
NARRATIVE DESIGN 

PREMISE 
The game is an Adventure-RPG game where the player embodies Tears, a character with Telepathic powers. 

This document does not describe the RPG system (Experience Points, character evolution…) but provide 

information about the main game mechanics and their impact on narrative. 

Narrative is therefore provided by three different ways: 

 Through environment and level design 

 Through player’s avatar telepathic powers 

 Through special cinematic sequences called “Memories” 

THROUGH ENVIRONMENT 
Environment will constantly provide the player with new information about the game settings. 

LEVEL SETTING 
Each level takes place in different locations. These locations might tell the player about demography, politics 

and inhabitants customs. By moving through each level the player will learn more about the game background 

then enhance his global understanding of the world. 

Example of information provided by level settings: 

 A big shelter might receive more people than a smaller one. Leaders might claim a fee from foreign 

travelers according to the survival equipment provided. Shelters are also bound to each other by a 

feudal politic system. The player will therefore understand that richness empowers chance of survival. 

LEVEL DESIGN 
Each level will also depict some specific narrative elements. Lights, props, architectures, creatures and NPC will 

constantly give information about the game background. 

Example of information provided by level design: 

 Peoples and other NPC are always living in the shade as the sun shines 24/7. Many NPC can therefore 

be found on shaded areas, behind buildings or natural cliffs. As a result neither creature nor NPC will 

run the risk to stand up too much time in full sunlight. 

 The sun is also the main source of energy. There are many solar panels placed all around each level. A 

lot of solar-powered engine can therefore be found. There are also sort of giant magnifying glasses 

that help poorer NPC to use the sunlight for cooking or warm themselves up during coldest nights. 

SCANNER 
The player can use his portable molecular Scanner (PMS) to analyze specific level design elements. This scanner 

might be useful in order to complete the current level. This is also a good way to enhance narrative experience 

and provide the player specific information according to the game background. 



 

The scanner is used like any standard FPS / TPS weapon: the player has to aim the targeted object, press an 

input then wait until the end of analysis. A popup will appear to show detailed information. Any information 

gathered using the PMS will be automatically saved inside the Player Compendium, available at any time 

throughout the game.  

Example of information provided by PMS: 

 Information about inanimate objects or level design elements: devices, art decorations, furniture… 

 Information about interactive elements like doors or levers and clues about how to use them. 

 Information about NPCs, their past life and habits. 

 Information about creatures, their dangerousness and behaviours. 

THROUGH TELEPATHY 
Telepathy allows the player to embody any NPC and live through his eyes during a short time duration. This 

power is called “Telepathic bond” and can be used an unlimited amount of time. 

While embodying a NPC through Telepathic bond, the camera stay fixed to the targeted NPC allowing the 

player to follow his movement and actions. The screen is also split in two parts showing both the main 

character, staying at the same place and unable to move or act, and the controlled NPC. 

At any time the player can break the Telepathic bond and recover the control of the main character. 

Telepathic bond is mainly use to progress through the levels, reach inaccessible places, disarms a trap or a 

guard, gather information about a plot or an important NPC, and so on. But it is also a good way for the player 

to have a better understanding of how peoples live and experience the game world. 

Telepathic bond allow the player to “read” NPC thoughts, “talk” to him and eventually “force” him to execute 

specific actions. 
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TELEPATHIC CONVERSATION 
Tears is born as a “Telepath”. He went through a specific training when he was a child. As a result, Tears is 

mute and cannot talk at all. However he can use his telepathic powers to have a conversation with NPC. 

Conversation is possible as soon the player take control of a NPC. He can ask him specific question about the 

environment, like in any standard dialog. The NPC will therefore react according to these questions: he will 

notice that someone is talking into his head and will conclude that there is a Telepath nearby. However NPC 

can provide information about the current level, environment or player objective. 

Telepathic conversation does not pause the game flow. 
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These conversations also allow the player to use telepathic “Orders” in order force a NPC to execute a specific 

action. Orders are therefore similar to specific dialog options that trigger special gameplay effects. 

ORDERS 
Telepathic bond does not allow the player to control the targeted NPC directly. However the player can use 

Telepathic Orders to force him to perform a specific action. The player will start the game with few Orders then 

earn each other during specific event or by spending Experience Points. Each Order can also be enhanced by 

spending Experience Points. 

Orders might be more or less powerful according to their initial effect on the NPC. They are also closely related 

to the current level environment. Some Orders can be especially useful if some specific level design elements 

are placed nearby the targeted NPC. 

Orders are always contextual to the environment: the list of available Orders for a character changes according 

to the closest interactive elements. 

ORDERS LIST 
“Focus!” 

