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§ Aesthetics
– How the game looks, sounds, smells, tastes, and feels

§ Technology
– Paper and digital technology that enable gameplay
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– Progression
• Tables often hold information about how players abilities increase 

and change as their player level increases (e.g., Dungeons and 
Dragons)

– Playtest Data
• Tables are used extensively in game testing to record information 

about the game test and the player's reaction to the game
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§ Game developers put a tremendous amount of effort 

into their visual aesthetic
§ Game graphics have improved tremendously over 

the last 25 years
§ Not just character models and texturing
§ Also includes

– Box art
– Advertising
– Font choice
– Game website

§ All of these must have a consistent visual aesthetic
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– 3D printing offers new, exciting possibilities for paper game 
pieces

§ Digital Games
– The tactile sensation of using the game controller

• Many adults have difficulty playing a Nintendo DS for extended 
periods of time

• The motions required to play games can also cause player stress 
(e.g., "controller thumb")

• Controller rumble feedback is a designed, inscribed touch sensation
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• Example: "A long time ago in a galaxy far, far away"

– Setting: The details of the space in which the story takes place
• Example: A moisture farm on the desert planet, Tatooine.

– Character: The people featured in the story
• All stories are about people, and the best are about people whom we 

care about and who are affected and changed by the story
– Plot: The sequence of events that take place in the story

• Character + Objective + Obstacles = Drama

§ Based in traditional dramatics
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choose which of the side quests she wants to experience while still 
giving her a single, linear main quest. Some side quests can be 
mutually-exclusive, giving weight to the choice of side quest.

– Foreshadow multiple possibilities - Foreshadowing works in linear 
narrative because the author knows what will happen. In interactive 
narrative, many things can be foreshadowed subtly, and hopefully only 
those that actually happen will be noticed by the player.

– Develop minor NPCs into major ones - If the player fights a number 
of minor NPCs, let the last one get away and turn into a nemesis for the 
player. This is most often used in pen and paper roleplaying games.
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• In a game like Tomb Raider or Halo, the main character has her own 

personality that the player takes on like a role.
• In a game like World of Warcraft or Skyrim, the player can choose 

the kind of character that she wants to be, and the game will respect 
her decision

– The in-game character is an avatar of the player
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– Evoking Emotion
• Writers have learned over centuries how to evoke emotion through 

narrative
– Motivation and Justification

• Game narrative can give the player a goal and justify her actions in 
the game

– Progression and Reward
• Game narrative can act as a measure of progress in the game

– The progress of the linear game narrative can help a player understand 
her amount of progress through the game

• Players are often rewarded by a cutscene at the end of a level
– Mechanics Reinforcement

• In board games in particular, narrative can help players remember 
the rules and understand them (e.g., Up the River )
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– State Tracking
• Score tracking, tables, and character sheets

– Progression
• The technological design of elements like leveling tables
• The technology tree in Civilization was a technological 

advancement
– Later used for character leveling choices in Diablo II

§ Digital inscribed technology is mostly programming 
code.
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everything that the player receives when she 
purchases the game

§ The Inscribed Layer is the only layer which the 
developers have complete control over

§ When players begin to play a game, it moves into the 
Dynamic Layer

– The topic of the next chapter
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