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High Level Overview 
 

Design Motivations 
 

Developing a game narrative that highlights and explores real-world issues thoughtfully, 

without relying on stereotypes or prejudice within its storytelling. 

Narrative lead games often follow a hero on a journey to resolve or complete something for 

'the good side'. However, a lot of these games follow a hard-headed, male lead as they grow 

stronger and eventually succeed. I want to look at an alternative storyline that strays from these 

stereotypes and sheds light on overlooked issues, specifically for women. 

 

By addressing this problem, I hope to: 

- Create a unique narrative that resonates with audiences and makes people think about 

the issues addressed. 

- Not use stereotypical character tropes that can lead to prejudice, such as a strong male 

hero or damsel in distress. 

- Produce a narrative game, with mechanics that stem from the chronical and add to the 

story, rather than disrupt immersion. Gameplay needs to fit in with story progression 

and feel natural. 

- Re-tell the struggles of women through a digestible medium, without taking from their 

experiences or overwhelming audiences; building an experience around what they 

went through (specific to the late 18th century - surrounding the Witch Trials.) 

 

The project will focus on telling a fictional story, based on true events of the 18th century 

Salem Witch Trials. The game will be narrative led and create an immersive and interactive 

experience through storytelling and small gameplay elements. This will, hopefully, let the 

player experience a slither of the incidents that took place vicariously in a playable and 

enjoyable manner. 

To fully explore this problem, I have investigated other story games with serious themes and 

analyzed how narrative and game designers have ensured the game is fun to play while 

keeping the severity of the narrative topic considered.  
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Key Elements 
Main elements I am focusing on within the module and solution. Narrative story telling. The 

projects deliverables and how I plan to achieve them. 

 

Deliverables:  

- Completed narrative script of a fictional story written specifically for a game format, to 

be experienced in a game through gameplay and interaction. 

- A playable story game experience with a balance of narrative scenes and interactive 

gameplay. 

- A detailed Design Document communicating research and narrative development. 

 

Level Goals 
 

The game level as a whole is split into 6 sections, with the outdoors town section being the 

main area and largest to explore. There is also inside the protagonist’s house, the interior of 

the Saloon and the interior of the Sheriffs Officer. 
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Design Considerations 
 

Key things to consider when designing a narrative game: 

- Narrative and Thematic Consistency 

o How historically accurate the game is while having a fictional narrative 

o Ensuring the environment and dialogue align with the 18th century setting 

o Avoiding major stereotypes within the story line 

o Being respectful of the history and victim’s stories 

- Gameplay Experience 

o A fair balance of dialogue focus and gameplay to keep players engaged 

o Be considerate of the games pacing, so the narrative doesn’t feel rushed by 

gameplay quests 

o Ensuring the mechanics I implement work successfully while supporting the 

games storyline 

- Level and Environment 

o Structuring game levels to reflect historically accurate settings while still acting 

as an intuitive area for players to explore 

o Visual storytelling is effective and immerses players 

 

Expected Player Experience 
 

Player experience will be an engaging narrative that is explored through quest progression 

and dialogue choices with NPCs. I expect emotional engagement from players as the narrative 

is contrasted to promote empathy for the protagonist unfair treatment and ultimately some 

empathy for women. 

The players’ choice of dialogue should drive the experience, providing different knowledge 

unique to the playthrough and shape the game for them. I also want players to discover more 

about the historical context of the game and potentially learn some new information 

surrounding the 18th Century Trials. 
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Design Diagrams   
 

Beats and Pacing: 

 

UI Wireframe:  
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Map Overview 
 

Player Paths  
 

This map shows the main level layout and the critical path of the game. 

 

 

Narrative  
 

Narrative Development 
 

Concept: Story from the perspective of a young girl in the 18th Century who is wrongfully 

accused of being a Witch. 

A key part of ensuring my narrative fits in a game environment it so ensure there are key points 

or ‘saves’ where the level can be updated, and the players progress can be saved. I used 

Freytag's Pyramid as a basic structure to layout these key events in their chronological order. 

To make my game more appealing to players, the narrative blends factual information with 

fictional storytelling. The game begins historically accurate, with the protagonist going to 

work, getting accused and ending up jailed. It is here, the game turns into a fiction experience, 

as the main character escapes town and ultimately discovers she is in fact a Witch along with 

her mother who we previously learn was caught and executed on the same premise. She 
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meets a coven of women who explains that Witches are born from the mistreatment by men in 

power and oppressive religious groups praying on the vulnerable. The story can expand 

further, focusing on recusing other women using the protagonists' new powers and 

knowledge. The main characters in the story are: Sister (Briar), Father, Tavern Keeper’s Wife 

(Mrs. Smith), Sherriff and Associates, Sherriff’s Boy (Wilfred). 

 

Initial Storyboard: 

 

 

Informed Research 
 

Research is a large factor in my project as the success of the narrative I create will rely on the 

historical accuracy and narrative impact. To ensure I cover a large range of information to 

inform my decision for historical and game related choices, I will review historical records and 

media, qualitatively assess information relevant to my goals and explore industry practises 

from both a narrative and gameplay standpoint. 
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Primary Sources: A large part of collecting factual historical information is looking at primary 

sources related to the event. I used approved libraries (Congregational Library & Archive, 

Britannica, History) of personal accounts and trial records to explore this information. Some of 

these texts included 18th century laws, religious guidelines, personal letters, and court 

transcriptions. Trial records are especially telling as they give context as to what exactly 

‘witches’ were being accused of. Accusations range from having a ‘Witch’s Mark’ that 

resembled the bite of a small animal to having greater than average strength! 

