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-Projeck Descripkion-

In this projeck we were asked to independently design and make d
playable game from our own brief. We needed q playable build of the
game dlong with documentdeion and the design process.

My inikidl ided was £o make d Twine ndrraeive wikh d unique take on
mixed medid.

-Summary-

My game IS5 g kexk baseq, visudl ndrrakive which revolves dround d chilg
who is scdred of the dark. One Night they fall gsleep and meet g
Pdper mouse who isn't whde ik seems.




-Story-

My skory revolves around d child who is scared of khe dark. They
9o Lo sleep one nighk and encounker g pdper mouse in kheir
dream cdlled Peri. Peri shows them dround khis dream world before
mentioning the ‘darkness’. The child is wdry dnd unkrusking, bue
Peri redssures them ik's 9oing ko be dlright.

Through lollipop trees and bubble qum lakes, they eventudlly find g
broken wdkch in g bush, this portdl dliows them ko travel back o
their bedqroom.

They 9o back to sleep and cdrry on with the dream, eager for
something exciking ko hdppen. Along the way they encounter he
seemingly friendly sheep, wikh their cuce yet codrse skeel wool
cOges. SOON ik Skdrks Lo gek darker and the child's danXieky
increqses. Peri explding thde there is 4 way o prevent the
darkness enveloping them, he expldins thde the moon requires
S0mething spdrkly Lo subskikuce the missing skars, khis would in
turn quell the darkness. Peri explains thak blood in this dredm
world sparkles like the skars in the nighk sky do in the redl world.

This jposes the child with d choice- kill the sheep, kill something
else or waik and kill ﬂO&-,hing...




-Qameplay-

The godl of the gdme is O dekempt Lo dchieve one of the 'qood
endings - one where the player is dble Lo wake up in the sdfeey of
your bedroom. With the bad" endings there is an emphdsis on the
ideq khde the player is krdpoped in the dream, Lo escgpe they replay
the dream in order to dchieve the desirdble ending.

There dre certdin dckics the player needs and clues will be given if
they read dll he kexe. They need eo be quick de cerkdin pdres of the
gdme but wdik de others in order £o conkinue the game.

The gameplay is heavily reliane on text which the player needs Lo reqd,
but with the interspersion of images and animdeions they gek an
INSight. INEO Ehe dream.

-Mindset-

The narrdeive was writken Lo give an unexpeckedly dark dand somewhde
uncomforkgble feel. The focus on child-like, innocenk charackers and
imqges thde kake g darker turn ensure an unedsy experience. There 15
diso dn element of the unknown, with the lack of imdages on some
Pages the player isn't entirely sure whde is happening or whdk theyre
4oing ko see next.

Wikh the Sheep bdkkle scene there is dlso the feel of degeh and
urgency.
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-Targeted Plaeforms-

The main plaeform For my game was PC since ik's the mdin plaeform
for Twine. But it would be inkeresting to look de ik from g phone or
tablek as g digikal book.

~-conkrols-

The conkrols are limiked and simple. The player uses only the mouse

Lo Seleck their option or the link to the nexe passage. These links

dre eicher displayed within the kext or there dre dlso butkons in khe
Side bdr thdk the player can inkerack wikh.




-Screens-

Skark Screen

Mouysemare

Tukorial

Links appear Iqrge and when hovered over.

Some of these will move the skory on, okhers

represent. choices which can change the course
of your story...

50 chose wisely!
Ending

My ending is simply g reskart button gs my
crediks dre in khe sidebar

Restart?




-Mechadnics-
Being g Twine game, my mechanics dre relakively simple.

My mdin mdcros come in the form of timed events. There is d mdcro
which only displays texe dfeer a cerkdin number of seconds. For
exdample, when the player is dsked whde khey wank ko kill if they

Wdit the opkion o kill n%hing IS displqyed.

There is dlso q macro which forces the player onko the nexk
passage. For example, when they dre bdekling the sheep if they are
nok quick enough ko pick dn opeion they are forced onko g pdssdge

which gives them g bad ending.

The linkgppend macro is used £o link within Passages, 50 khe player
has ko click g certain word to progress.

Timed dssdges dre dlso used for animgkions. For the 'going ko
sleep” and “waking up” animgeions the player is taken to g new
passage dnd then ko the nexk pPassdge once the 3iF has finished.
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-Game Flow-

1~ Player skarts in their bedroom (optional explorgion)

2= Player falls asleep, wakes up in the dream world

3= Peri inkroduces itself

L= Peri shows the player around
5= The player finds a wdkch (0pkion whekher or Nok Lo take it)

6=  Wadkch dllows khem £o kravel back Lo their room

7= Player meets the sheep

8~ Either gets hurk or is unscathed

J- Peri mentions it's gecking darker — the only way Lo SEOP ik is
ko kill something

10~ Player musk make a decision whether to kill something
14~ IF they kill something the moon is unhdppy dnd won'e help

12~ They find out thak Peri was using them ang it sends them
back £o g purgakory version of their room

13- If the player has a knife they can then kill Peri and wake up
L4~ If the player decides nok kill anyehing they see the moon

15- If they trusk the moon over Peri they can rekurn after
running from the darkness

16~ If they trust Peri they gek skuck in purgaeory
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~-Chdrdckers-

I THE MOON IS A HAPPY: CHARACTER, SWEET AND) ALWRYS SMIUNG. SHE LIKES
HER JOB OF LIGHTING UP THE SKY- AND THE PLAYER UIKES HER FOR I

