


General Note

e This talk is geared toward all levels of technical ability,

programming experience and game development
experience

e Working on a ChoiceScript game and have questionse
Find me at Tech Office Hours!
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Getftting Started with ChoiceScript

Additional ChoiceScript Tools & Resources
Game Design Tips

B~ w =

Publishing Your Game & Making Money with Choice of
Games
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e Game developer since 2004
e Worked on 24 games for 17 companies &

\”m pire
Dianes




e Full-time, confractor, indie

e Hiring, lecturer, part-time

e Producer, game designer, writer

e Console, PC, Facebook, original & licensed IP,
educational, text games, military training simulations
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e How to Score Your First Game Job

e How-to for breaking intfo the industry

o Includes specific recommendations per
discipline, including writing

o Paperback & Kindle on Amazon and
scoreyourfirstfgamejob.com

e Game job postings & career advice at @ge’rogomejb
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http://scoreyourfirstgamejob.com
http://twitter.com/getagamejob

Getting Started with ChoiceScript

e What is ChoiceScript?

o Free & Open-Source scripting language published by Choice of
Games

o Designed to easily create multiple-choice, text-based games
o Designed for non-technical users

e Whatis Choice of Games? g‘rlv\

o Game Publisher and Developer k) CCDI!-IGOAIMCEES
o Founded 2010 R

o Purpose: “Produce high-quality,
text-based, multiple-choice games”
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Getting Started with ChoiceScript

e What does a ChoiceScript game look likee
o Let’s find out: choiceofgames.com
e How do | get ChoiceScripte

o Download link on this page:
choiceofgames.com/make-your-own-games/choicescripit-intro
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https://www.choiceofgames.com/
https://www.choiceofgames.com/make-your-own-games/choicescript-intro/

Additional ChoiceScript Tools & Resources

e Test your game with Quicktest/Randomtest
e Two festing programs built info ChoiceScript

e Access by going to:
o {server_name}/quicktest.ntml
o {server_name}/randomtest.ntml
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Additional ChoiceScript Tools & Resources

e Additional ChoiceScript functions
o Set variables to true or false (aka Boolean values)

» Setting variables to true or false:
« *set finished false
» *set correct guess = "blue”
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Additional ChoiceScript Tools & Resources

e Additional ChoiceScript functions
o Test multiple conditions

« And/or/not (with mandatory parentheses)
* And: (leadership > 30) and (strength > 40)
* Or: (leadership > 60) or (strength > 70)
* Not: not(strength > 70)
« Complex parentheses: ((leadership > 60) and (agility > 20)) or (strength > 80@)
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Additional ChoiceScript Tools & Resources

e Additional ChoiceScript functions

o Add conditions to displaying certain choices and gray out
unselectable options with the *selectable_if function

o Nudge players that there are alternative paths to take

*set phone_battery_left false Mo doyou fnd yonr way hgme?

How do you find your way home?
*choice @® I use the paper map.
#I use the paper map.
It takes a while, but you get your way home.
«finish O I ask for help.
#I ask for help.
You ask someone for directions and they point you the wrong way!
*finish
xselectable_if (phone_battery_left) #I use my phone's GPS.

Your phone guides you home.
*finish

I use my phone's GPS.




Additional ChoiceScript Tools & Resources

@® One.

e Additional ChoiceScript functions O Two.

O 1Ican't decide!

o Hide previously-selected choices

when allowing many opftions in a O Done. |
choice with the *hide _reuse function “
xlabel start
*choice

*hide_reuse #One.
The loneliest number that you'll ever do.
*goto start :
*disable_reuse #Two. ® Two.
Two can be as bad as one.

v The loneliest number that you'll ever do.

*goto start O 1Ican't decide!
#I can't decide!

wWell, think it over.
*goto start
#Done.

0K!
xfinish

O Done.




Additional ChoiceScript Tools & Resources

e Additional ChoiceScript functions

o Use fairmath modifiers for stats measured from 1-100% to keep
stat values in that range

*set leadership %+20 a

*set strength %-10
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Additional ChoiceScript Tools & Resources

Percentile Stats and Fairmath

Stats that display on the stat screen usually range from 0 to 100. It can be difficult to guarantee that the player can
never accidentally gains more than 100 points of leadership. To help with this, we've provided special commands that
will keep stats in between 0 and 100.