Secondary Sources: It is also imperative to consume other types of media on the witch trials to 

gain a larger perspective and digest wider knowledge. I watched a range of documentaries 

covering the trails, with the main one being a feministic coverage of the events called ‘The 

Burning Times’ written by Erna Buffie. It features a range of interviews with feminist notables, 

harshly criticising the events as a “Women’s Holocaust” driven by the Christian Churches 

‘wicked, patriarchal and misogynistic’ beliefs. This documentary was my inspiration for the 

project and informs my approach to exploring these narratives from a woman’s viewpoint. 

 

Script Breakdown 
 

This is the first iteration of the script. From here I broke down each scene into its own chart to 

track responses and specific dialogue options. 
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Level 1 – House 
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Level 2 - Town 
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Level 3 - Saloon 
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Level 4 – Sherriff’s Office 
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Level 6 - House 
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Narrative Script: 

 

This is the narrative set out in a script format. I wrote this after planning to give myself an idea 

of how dialogue scenes would play out from a viewer’s point of view. This was helpful as it 

allowed me to build my dialogue tree diagrams off the plans, and then implement them into 

the engine, adjusting speech were necessary.  
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Aesthetics 
 

Visual Development 
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I used a Low Poly asset pack as my main meshes used.  
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Testing 
 

Testing Plan 
I created a Before and After questionnaire to analysis the effectiveness of my solution. I had 

ppts sign a consent form and read an information sheet. After those players answered the 

Before questions, they went on to play the game, and after completing answered the After 

questions. 

Before Questionnaire:  
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After Questionnaire:  
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Evidence of Testing  
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The user responses I will be analysing were conducted on the final build of the project. This is 

to evaluate the effectiveness of the project's solution, as well as gameplay and any tester 

opinions. My main point of evaluation is looking at the change of before and after playing the 

game as industry uses this technique to see narrative impacts, especially for historically 

accurate games. 

There are nine participants taking part in the user testing. The age group is 18-30 as is 

accurate to the target player base of the game. Experience levels vary for each participant, as 

does narrative experience and historical knowledge. 

Key Findings (Before Playing): 

- 55% of pt’s did not think the game experience would change their views on gender 

prejudice and the 18th Century Witch Trials 

- 77% of pt’s thought women were treated somewhat unfairly in the 18th Century, with 

66% adding that women were targeted specifically in the persecution of witches. 

- 9/9 pt’s thought the game could provide them with additional knowledge surround the 

Witch Trials. 

- Ppt’s took between 10-40 minutes to fully playthrough the game demo and were 

silently observed while playing. I thought it was important I watch how they play and 

follow the games directive to give insight into gameplay and quest clarity, however I 

made it clear I would only be observing and would offer no help or support to players 

while they were testing. 

 

Key Findings (After Playtesting – summarised by me from questionnaire answers): 

- 55% of pt’s wrote that they learnt something new about the 18th Century Witch Trials 

from playing the game. 

- All pt’s answered that the part of the game which resonated the most with them was 

the moment the protagonist was falsely accused. This seemed like a relatable moment 

for all players. 

- 88% if pt’s said the atmosphere of the game aligned with the subject matter. 

- Common Player Feedback: 

- ‘After completing the game demo, I wanted to keep going to see how she makes it 

out.’ 
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- ‘I felt bad for the protagonist and wanted to root for them.’ with others commenting 

they felt more aware of how women were oppressed by experiencing it vicariously.  

- ‘The game had a good balance of fun and educational elements; however educational 

areas were more insightful than informationally rich.’ 

- ‘The gameplay elements were good however the game needed more of them.’ ‘More 

content needed to be successful.’ 

- ‘The narrative did not include obvious stereotypical character tropes, however the 

Sherriff’s men being ‘villains’ felt stereotypical.’ 

- ‘I have a better understanding of how women were oppressed through the accusations 

of witchcraft.’ 

What Players Liked 
 

What Players Disliked/Suggested 
Improvements 
 

- Narrative depth: how realistic 
and immersive the storyline was. 

- Visual Style: low poly style 
worked for the style of the game. 

- Historical accuracy: information 
about the time was correct. 

 

- Needed more gameplay: very 
dialogue focused left little gameplay 
areas. 

- Some mechanics lacked polish: some 
interactions required a second 
attempt to trigger. 

- Players mentioned adding 
consequences for dialogue choices, 
allowing more variation in gameplay. 

 

 

Regarding improvements, I completely agree with all issues brought up. I think if I had more 

time, I would be able to further develop mechanics and add additional gameplay which will 

become a future plan. Mechanics lacking polish such as interactable items related to previous 

issues I have had with them. I went back into the BP to tweak the range of interactable to 

hopefully solve this. The idea of player consequences for which dialogue option is also a 

future goal I can explore and will allow dialogue options to have a lot more importances with 

added realism. 
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Level Development Log 
 

Level Development Stages 
 

These GIF’s show each stage of building and testing. I took images of the map at each 

playtest, and progression of world building. 
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