
Spring 2015 Sample Materials 

This sample collects materials from a team-taught ENGL 1102 course, Narrative in Videogames. 
While emphasizing rhetorical and structural principles, units for this course asked students to 
write critical engagement with games, to compose essays on game theory and literature, to 
create and manage multimodal content for a games weblog, and design and code text 
adventures emphasizing narrative mechanics. The materials included in this sample represent 
major and minor assignments. In addition to the major composition projects, of note are the in-
class labs such as the Exquisite Corpse exercise, which used a pair of typewriters to facilitate 
material engagement with procedural narrative.  

 

Sample materials included: 

• Retrogaming Assignment and Report (coordinated with GT Library Archives) 

• Inform 7 Assignment 

• OULIPO and Exquisite Corpse Exercise (Lab instructions with student compilation files) 

• Elegy for a Dead World and The Walking Dead Labs 

• The Room Lab (student response) 

• Blog prompt for Ready Player One (literature engagement) 

• Peer Review and Assessment sheet for Inform 7 (text adventure game creation) 
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ENGLISH 1102: RETROGAMING IN THE ARCHIVES (UNIT III) 
 
Assignment at a Glance 

 
Length:  800 word minimum 
Format: Multimodal essay 
Grade Value: 100 points 
WOVEN components: written, visual, electronic 
Key Dates 

 Friday, Mar 13 @ 11:55pm – Post to blog (include a link to the archives 
[http://www.library.gatech.edu/archives/]); submit link on T-Square 

 
Assignment Prompt and Context 

 
By now you should have been to the archives (or will soon go) to spend some time playing one of the 
games available for this assignment. In keeping with the instruction sheet you received at the library, 
your time in the archives also should have included extensive notetaking and observations about the 
particular game that you and your group played. You will draw on these notes to inform your reflection 
on the game. 
 
In this reflection, you will construct an argument that develops from your experience as a game player. 
In the previous two essays, we have asked you to build your arguments from more formal rhetorical 
elements, but in this case, you should rely on your subjective experience as a foundational component 
of your essay. This does not mean, however, that the essay is limited to opinion without evidence. Use 
your observations as material to generate a specific. At the very least, your argument should address 
some aspect of the archive itself. You might consider the following when working on your essay: What is 
the value of playing old video games? How did the specific features of the game you played compare or 
contrast with a specific contemporary game? Why might it be important for us to maintain archives of 
digital materials, like video games? Are the narrative components of the game compelling, why or why 
not? 
 
You might also consider the relationship between your experience in the archive and the presentation of 
retrotechnology in Ready Player One. Throughout this unit we are considering how we relate to the 
technology of the past, and your essay should serve as an opportunity for you to present an argument 
that addresses some aspect of these topics. 



 

 

 

 

RETROGAMING IN 
THE GT ARCHIVES 

  

Spring 
2015 

 
Project Report                       Sherri Brown & Wendy Hagenmaier  

 

 Students in six sections of English 1102 used the GT Archives retrocomputing hardware and software in the 

Spring 2015 semester to complete an assignment as part of their course, Narrative in Videogames, taught 

by Dr. Josh Hussey and Dr. J. Stephen Addcox. This report will highlight the involvement of the Archives and 

Library staff and the results of a survey distributed to all students who used the retrocomputing equipment.     
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Retrogaming in the GT Archives 
 
P R O J E C T  R E P O R T                        S H E R R I  B R O W N  &  W E N D Y  H A G E N M A I E R   

The Assignment  
From the course syllabus: 
 
Project Three: “Retrogaming in the Archives” (10%) [100 points] 
Group assignment. In Groups, at your scheduled time during the semester, visit the GaTech Archives. In the 
Retrocomputing center experience an old game from the manifest provided by Drs. Wendy Hagenmaier and 
Sherri Brown. Write a reflection about the game and the experience. Post this to your blog and link out to the 
archives. Sign-up for a library visit time and date here. 

 

The Class Preparation  
Wendy Hagenmaier and Sherri Brown visited each section of the course and provided a brief presentation.  
Wendy provided an overview of what an archives is, what our archives collects, and basic information about the 
assignment and how students would sign up to use the computers in the Archives.  Sherri provided a brief 
demonstration of the computing and literary databases that might be used when researching narrative and 
computer or video games.   
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Students signed up for a time to visit the Archives and play 
one of the games using a SignUpGenius in groups of four. 
They were also encouraged to bring their own headphones 
so that the game sounds would not disturb others using the 
Archives at the same time.   

