. As a game master I did not rely too much on the dice to make decisions throughout the story. I failed to attain that good balance between interactivity and scripted story telling. 
I knew from my D&D expert’s adventure that I can’t have a fully outlined story as the players should be able to manipulate it to some extent. And hence I created some of the scenarios and NPCs in the game without much detail. However, when the players asked questions regarding them, I stumbled a bit and could not come up with a spontaneous answer which was meaningful.
While Alex and Stanley tried to use their powers more often in the last 2 ACTs, Gordon didn’t have a choice. His skill of exorcism could not be put to use until the very end of the game. And this affected his interest curve, shown in Fig. 2.0. The curve does not show a lot of fluctuations.
The players found the final puzzle more difficult than I anticipated. While I did not provide any explicit clue on how to attack the final boss lady, I was hoping the players would realize Stanley’s skill to predict her moves and then attack her. But it was not until I explicitly mentioned that she moves at such a speed that it almost feels like she knows what moves the players were going to make, that he players realized and decided to use Stanley’s prediction skills. I felt this took away a small amount of the excitement that I expected this puzzle to offer.
Though I had a hard copy of the entire adventure, I mostly conducted the adventure from my mind. However, as a result of this, I forgot to include a final sequence that was there in the adventure. In the final battle, once the players defeated the Boss lady, she comes back up one last time. And at this moment, Stanley holds a gun against the lady’s forehead. This scene is exactly the apparition that he sees in his interview in ACT2 of the adventure where he has a gun pointed towards a lady. In this final scene, the lady uses her last bit of powers to reverse the bullet’s spin and motion in Stanley’s gun. So the trick here was Stanley had to predict the future one last time in which he would see his death by a bullet from a gun pointed at the boss lady. If Stanley doesn’t predict he dies in the story. In the excitement of the story telling I forgot about this whole scene and ended up not including it in the adventure.
From the curves of Carlos and Navin it can be inferred that the ending climax offered only slightly more excitement than offered by the video (shown at the beginning of the adventure). I was hoping that it would be considerably higher as shown in Fig 1.8. However, Michael’s curve (Fig 2.1) was more or less similar to how I projected it in Fig 1.8.


Interest Curve comparisons

Comparison of my interest curves before and after the adventure:
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Fig 2.2: 
Before and after curve comparisons.
)



The key events in the adventure which I felt would affect the interest curve most was more than I expected it to be. Clearly it can be seen that the curve I drew before playing the game has lesser key events.
I had to remove the event which involved the final attack by the boss lady which was exactly similar to Stanley’s apparition during the interview. It is depicted by ‘K’ in the before curve, but removed in the after curve as I forgot to include this sequence.
The after curve includes the events which reduce the interest level unlike the before curve, which plotted only events which elevated the interest. This gave a clearer interest curve for the whole experience.
 In the after curve there is an unmarked dip towards the end. This event was not expected. It was caused due to the difficulty in solving the final puzzle. It took the players a while before they launched the attack in the designed way.
Also it can be seen from the two graphs that in the after curve there is a gradual increase in the interest curve as the game progresses compared to the before curve. This I feel is because the players got to use their special skills only towards the final ACTs of the adventure. 



Comparison of players’ interest curves of the adventure:


 (
Carlos
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 interest curve
 (Stanley)
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Srinavin’s
 interest curve
 (Gordon)
)





 (
Fig 2.3: 
Players’ interest curve comparison
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Michael’s interest curve
 (Alex)
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As we see from the interest curves given above the experience has been significantly different for each player. I believe the difference in the experience is due to the following reasons:
All players experienced the initial spike in the interest curve. This is due to the video that was shown in the beginning. The audio of the video helped in raising Michael’s initial interest curve.
There is a surge in the interest level at event 3 on Michael’s curve. This is when he sees the video and realizes that it is his sister who is in the video. This is however not seen in the interest curves of the other two players.
Srinavin’s interest curve does not show drastic variations like the other players. This I believe is because his power to exorcise was not required until the very end of the adventure. As a result his interest curve fluctuated only within a small span.
Stanley’s apparition 1 (event 8) has elevated the interest levels in all the players as can be seen from the curves.
Carlos’s interest curve shows distinctive surges. This is due to the character he was role playing. He played as Stanley, the guy who predicts the future. And, hence if you look closely, every time he had an apparition or used his power to predict, the interest curve surges (events 8, 17 and 21). 
The puzzle at the statue in floor 2 of the Enigma did a good job in elevating and maintaining the interest curves of all the players.
Michael’s curve is closest to my projection of the interest curve (after curve). I believe this is because the story’s main plot involved saving his sister. His interest curve increases as the game progresses. And this makes sense because as the game progresses the players get more and more close to finding his sister. Also, he used his psychic powers mostly towards the final ACTs.
For Carlos, the ending climax failed to exceed the interest level set by the video shown at the beginning. 
And, hence we see that the variations in each player’s curve are characteristic of the roles they played.

Lessons learned from this assignment
This was my first ever role playing experience and the first time my story telling skills were challenged. I enjoyed working on this assignment because it taught me certain aspects of interactive story telling. Following are the lessons I learned from this assignment.
Ensure that the climax of the experience surpasses the interest level set at the beginning of the adventure considerably. In my adventure I used a video to set the initial interest curve. However, I feel my adventure’s climax failed to surpass it. I would blame it on me using a video. The video does not require my players to imagine anything and so it is easier to elevate their interest curves. And since I did not use any video for the climax it made it all the more difficult to surpass the initial interest curve.
It is necessary to have an outline of all the events in the adventure and follow them correctly. Otherwise, we would forget some important sequences in the game. With an adventure lasting for hours it becomes absolutely necessary to do this.
Characters having powers like exorcism, psychic abilities and prediction are easy ingredients to breaking a game; if not carefully planned out and executed it could result in a disaster.
 Always use hardware that has been tested and proved before using them to tell your story.
Use the dice more often to judge how an NPC behaves. This gives a sense of hope and chance to the players and ends up enhancing the overall experience.
Indirect control becomes very vital in tackling difficult situations in the story. Without the satellite map that I used in the game I could have ended up with an adventure that would never finish.
Giving a sense of progression is very important to maintain the interest curve. In my third puzzle when the players failed to inflict damage on the final boss lady I could see the interest level dropping. The players did not get a sense of progression during that period. In an interactive story telling experience the players should sense that their actions are working and is enabling them to move ahead in the story.
The reason for setting out on the adventure should be equally strong for all the players. It is this objective that gives them meaning to play through the entire adventure. In my game Michael (Alex) had a very strong motive and that was to save his sister. However, for the other two players that motive wasn’t strong enough to maintain a good overall interest curve. And it is not because they didn’t want to save Alex’s sister but because I failed to add depth to the kind of friendship that the Alex, Stanley and Gordon shared.  Had I added more depth to their relationship, the interest curves of Stanley and Gordon would have been better.
Ensure that special skills given to characters are balanced and that they are able to use them in equal amounts. If the adventure requires only one player to use his skills then it deteriorates the interest curves of other players. Also the powers of every character have to be balanced so that one does not become more powerful than the other. 
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