Story
Chaptert

On the street(by the flower stand):

e

“The moment | saw her, | knew what to do.”

At apartment:
[click recipe]
“I looked through all the ancient books, but there was no clue of where | could find a rose. It was
almost like there was no such thing had ever existed.

But still, | found an old recipe for a magic potion that would give you extraordinary power to
pursue whatever you want, according to the myth.”

At Store:
[click merchant to give pocket watch]
“I brought my pocket watch to the merchant, it was the only property | had that counted as
valuable.”

Chapter2
At park:
[Enter the graveyard]
For whose dull appetite men waste away
Amid the whirr of wheels and are the seed
Of things which slay their sower, these each day
Sees rife in England, and the gentle feet
Of Beauty tread no more the stones of each unlovely street.

Chapter3
Outside:



[After chapter2, enter outside]
"The city itself was like a giant dead machine, all rusty and stink. No wonder no flower ever

grows here."

Chapter4
Flower stand:

[click plant the seed]
“The plant wouldn’t grow under the toxic rain. | had to turn off the pollution source.”

“As | flew higher, the rain soaked my wings, corroding my skin and bones. | didn’t know if | can

ever return..."
Ending

& Ay
Ny L
B W .

i —




Five levels




EL




Human 4 bird1 A
Human 3 bird2 22
Human 2 bird 3 “IJ“
human 1 bird 4 TE#

mo w >

C. &JE

S8

T- Tiny /v
F-Fly £7%
P- peck &
S- Sing 183k

Level (4 min each)
1. A+C
2. A+B+C Fly Tiny
3. A+B+D+C Fly Tiny Qiuck
4. A+B+D+E+C Fly Tiny Quick Sing
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Oct 24 Tue Playtest

Constraints:

* Your prototype must involve at least one character protagonist and the challenges they
face in a short narrative encounter: beginning, middle, and end of a very short story.
* Your experience goal must engage emotions that are integrated with the narrative arc
of your game.

* You should keep in mind that this prototype will be translated into a digital prototype in
the next phase, and so you should plan for a single player (or single screen) experience.
You may also want to think about a smaller scope for this project, given the limited
resources moving forward. The paper prototype version should resolve within 15-20
minutes, including set-up.

* You may “dungeon master” your paper prototype, playing the part of the computer Al,
reading media descriptions or text aloud to players.

Redefine Ideas with Constraints

1. #

Protagonist

Protagonist’s goal

Challenges

Beginning, middle, end

Emotion

Formal elements (Existed game reference)

Nooabhowd



8. What do we need to do for the paper prototype?

WRITE HERE

https://docs.google.com/spreadsheets/d/1nKF6sUxIx8Cg-H8TKfkOdYRIuufM-aWzVEF4UNpd6PK
Aledit?usp=sharing

Character

Story

1. — 1M EBERSRER D loserfE 3R FHBEE N (action) Z f5 /% Th & 1L (action) M E
a. EMENRXXNEAHMEE
b. E— 1M EXBHREF—FTFEFREEEN BKERIS)
c. EMEEERRBHNRERK

2. IiEMieEftpuzzie: REERBRMASBARFALELKREMA, EREBASHER
BT EFHHRRELRRET, EEREBABERI THREE L, i EREARHR
EHHBE, FRBREZINEEHWES, BEREAR DEMNKRBIEEH, FLH
MITELRAEHMN, RELBKMEMKNLT  AHRREFTENERE, BRIZHT
ARB|THF. EL-FESFHRDEFATHE. DBEBERLEN, HHEFER
EARZMRELRMABHBE, LMMEL, &5, MIEKRREEBERTENTERE, =2
THEER, F, thEFIE, FHRIRTEESE,

3. FAWRE, =1 EEMplayable #J scened, A KB A (B ERX), motivation 2F
HBEREE—ROIUBEREZ (RMEEZMNEE T X ) ATLUER ? orFf Kor&k E

a. HR:0E, MIEREENER, S CREIRFHBMZEMN, tha FUMN
ENET, B&E™ &= EE K7

b. A REFEE BEX Y FHMNERE, E3EM

c. FEMLMHE  TEF I B %IKEmotivation-)challengek I ¥ B (game play)-)
B RIR1GWIE challenge resolved AntiZEE T E B

d. RIFFHBBERE, TE=1, TRIscene (B sceneth Al LRIt Z 1)

i.  Puzzle interaction could be anything

& 2 1950s-1960s, A # B F 18 &,


https://docs.google.com/spreadsheets/d/1nKF6sUxlx8Cg-H8TKfk0dYRluufM-aWzVF4UNpd6PKA/edit?usp=sharing
https://docs.google.com/spreadsheets/d/1nKF6sUxlx8Cg-H8TKfk0dYRluufM-aWzVF4UNpd6PKA/edit?usp=sharing

Inspiration
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- HBBEA
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- 3B chronicle, BrlEHL

REEWH

- (®EE5HKI) (The Nightingale and the Rose) 2 2R E R B k- F /R (
Oscar Wilde) T 1888 Al{FMIME B EiEME, I RAEMM(EREF S HMEN(
The Happy Prince and Other Tales) #1, LI T 28 E RIS # :
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— MU, BREZERFh tmRLpABaIekiinA, FE+SEWN BAKEE
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- ILELARHRER

- &¥Game:

BOMB RUSH CYBERFUNK
https://youtu.be/33dVnCneT9M?si=1dUgdWI9mBuYbHgQ

Jet Set Radio Future https://voutu.be/0dtTGCzglHw?si=Kvqv-7CMEDAjU4MH



https://youtu.be/33dVnCneT9M?si=1dUgdWl9mBuYbHqQ
https://youtu.be/0dtTGCzgIHw?si=Kvqv-7CMEDAjU4MH

- Sludge Life 2 https://youtu.be/nDagkJhmMe1Y?si=gOzxpOMAOORSS5jQr

RAERMEY, BEPEHR

2d F&#E3E, inside

Visual novel, rpggamemaker, twine
#FAHLH, unheard

The White Door: The White Door is a story about Robert Hill, who awoke in a Mental Health Facility
and lost his memory. The player needs to follow the instructions to find the secret of the main
character and help him restore his memory.

References

© A Short Hike - Full Playthrough / Longplay / Walkthrough (no commentary)
O Crafting A Tiny Open World: A Short Hike Postmortem

o Rusty Lake Roots Spring 1884 Fertility

© The White Door (Full Game Walkthrough, No Commentary)
RESBIRIAX



https://youtu.be/p6UDqtlmJpk?si=M2tzHbsZo6nvaQoe
https://youtu.be/ZW8gWgpptI8?feature=shared
https://youtu.be/e58i_566iXk?si=-bQynla5KVhWS6cR
https://youtu.be/Q_vrluyU9fw?feature=shared
https://youtu.be/nDqkJhmMe1Y?si=gOzxp0MA0ORS5jQr
https://www.kanunu8.com/book4/10141/225348.html
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