*set leadership %+20
*set strength %-10

The “%+" and “%-" operators are called the “fairmath” operators. The idea is that as your leadership score gets higher, it
becomes harder to increase, and easier to decrease. According to fairmath:

» Fair Addition: (x %+ y) = (x + (100-x)*(y/100))
» Large scores are hard to increase: (90 %+ 20) = (90 + 2) = 92
» Small scores are easy to increase: (10 %+ 20) = (10 + 18) = 28
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Additional ChoiceScript Tools & Resources

e Community Resources
o Choice of Games Forums
m hitps://forum.choiceofgames.com

o Discord (Unofficial)

m hifps://forum.choiceofgames.com/t/master-list-of-cog-discord-servers/5
3225

o CSIDE development tool
m ChoiceScript Integrated Development Environment

m hittps://choicescriptide.github.io/
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https://forum.choiceofgames.com
https://forum.choiceofgames.com/t/master-list-of-cog-discord-servers/53225
https://forum.choiceofgames.com/t/master-list-of-cog-discord-servers/53225
https://choicescriptide.github.io/

Game Design Tips

e Step 1: Play some ChoiceScript games!

e Notice which ones you like, and see if you can figure out
why

e A lotf of them have first the few chapters available to
play for free

o Try afew before deciding if you want to pay for the whole thing
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Game Design Tips

e Step 2: Come up with an ideq, and get a plan going

e |strongly recommend your first game is a very small
game!
o Keep the scope smalll

o If you have an idea and think “that’s too small,” that is how you
know you've found the right-sized scope

o Scope creep is a big thing in videogame development, it's also
true for text games
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Game Design Tips

e Many options for planning your game, no right or wrong
way

e Suggestions: \

o Use a branching dialog tool 1 \\
o ChatMapper (PC Only) el I e

o Twine (PC/Mac/Browser) | | \
e EaQsy to visualize

e Easy fo make changes
BEANDATIH



Game Design Tips

e My method: 6-Step Process

o Qutlined in more detall here:
dashjump.com/blog/writing-interactive-fiction-six-steps

o Step 1:Stub Text

e Step 2: Stub Text Revision (Yellow)

e Step 3: First-Pass Text (Orange)

e Step 4: Text Revision (Purple)

e Step 5: Variables (Blue)

e Step 6: Export & Logic (Green) BEANDATI+


https://www.dashjump.com/blog/writing-interactive-fiction-six-steps

Game Design Tips

e Step 1:Stub Text

o The first pass is all about laying down the structure for how the
chapter will play out

o Instead of writing any actual dialog or descriptions, use stub
dialog as placeholders to indicate who will say what and when
they'll say it, and what the player’s options will be

o Avoid excessive revisions (or any, if you can help if)

BEANPATIH



Game Design Tips

e Step 1:Stub Text

o In the following sequence from The Last Monster Master, one of
the player’'s monsters is stuck in a tree during an attack

o The player must choose to use their Telepathy or Body
Language detection skills to help the monster withstand the
attack, or to run over and help directly
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New Player

RIS

Option: Use telepathy to help

v
New Player &
New NPT Lo
.LQJ'

[

Successful

(If terrain high)

Tell him/her to carefully dimb
down and cross over to the

nearby building

(¥ knowledge h

Tell Whermr%ha?tzed'mlfthey
hang drop and protect
themssives, they'll only have 2
small chance of any real injury

¥

New Player |=|

N~ A ¥ew BPL Lg
Q)

Fail

(if terrain high)

Try to tell them to us= branches

to gzt to the building, but they're

too frantic to hear your wesk

telepathic signal

(if knowddge high)

Try to tell them about reafistic

of dangsr, but they're too
frantic to hear your waak
telepathic signal

New NEC L;..J
S, S Nev Player L_g
!lij
Option: Use body languags to
help
¥ v
New Flayer L;..J New Playex L...J
(%) 2
Successhul Fail
(if verrain high) (if verrain high)
Can tell gripping the branch su Try to tell them to get to the next
tightly with right hand, spacify to building, but can't get a read -
dimb down with right hand as monster is just scared and
jittering uncontrollably
(if knowdedge high) (if knowledge high)
Can tell legs are locked - remind Try to tell them about realistic
mbendﬂ\elmesvhendweyfall of danger, but can't offer
2 any spedfic advice- monster is
too gri to the safer inside

part of the branch

., . ¥ew Floyer Lg'