The NPC will focus his attention on a specific object or character. This can be useful to warn him about an 

incoming threat or to draw his attention. “Focus” can also be used to divert a guard and sneak behind him. 

“Run!” 

The NPC will start to run towards his current direction. This is especially used when the NPC have to flee from 

enemies or reach a specific place in a short time duration. 

“Attack!” 

The NPC will become angry and start to attack the closest character. This is mainly used to get rid of an enemy 

and avoid a fight with the main character. Of course the targeted NPC might die during the prompted fight. 

“Calm down!”  

The NPC will stop any violent act or panic. This is mainly used to keep the control of the NPC when dramatic 

event occur. “Calm Down” is the contrary of the “Attack” Order. 

“Sleep!” 

The NPC will become very tired. He will move to the closest bed, couch or chair and lie on it in order to rest a 

while. The NPC can also lie on the ground when no bed or chair can be found nearby. 

“Remember!” 

This Order is used to extract NPC Memories or provide him with new ones. See “Memories” chapter below for 

more information. 

WILLPOWER 
Orders are not so simple to use and can provide different effect according to the targeted NPC. Some human 

can be easily suggestible whereas others might struggle against any psychic control. In term of narrative design, 

the most interesting part is to look at the NPC reaction to Orders. He can become angry, nervous or even 

amused.  



The NPC resistance to psychic effects is determined by the “Willpower” stat. High Willpower will allow the NPC 

to resist Orders or even break the Telepathic bond. In return a NPC with a low Willpower will be easily 

controllable. 

Willpower is never indicated by a clear number; however the player can look for specific signs to anticipate the 

NPC sensitivity to Telepathic bond. The game background will therefore provide information about NPCs 

Willpower: 

 Generally older peoples and younger one are more difficult to control as their minds are not enough 

or too experienced. 

 Guards or slaves are generally easier to control as they already got used to discipline and hierarchy. 

 Some rich or important peoples are wearing a Telepathic protection that prevent almost completely 

from Orders and Telepathic bond. 

PSYCHIC SIGN 
There is a circular gauge appearing at the bottom end of the screen showing the current NPC alertness to 

psychic bound. This visual feedback is called “Psychic Sign”. It “pulses” more or less like a beating heart. The 

more the sign will pulse, the more the telepathic stand a chance of suddenly breaking. The “Psychic Sign” also 

be weakened the more the player is far from the controlled NPC. This obliges the player to use his most 

enhanced Orders and stay close to his target. 

Some mighty powers will seriously impact the Psychic Sign. However each time an Order is given with success, 

the Psychic Sign will be reinforced and the chance of success of the next Order will therefore be increased. As a 

result the player might prefer to give the subject a try with less powerful Order before using the more powerful 

ones. 

Keep in mind that Telepathic gameplay allows the player to live the game through his own actions. He has to 

anticipate NPC reactions or changes his plans according to them. These reactions have to provide a lot of 

information about the game world and his inhabitants. Actually peoples know about the Telepathic Gift and try 

to avoid as much as possible such a power. Indeed Telepathic human are recognized as “fiend” as they often 

play the role of contract killers. 

T-COMM 
Tears current employer “NPC-D” will communicate with him by using the T-Comm. The T-Comm is a technology 

that allows anybody to communicate with a Telepath even from a far location. NPC-D will be therefore able to 

make comments on specific element or events during a level. 

THROUGH MEMORIES 
Memories are interactive cutscenes the player will “collect” throughout the game. Memories are always 

cinematic sequences representing past events so the player cannot change them. However it is also possible to 

provide NPCs will previously gathered Memories in order to give them specific information and see how they 

will react. This process is called “Memories Transfer”.  

Memories can get gathered from different ways: 

 Player can access NPC Memories by using the “Remember” Order. The NPC might however struggle 

against it and resist to the Order according to his Willpower and Psychic Sign. 



 Some Memories are saved into “Memory Crystal” which can be found throughout the game. 

According to the Memory saved, a Memory Crystal can be more or less precious and provide more or 

less important information about the game background and story. 

When the player access Memories, a cinematic sequence will be displayed full-screen. The game will be paused 

until the end of the cutscene. Then the Memory sequence will be saved on Player Compendium, like any other 

data gathered by the PMS. 

The “Remember” Order can also be used to perform a “Memory Transfer” in order to provide the NPC with 

new Memories. The chosen Memory sequence will be “injected” into the NPC mind. He will therefore react 

differently according to this sequence. For example, some of these Memories might be used as clues to identify 

a murderer and resolve a crime, or to highlight a relationship between two characters, and so on. A “Memory 

Transfer” will also trick the NPC as he will be convinced that these Memories are coming from his own past. 


