
Storytelling

Part I
In class on 11/3

Part II
Before class on 11/10

Part III
Before class on 11/12

Final
Before class on 11/17
For this project, you will create a role playing adventure and three player characters, using the “Roleplaying 101” system. After you have created your adventure, you will take the role of “storyteller” and lead three players through your adventure. Your adventure should be designed so that meets all the requirements in “How To Prepare An Adventure,” below.
You have been assigned teammates who will serve as players in your adventure, and you will serve as a player in each of their adventures. In total, you will be a storyteller in one adventure, and a player in two adventures.

Groups have been arranged to have at least one member who is an “expert,” who has played tabletop role playing games before. This member will be the first to run his or her adventure, and will do so during class for Part 1 so the other team members can learn by example. If you need help with your adventure, contact one of these experts, the TAs, or the professor.
How To Prepare An Adventure

There are a variety of supplemental materials available to help you create your adventure:

Storytelling – Roleplaying 101.doc describes the rules of the game.

Storytelling Advice.pdf gives advice on what to prepare, and lists 100 adventure ideas.

Storytelling Sample.docx describes what Ira prepared for the in-class adventure.

At minimum, you will need the following items:

A) At least 3 characters, one for each player
· Print one character per page, so you can give one to each player. Describe each charcter in detail, so the players will be able to act them out more convincingly.

B) An outline of the story.

· Why are these characters together? Where are they? What is the central conflict? What puzzles or challenges will you put before the players? What hints have you prepared in case they have trouble?

· Include a timeline for each section, and aim for a total length of 3 hours.

C) A map of the area (or multiple maps)

· Draw a map of the area to help the players understand the layout of the area. 

· http://pyromancers.com/dungeon-painter-online/ could be a useful tool.
D) 2+ Non-Player characters (NPCs)
· Minor characters need less advance planning – a guard or a pet dog can be simple characters without a lot of background. But the mentor, sidekick, or major villian will all need details. A general guideline is that the longer the players will interact with the character, the more you should think about that character in advance.

E) A puzzle of some sort, that the players will decipher during the adventure.

F) An anticipated interest curve. (See item C for the Final part.)

Part I
By the first deadline, your team must do these things:
1) If you are not the expert in your group, then read this article before class:

http://gamedesignconcepts.wordpress.com/2009/07/30/level-10-nonlinear-storytelling/
Come prepared to play in an adventure created by your team’s expert.

2) If you are the expert, you must start your adventure during class.  Obviously it will require significant preparation, so you can read the article above whenever you get the chance, sometime before the Final Deadline.

3) You must schedule the remaining adventures for your group. You will probably need to continue the first adventure after class. E-mail Ira the order and dates.
Part II
At least one other person in your group must have run his or her adventure by this deadline (two total).  If your schedule has changed for the remaining adventures, you must
e-mail Ira the new order and dates.

Part III
At least one other person in your group must have run his or her adventure by this deadline (three total).  If your schedule has changed for the remaining adventures, you must e-mail Ira the new order and dates.

Final

All members of your group must have run their adventures.  Each person must send the information below to Ira before the final deadline:
A) All notes, maps, illustrations, descriptions, etc. that you created for the purpose of running your adventure. (Physical copies are OK if you don’t have digital versions.) This is everything from “How To Prepare An Adventure” above.
B) Your thoughts and reflections about what worked well, and what worked poorly in your adventure. This post-mortem analysis is the most important part of this assignment. Consider questions such as: What surprised you? Do curves E and F differ at all? Why? How about G1, G2, and G3? Did this experience teach you anything about interactive storytelling?
C) An interest curve that illustrates your predictions about how your adventure will play out. Label points on the curve to correspond with events in your adventure. Create this curve before you run players through your adventure.

D) An interest curve that illustrates how your adventure actually played out. Create this after you run players through your adventure.

E) Three interest curves, given to you by the players you led through your adventure. Players can feel free to draw these on paper, and they do not need to be digital. Neatness does not count. Players should be urged to create these based solely on their personal point of view about their own personal interest curve, regardless of the other players’ experiences. Players should also be urged to be totally honest.
F) A picture or video of people playing your game.

Teams
Ethan, Grace, Kai M, Dakari, George

Truman, Joel, Kai S, Lisette

Max, Helena, Ben, Meghan

Quinn, Bryan, Zack, Gabriella

Original assignment designed by Professor Jesse Schell and Professor Ira Fay.