%)
Option: Run over and try to catch
him/her

E—r—TT—

New Playex LJ

ot Ben Haw NPC Lg
if respect high enough
‘(reﬂ hun#her.%\atyouhZond\ey

can do it, that you believe in
them etc

(if discipline high enough)

Tell him/her that this is what they
will do, no quastion about it - now
do it already

{if neither high enough)
(risk for others increases)
Stand there and argus for 2 while

durg“dwevﬁna"vdwparﬂwuga

|



Game Design Tips

e Step 2: Stub Text Revision (Yellow)
o Focus only on revising the structure you just created

o Looking only at the placement of things — don't worry about
misspellings or anything related to the text, since everything
you've written will be replaced in revisions

o You're primarily looking for choices or option branches that
don’t make sense or are inconsistent with the story, edge cases
that can lead to problems later, and dead ends that don’t link
back to the main narrative flow
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Game Design Tips

e Step 3: First-Pass Text (Orange)

o With the structure organized and refined, now it's time to write
the actual text the player will see

o Thisis a fairly straightforward pass, but just as before,
maintaining your focus is key

o Don't worry about setting values for variables, structuring
transitions, or anything else that isn’'t pure writing

o And just like most pure writing, this is both the most fun and the
mMost fime-intensive (worst) part
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Successhul
(if terrain high)
You concentrate as hard as you
can and reach out wath your
mnd.teiepadudycnadmghw
her to take a breath and carsfully
cross over from the branch and
lewtothepartoftfeSelemy
building’s roof unaffected
b{the It’snslcy but the only
safe way down.

Ywhearhm/hersagnalan
acknowdedgement, and in 3 heart-

tpmywasfastasha‘shem
(if knowdadge high)

You concentrate as hard as you
can and reach out with your

Fail
(if tarrain high)
You concentrate as hard as you
can and attampt to reach out with
your mind to tell him/her to cross
%‘eﬁmd\e&andtm&pat
Serenity training ng's
roof unaffected by the fire...

(if knowledge high)

You concentrate as hard as you

Succasshul
(if terrain high)
You squint and stare up into the
tres, as as you
Gnmmha'body
for any clue on how to
.. and itis!

(if terrain higher than knowledge)

You can see that he/her has a
dea&glpmﬂ\ebrafdnwthhsl

anchor as hefshe dimbs down.

You hezar him/her signal an
andnaheart

You run as dose as

'throat, but you can't look away.

can
md\etree.bt.ltd'iegl?:blodga
you from getting too dosa.

Frantic, you reach out and yell to
him/her as hard as you can.

(if respect high)
Youndoit! I knowyou have it
in you! You just have to bebsve in
yourse¥, and come down one
step at 2 time!”

(# discipline high)

"Listen! I order you to find a safe
path down here! So unless you
want to directly disobey me, you
better gat to 21"

{resume)

You hear the faintest

acknowledgement, and then,

glimpse his/her shaps

descend from the branch,

g::‘ingonmanod\ame
. Your heart is in your

Tl



Game Design Tips

e Step 4: Text Revision (Purple)
o Time to start editing

o Read through the first-pass text you just wrote with a merciless
eye

o Everything related to the text itself is fair game - spelling,

grammar, incorrect references to characters or places, fighter
word choices, efc.
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Game Design Tips

e Step 5: Variables (Blue)

O

O

The structure is nailed down and the text is looking good

Find all places where variables are invoked, specifically
anywhere where player stats are modified or referenced in
order fo determine outcomes

You'll refine the values later in revisions, gameplay balancing
and playtesting

For now, set a baseline for where you think values need to be
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sarenityl
You concentrate as hard as you
can and reach out with

bythe re.It’snsky but the only
safe way down.

You hear him/her signal an
acknowledgement, and in a heart-

the length of the branch and

leaps to the building's roof,
lamfngwid'nacrazondnemof.

she expertly
mdownﬂies:deofﬂ\ehildng
lands with a thump, running
up to you as fast as he/she can.

| £ .

sarenity

You concentrate as hard as you

can and attempt to reach out with

your mind to tell him/her to cross

%ﬁmd\eh’aﬁ\mhm
Serem:yuanrunghi:ings

roof unaffected by the fire...

