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 What are the main free tools for narrative games?

s |Cons

Twine Easy to learn and use, even for non-coders Limited multimedia capabilities (e.g., no built-in support for images,
Great for creating interactive fiction and choice-based games audio, or video)
Large community and resources available Not ideal for complex, branching narratives or games with many
variables
Ren'Py Powerful and flexible engine for creating visual novels and interactive stories Steeper learning curve due to Python scripting requirements
Supports images, audio, video, and animations Not ideal for non-visual, text-based games

Can create complex, branching narratives with multiple endings
Large community and resources available

Inklewriter Designed specifically for creating interactive fiction and branching narratives Limited customization options for game mechanics and design
Easy to use, with a user-friendly interface Not ideal for complex, variable-based games or simulations
Supports images, audio, and other multimedia elements
Can export to HTML and other formats

Godot Engine  Open-source game engine with a large community and resources Steeper learning curve due to C# scripting requirements
Supports 2D and 3D game development, including narrative games Not ideal for non-visual, text-based games or those without
Can create complex, interactive stories with branching narratives and multiple  programming experience
endings

Supports images, audio, video, and animations
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An open-source tool for telling interactive, nonlinear stories

* Native (Windows,MacOS,Linux) app or in-browser development

* No HTML/Javascript/CSS coding required for (very) simple stories

e Support for variables, conditional logic, images, CSS, and JavaScript

* Multiple story formats with different capabilities and syntax
e Chapbook

 Harlowe
* Showman
e SugarCube v2

13/05/2024 TLIT4U Final Conference, Sofia (BG) F. ZANICHELLI — UNIPR.IT


https://twinery.org/

UNIVERSITA
DI PARMA

enman,  OtOries and passages

the European Union

Stories in Twine are made
up of Passages

i | v Inside the castle
| Escape down :

* Passages have media | o

+ Tag @i Size 2B Rename

Content and |inkS to A You see an ogre running to you

Ot h e r Pa Ssa ges ﬁ Inside the castle 1% [Hump out the window down into the yard]] [[Escape down the stairs]]
* Links are simple written |

{ Jump out the |
' window down |

With the mtott«emrd
[[DestinationPassage]] | |
syntax
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in Twine: about 60 passages
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* Twee source code for LEA is available at the TLIT4U website as:
* the complete LEA source code
* the LEA skeleton source code with only the passages for the 6 FOSSIL steps

* You will have to add your own Text/Images/Animations
and may need some coding capabilities...

» Generative Al tools (e.g. ChatGPT, DALL-E and the likes) can really be helpful!
* Some LEA passages are general and can be reused, i.e. the CRAAP loop

We believe our experience with LEA&Twine might benefit other initiatives...
... but your mileage may vary!



	Key technical features and �possible paths to adaptation�of the LEA game 
	LEA: a story-telling serious game
	Twine
	Stories and passages
	LEA in Twine: about 60 passages
	LEA adaptation