Wendy also created a detailed handout for Archives staff 
describing the project, how to help students who came to use 
the games, and tips for playing each game using the 
retrocomputing equipment available in the space.   
 

 

After students finished the game, they were asked to fill out 
a five question survey regarding their gaming experience.  

The Computers & Games  
The computers and games that were used for the 
class assignment were donated to the Archives by 
Dr. Jason Ellis, a former Marion L. Brittain Fellow 
in the School of Literature, Media, and 
Communication.   
The four computers used by students included: 

Macintosh Performa 550 (1994) 

Apple Power Macintosh 8500/120 (1995) 

Dell (1998) 

3rd Gen iMac (1998)  

The games the student groups had the option to 
play were: 
 
PGA Tour Golf (1991)  

Full Throttle: A Heavy Metal Adventure  (1994) 

Myst (1994) 

The Dig (1995) 

Civilization II (1996) 

Tom Clancy’s Politicka (1997)  

Sim Classics 3 in 1 Pack (SimCity, SimFarm, 
SimAnt, 1996) 

StarCraft (1998) 

Warcraft III: Reign of Chaos (2002)  

Diablo (1998) 
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The Survey Results  

87  

 

 

1 - Really 
didn't like it 

0%

2
5%

3
11%

4
51%

5 - Loved it! 
33%

1 - Not useful at all
2%

2
6%

3
22%

4
45%

5 -
Extremely 

useful 
25%

Percent of students who completed the retrogaming survey.  

115 students completed the survey, out of 132 students enrolled in 
the course sections.  

Question 1: How much did you 
enjoy your retrogaming 
experience?  

(Scale 1=Really didn’t enjoy it – 5=Loved it!) 

Question 2: How useful do 
you think your retrogaming 
experience was, as an 
educational component of 
your course?  

(Scale 1=Not useful at all – 5=Extremely 
useful) 
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Question 3: What could the Archives do to improve the 
retrogaming experience (Did everything work okay, was the 
sign-up process smooth, would you make any adjustments to 
any part of the experience?  

Top Responses & Suggestions     # Respondents  

Good, smooth experience            60 

Need more space for computers/groups         19 

Sound-related: Provide headphones or speakers         18 

Computer/mouse/keyboard slow or not easy to use          8 

Specific game-related issues: stalling/crashing              6 
(Starcraft, Diablo, Doom/Doom II) 

Archives difficult to locate: Better signage/directions        5 

Would like retrogaming consoles             4         

Would like more or different games             3  

Would like game emulation on newer machines          3 

Unfamiliar with game controls/need to save progress       3    

Would like games allowing multiple players at once         2 

Time issues (don’t need 2 hrs, want later time slots, etc.)     2         
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Question 4: What is your favorite video game of all time?   

Top Responses (including variants)               # Respondents  

Skyrim/Elder Scrolls V: Skyrim     9  

League of Legends      5  

Sims, Sims 3, Sim City, Sim City 4      5 

Age of Empires & Age of Empires II     4 

Don’t Know & Don’t Game Much     4 

Fallout 3 & Fallout: New Vegas      4 

Star Wars, Star Wars: Knights of the Old Republic (KotOR), KotOR 2   4      

Warcraft III & Defense of the Ancients (DotA) 2     4 

Halo/Halo: Combat Evolved     3  

Madden     3  

Pokemon Series, Pokemon Crystal version, Pokemon Ruby Red   3    

Assassins Creed     2 

Batman: Arkham City      2  

Call of Duty (Black Ops & Modern Warfare 2)     2  

Command & Conquer: Red Alert & Red Alert 2                 2  

Dark Souls      2 

Final Fantasy & Final Fantasy V     2 

InFAMOUS     2 

Kingdom Hearts      2  

Minecraft      2  

Starcraft II     2  

Team Fortress 2     2  
 
The Legend of Zelda (Majora’s Mask & Twilight Princess)    2 
 
World of Warcraft      2  
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Question 5: If you could design a retrocomputing/retrogaming 
lab for the Library, what elements would you include? (e.g. 
specific hardware, software, games, technologies, support 
services, etc.)  

60  
 

     

  

Number of students who responded that they would like to see old console 
systems, arcade-style games, and/or more older computers on which to 
play games – 52% of respondents.   

Consoles & computers requested: 

Atari      Sega Genesis 
Nintendo 64 (N64)      Super Nintendo Ent. System (SNES) 
Nintendo Entertainment System (NES)  Xbox (original) 
Nintendo Game Boy    Arcade games (e.g. PacMan) 
Nintendo GameCube    Commodore 64 
Nintendo VR      MS-DOS computer  
Playstation, PS1    ZX Spectrum 
Sega Dreamcast  
 

Select comments: 
                                                   “Some older rare consoles would be interesting to have.” 
 