SHE 15 THE ONLY CHARACTER 10 OPPOSE PERI, GIVING HER A SENSE OF
POWER WITHIN' THE STRY LINE. SHE CALS IT-OUT AS IT 1S USING HER AS AN

EACUSE FOR THE DARKNESS [T TURNS OUT IT 15 BRINGING 1TS SElE
SHES MORAL AND TELLS T TRUTH. WHEN SHE FINDS OUT THE PLAYER  HAS
KILED ANOTHER CREATURE I ORDER 10 GIVE: HER SOMETING St DOESNT
VEED), SHE TURNS HER BACK. BUT WHEN THEY LSTEN 10 HER AND TRUST HER
HEY HAVE A CHANCE 10 WAKE P

SHE 15 MADE FROM A PAPER TEATIURE. WITH CUT OUT CIRCLES AND
HAND-DRAWN' FEATURES




PERL OR PERIWINKLE 15 YOUR MOUSE COMPANION. YOU
PROBABLY MADE (T ONCE IN' SCHOOL, PROBRBLY SOMENING
1000 WITH HICKORY DICKCRY DOCK.

ITTAKES THE FORM OF AN CRGIAMI MOUSE WITH
PIPECLEANER FOR A TAIL

115 THE FIRST THING THAT T PLAYER MECIS WATHIN THE DREAM, AND
[HE FIRST 10 TELL THEM ABOUT THE DARKNESS
PERI INIIALLY APPEARS FRIENDLY, DEPENDING ON HOW THE PLAYER
DECIDES. 10 ACT TOWARDS M, BUT THIS MOUSE HAS UITERIOR. MOTIVES
ITS POSSESSED BY SOMETHING THAT FREDS OFF NEGATIVE EMOTION
PRIMARILY FEAR AND GUI- THESE ARE GAINED THROUGH EXPLONTING
THE PLAYER'S FEAR OF THE DARK AS WELL AS GETTING THEM 10 KIL
SOMETHING
ITS GUSE AS A-MOUSE 15 PURPOSEFUL S 1T APPEARS SMAL AND
WEAK, A MOUSE 15 AN AVIMAL ASSOCIATED WITH WEAKNESS AFTER AL
THIS 5 AN ATTEMPT 10 GEF THE. PLAYER 10 TRUST 1T AND (&7 1T INFUCT
HESE EMOTIONS. 1T 15 ALSO- RESPONSIBE FOR THE DARK SINCE 1T CAN
MANIPULATE THE DREAM WORLD 10 ITS LIKING
MALCIOUS AND EVIL UTTLE MOUSE.
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[Nt Shet?

TiE. SHEEP ARE THE FIRST ENEMY" TiE PLAYER ENCOUNTERS N e DREAM
WORID) THEY STICK 10 FLOCK” ALL PURPOSEFULLY PAINFULLY SIMILAR  THEY
FOUOW EACK OTHER AMIESSEY. THEIR WOOL IS MADE FROM STEEL WOOL
AND 15 HARMEUL, THEY MEANNO HARM THOUGH.
HEY DONT WANT 10 HURT ANYONE, BUT THEY CANT HelP IT
[ PLAYER FINDS THIS UPSETTING, THEY UKE THEM AND' FIND' THEM CUTE.
BEING SHEEP. THEY ARE SEEN AS GENERIC AND UNIMPORIANT- BUT THE
AAYER FEELS ATIACKED 10 THM.
TOWARDS THE END THE PLAYER HAS THE OPTION 10°KILL ONE, THER
ATTACHMENT SHOULD MAKE: TS DECSION- HARD

THER SKIN IS MADE OF FELT, WHILST THEIR WOOL IS ROUGH STEEL WOOL













-Code-

Mdcros for time - These, ds described in the mechdnics

seckion ddded an exerd element of gdmeplay £o the ndrrdkive.

They either forced the player onto dnother passage or only
showed kexk dafter g cerkdin number of seconds

What will you kill?

[[Sheep|Sheep]]
[[I- I don't know|option 2]]

<<timed 3s tBn>:[[Nothing|Nothing] )<</ /timeds>

Varidbles - The varidbles in my game are used for if
Skqeements Lo determine where the player can 9o baseq on kheir

gameplay

<¢if visited("Right")»»

<¢if visited("Sheephurt™)>»

You try to active the watch, but your hand, it's bleeding,
you can't get to the buttons,

[[Oh no|Endingbad]]

<4endifs>

<4endifs>

<£if visited("Sheepgood™)>»

You get to the watch im time, it"s screen cracking as you fall
[[back home|Endingbad]]

<dendifs»

<<if Swatch eq @>>
Yau have no where to run, you can't fight the[[dark
|Badending2]]

<<endif>>

CSS - I usedq CSS for my skyle sheek, which conkrolied the
background colours and khe kext colour

html.bedroomlight body {

background-color: #43Blac:
¥

body.sleep {

background-imag=: [img[alesp l.gif]];
background-attachment: fixed;

background-repeat: no-repeat;
background-=size: cowver;

t




-Schedule-

otgjed-,ives

1-Decide on brief

7-Resedrch - Look gk exisking Twine games, children's book illuskraeors
and ndrrgeive influences

3- Group Crie - Ideds dnd feedback from game ideq
4= Wriking Narrdeive
5- Storybodrds for Narrgeive
6- Ndrrative credeed in Twine
- Style Cregeion - Skdkic imdges ang charackers
8- Animgtions done

9- Tes{—,ing







