[image: image1.jpg]WRITING
FOR § MULTIMEDIA
AND § THE § WEB




Chapter 25

Key Points from Part III:

How to Write Interactive Narrative

WHAT MAKES GOOD INTERACTIVE NARRATIVE:

· a clearly defined goal to lead the player through the story

· an interesting role for the player that allows some control over the narrative flow

· various plot possibilities and choice points…the player’s choices can lead to a number of possible endings

· a story line into which puzzles and games can be easily integrated

· an intriguing, unusual world to explore

Strong Linear Narrative

· most writers first write a linear story, and later develop the interactive narrative

· it is harder to determine the full interactive potential of a story until it has been fully developed

Classical Structure

· usually have a lead character who has a need or goal that needs to be accomplished

· usually the lead character encounters obstacles that create conflict

· obstacles can be inner conflicts, another character or the environment

· conflicts build to a climax and a conclusion

Characters

· the writer needs to clearly define the player(s)

· who are they?

· are they the lead character?

· what do they get to do?

· how much control does the player have over character behavior?

· the player/lead character needs ways to interact with the environment such as interactive dialogue

· consider giving the player/lead character a series of Response Attitudes that will determine what lines they speak

· other interactive devices include moving or picking up objects

Architectures: Structure & Navigation

· Linear with Scene Branching
· if the story will be primarily linear with occasional branching choices for the users that eventually loop back to the main plot

· interactivity is limited

· the writer has more control over story elements

· Puzzle-Based Narrative

· to solve a mystery, many puzzles must be solved

· much of the interactivity is in the puzzles, not the narrative itself

· Hierarchical Branching 

· if a story has a number of major choices that take it in a completely different direction

· the problem with this approach is branching explosion – a writing nightmare

· this structure is best limited to the endings if stories

· Parallel Structure

· user can explore multiple story paths

· paths usually limited to 3 or 4

· useful for showing multiple perspectives on a story

· useful for unfolding different outcomes based on user choices

· high degree of interactivity for the player

· write maintains some control over story

· String of Pearls

· combines a worlds approach with a narrative

· character is allowed to explore a certain world or portion of it

· character must achieve certain plot points to move forward

· maximum interactivity for the player

· writer has minimum control over the narrative

· Immersive Exhibits/Experiences

· includes large screens, live presenters or actors, theatrical lighting, sound effects, audience interaction, videos or animation

· popular in museums, theme parks, casinos, major conferences

· Information Based Narratives

· most useful in education programs 

· user’s minds are especially open to storytelling

· narratives allow users to identify with characters

· large bodies of info & the connection between different elements is easier to remember

· curiosity is a crucial component of learning

· Storytelling Devices

· help make users aware of interactive possibilities

· devices include text menus, icons, on-screen text, narrator, linear movies
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