Felse

(if knowledge high)

You concentrate as hard as you
can and attempt to reach out with
your mind to tell him/her to hang
drop from the branch to a stable
one below, since the odds of
injury are lower than any other
plan...

mslesmpamm
hear you.

You try harder and harder to gt

d'lwd\ml‘m/her and then it

- his/her grip on the tree
’I‘-m el e Rk

U=t ha o i Raps o Sanenss faag o g gt Gt |

*if bodylanguage > 70
You squint and stare up into the

You can see that
${serenity2monster} has a death
o on the branch with his/her
hand. For all his/her

coolheadadness, that reaction
seems to be involuntary. You
tead\uxatdtelepathdlytell
him/her to use that hand as an
anchor as hafshe dimbs down.

You haar him/her signal an

acknowledgemsant, and in 2 heart-
mmywmu:has
Efshe

branchandbegns
thesbwshlmrydowntheuee.

You squint and stare up into the
tree, concentrating as hard as you
can to focus on his/her body
Iangl.age:g.ﬁidmycbetohelp

*if serenity2monsterterrain >
sarenity2

(F rmcwlae igh
Lt j h‘g) zread. To
ﬂsamm}hasbadced
away into 2 hidden nook near the

branch he/she’s on, blocking your
view,

(resume)
Ry
P

and in slow motion, you
| O & T Olal) o A DGRl L B 1

| You run as close as canget
to the tree, but the fire blodks
you from getting too dose.

Frantic, you reach out and yell to
him/her 25 hard as you can.

*if respect >= 65

*You @n do it! I know you have it

in you'! You just have to belizve in

yourself, and come down ons

step at a ime!”
order

*if dsdpline>=
here! So unless you

“Listen! [
fad\t directly disobey
better gat to it!" gt o

65
you to find a safe
So

{resume)
You hear the faintest

and then, you
ghimpse ${serenityZmonster}’s
shape suddenly dascend from the
branch, grabbing on to another
one below. Your heart is in your

throat, but you can't look away.
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Game Design Tips

e Step 6: Export & Logic (Green)

o Finally, you need to bring your (almost) finished chapter intfo the
development tool you're using to make the game itself

o | typically move each node from the visualization tool into
ChoiceScript, but it's possible to look into automated solutions if

you're technical
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Publishing Your Game & Making Money

with Choice of Games

a4 OF GAMES

—
e Choice of Games: Three Publishing Tiers q}v\ CHOICE
o Choice of Games (experienced writers) \Qr)
o Heart's Choice (experienced romance writers)
o Hosted Games (new writers)
o https://www.choiceofgames.com/looking-for-writers
e "“Our games, their design, and our company values are
inclusive and egalitarian. We encourage applications
from writers who are women and other marginalized
genders, LGTBQ, disabled, and persons of color.”  BeaN»aATi+



https://www.choiceofgames.com/looking-for-writers

Publishing Your Game & Making Money

with Choice of Games

e Choice of Games & Heart's Choice

o Editorial & art support, advances, royalties, submission process,
marketing

o 25% royalties / $7,500 advance over milestones ($5,000 for
Heart's Choice)

o 10% royalties / $10,000 advance over milestones (CoG only)
e Hosted Games

o 25% royalties, no submission process
o Financial details available here:

o https://www.choiceofgames.com/looking-for-writers BEANPATIH+



https://www.choiceofgames.com/looking-for-writers

Publishing Your Game & Making Money

with Choice of Games

e Hosted Games
o Run a public beta on the Choice of Games Forums
o Undergoes content review
o Submit final game, no milestones

o Requires self-motivation, but a great way to make money and
get started writing games!

e |P Ownership

o At any publishing tier, the author retains their infellectual
property BEANYATIH



Publishing Your Game & Making Money

with Choice of Games

O

O

O

o . Ve Choice of Games [z
Interactive Stories
e Distribution ‘lv\ Choics o Games LLC
Choice of Games Welbsite i

\ “* Free - Offers In-App Purchases

J ‘ View in Mac App Store A ’
Google Play Store
. . ') STEAM STORE COMMUNITY ABOUT SUPPORT
Amazon Kindle Fire Store 9

Steam

Choice of Games Omnibus iIOS App

Z0n  Available at

=\ amazon

Choice of Games
Ei11382 [J5119 Choice of Gamese
* s

Follow

s ’ THE $
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That's it!

Slides at benserviss.com/talks
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