“I would definitely use computer games just like this. Maybe consoles including gamecube and 
gameboys would be good too.”  
 
                                                        “Individual game rooms for anyone to stop by (PCRooms).” 
 
“Include old hardware that failed such as Nintendo VR or Sega’s attempts at it.”  
 
   “I would design a space with a ride array of different computer and games systems that span 
                                  the decades.” 
 
“If I could design a retrocomputing lab, I would include as much hardware from the 1980s and 
1990s as possible. I would include a variety of computers for people to experience such as 
Commodore 64, an old MS_DOS computer, ZX spectrum, and anything rare to find.”  
 
           “That Nintendo VR Headset in comparison to the Oculus Rift.” 
 
“More ‘action’/'simulation’ type game, non-keyboard/mouse input device (ex. joystick) from 
the era.” 
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31  
 

 

  

Percent of students who responded that they would like to see more and/or 
a variety of games – 36 respondents. Several asked for game series. Some 
wanted newer games, others appreciated the retro-aspect of retrogaming. 

Sample comments:  

“The monumental games of each genre would be great – i.e. Halo 1, Doom, GTA 
1 . . .” 

         “More old adventure games.” 

“The comparison between early games and their other series later.”  

“Maybe a series of games to demonstrate the improvement over each year.  
         Series such as NFS and KOF can qualify since their roots are old enough 
                 while new ones are still coming out.” 

“Probably just some more recent, important games. You could use Steam to get a 
 significant number of these.” 

 “I would do a mini timeline of games, starting with simple text-based games 
               and working up levels of technology.” 

“I would include some real time strategy games like Age of Empires or Command 
and Conquer as well as text based games like Oregon Trail.”  

    “Virtual reality games (with those arcade-like first-person shooters.”  

“First IOS Game. Games that are both for computer and phone/tablet that are 
classic games.” 

   “An MS computer with my favorite old school games like Megaman, Claw,  
    Heretic 2, etc. A powerful computer running an older version of Windows,  
      to make the game run super smooth.”  

“Progression of a series, ex. Civ II and Civ IV.”  

          “Old tycoon games are awesome.” 

“Include more platform or open world games.”  
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Other Popular & Interesting Responses: 

More space (4 responses) 

Emulators (3 responses) 

Headphones/speakers/headsets (3 responses) 

Personalized gaming assistance available (3 responses)  

Better lighting (2 responses) 

“For an immersive experience, posters & paraphernalia of older games in 
the room.”  

“Maybe some information on how old hardware and software worked  
                differently.”  

“An area where students could come at any time to play games would be 
best.”  

  “I would also add equipment such as old diskette readers or cassette  
     readers to give a very retro experience from the time.”      

 

Future Plans  
Dr. Hussey & Dr. Addcox will be teaching a similar course in fall 2015, and Wendy and Sherri plan to work with 
them to repeat a similar retrogaming assignment, with some modifications based on the students’ feedback from 
the spring.  We hope to pursue retrogaming as part of the retrocomputing experience in the renewed and 
reimagined GT Library as well. 
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ENGLISH	
  1102:	
  INFORM	
  7	
  INTERACTIVE	
  FICTION	
  (UNIT	
  IV)	
  
	
  
Assignment	
  at	
  a	
  Glance	
  
Length:	
  	
   1000	
  words	
  per	
  group	
  member	
  (estimated)	
  
Format:	
   Interactive	
  text	
  game	
  using	
  Inform	
  7	
  (www.inform7.com)	
  
Grade	
  Value:	
   200	
  points	
  
WOVEN	
  components:	
  written,	
  visual,	
  electronic,	
  oral	
  
Key	
  Dates	
  

• Wednesday,	
  March	
  25:	
  Submit	
  your	
  group’s	
  membership	
  and	
  group	
  name	
  
• (Soft	
  deadline)	
  Friday,	
  March	
  27:	
  Select	
  a	
  theme	
  for	
  your	
  game	
  and	
  begin	
  development	
  
• Monday,	
  April	
  13:	
  Rough	
  draft	
  due	
  (testing	
  in	
  class)	
  
• Wednesday,	
  April	
  15:	
  IF	
  Showcase/	
  Presentation	
  
• Friday,	
  April	
  17:	
  Final	
  Project	
  submitted	
  as	
  a	
  zipped	
  Inform	
  7	
  file	
  on	
  T-­‐Square	
  

