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GAME DESIGN PROCESS:
~~~~~~~~~~~~~~~~~~~~

I was lucky enough to have experienced two of my groups campaigns before sitting down and really
grinding away at my own campaign. I used these campaigns to get a feel for what worked, what
didn't, and what I could expect from my gameplayers.

There were a few running themes across our campaigns that I wanted to work into my own
campaign(the last campaign of our group, ran on Wednesday the 7th). these themes were:

- A guy with a wrench
- A throwaway NPG named Timmy
- A strong tie-in to inside jokes from Homesar Runner

(homestarrunner.com), a site with which we were all familiar.
- Duct Tape
- A performance requirement from my fellow players

I felt the biggest problem with the campaigns I participated in was that there was a clear plot
that we would follow if we did absolutely nothing, and that any attempt to act independently would
only delay the inevitable plot. We *could* try to evade or fight the pirates, but the story would
only progress whn we were inevitably captured and thrown in the brig. we *could* try to escape the
brig, but we would only advance in the story when we were escorted to the bridge, etc.

To combat this, I decided to make a world where the story had a beginning, and a definite end, but
that the tasks to be accomplished in the interim were nonlinear and entirely player-directed.
There were three specific destinations that they players had to go to, and tasks to accomplish,
but those tasks could be accomplished in different orders, with different lynchpins available, so
that they didn't have to discover *everything* to proceed, and that ingenuity beyond the scope of
the storyteller's plan was rewarded.

I wanted to make death a real possibility. I wanted to give players a 'get out of dead free' card,
so they could realize how easy it is to die, and be aware that the next time they might be out of
the game if they overstep risks. Conversely, if they act creatively, they can earn more 'get out
of dead free' passes and become even more devil-may-care in their risk-taking.