	
  
Assignment	
  Prompt	
  and	
  Context	
  
For	
  your	
  final	
  project	
  in	
  this	
  class,	
  you	
  will	
  form	
  a	
  collaborative	
  team	
  with	
  2-­‐3	
  other	
  students	
  and	
  create	
  
an	
  interactive	
  text	
  game	
  using	
  Inform	
  7.	
  Your	
  game	
  should	
  take	
  advantage	
  of	
  the	
  affordances	
  allowed	
  by	
  
an	
  interactive	
  text	
  environment.	
  This	
  means	
  that	
  your	
  game	
  should	
  be	
  both	
  engaging	
  for	
  players	
  while	
  
also	
  having	
  an	
  argument	
  or	
  persuasive	
  purpose.	
  Because	
  this	
  is	
  the	
  final	
  project,	
  the	
  instructions	
  will	
  be	
  
fairly	
  open-­‐ended,	
  allowing	
  your	
  group	
  to	
  develop	
  and	
  implement	
  the	
  ideas	
  that	
  you	
  think	
  will	
  work	
  best	
  
for	
  your	
  project.	
  
	
  
In	
  order	
  to	
  complete	
  this	
  project,	
  we	
  recommend	
  that	
  you	
  fully	
  design	
  and	
  conceptualize	
  your	
  game	
  
before	
  jumping	
  straight	
  into	
  Inform	
  7.	
  As	
  you	
  work	
  on	
  the	
  concept,	
  spend	
  time	
  learning	
  Inform,	
  but	
  do	
  
not	
  simply	
  start	
  typing	
  into	
  Inform	
  as	
  a	
  way	
  to	
  draft	
  ideas	
  for	
  the	
  project.	
  Your	
  time	
  will	
  be	
  much	
  better	
  
served	
  by	
  developing	
  the	
  project	
  “on	
  paper”	
  before	
  taking	
  to	
  Inform	
  7	
  to	
  actually	
  create	
  the	
  interactive	
  
text.	
  
	
  
Collaboration	
  
Collaboration	
  is	
  an	
  important	
  part	
  of	
  most	
  people’s	
  professional	
  lives.	
  For	
  this	
  project	
  your	
  group	
  should	
  
develop	
  some	
  kind	
  of	
  professional	
  identity	
  by	
  choosing	
  a	
  name	
  that	
  it	
  will	
  use	
  as	
  branding	
  for	
  its	
  work.	
  
You	
  might	
  conceive	
  of	
  your	
  group	
  as	
  a	
  company	
  or	
  as	
  a	
  development	
  team—whatever	
  best	
  suits	
  your	
  
purposes	
  as	
  a	
  creative	
  and	
  collaborative	
  unit.	
  We	
  recommend	
  that	
  you	
  identify	
  roles	
  and	
  responsibilities	
  
for	
  each	
  of	
  the	
  group’s	
  members	
  early	
  in	
  the	
  development	
  process.	
  This	
  way	
  each	
  person	
  in	
  the	
  group	
  
will	
  know	
  what	
  they	
  are	
  responsible	
  for	
  creating.	
  This	
  project	
  will	
  be	
  assessed	
  as	
  a	
  collaborative	
  effort,	
  
which	
  means	
  that	
  a	
  single	
  grade	
  is	
  assigned	
  to	
  the	
  group	
  as	
  a	
  whole,	
  so	
  make	
  sure	
  that	
  your	
  work	
  is	
  
divided	
  equitably.	
  
	
  
Inform	
  7	
  
Group	
  members,	
  no	
  matter	
  what	
  their	
  role	
  in	
  the	
  development	
  process,	
  should	
  spend	
  some	
  time	
  getting	
  
to	
  know	
  Inform	
  7.	
  This	
  language	
  uses	
  “naturalistic”	
  English,	
  but	
  it	
  is	
  still	
  very	
  much	
  a	
  coding	
  language	
  
with	
  a	
  specific	
  syntax	
  and	
  structure.	
  Inform	
  is	
  built	
  on	
  the	
  premise	
  of	
  guiding	
  a	
  player	
  through	
  a	
  physical	
  
space	
  that	
  is	
  represented	
  as	
  text.	
  Your	
  composition	
  process,	
  therefore,	
  will	
  be	
  vastly	
  different	
  from	
  
traditional	
  essay	
  structures.	
  Inform	
  7	
  has	
  a	
  wealth	
  of	
  documentation,	
  including	
  examples	
  and	
  extensions	
  
that	
  you	
  can	
  use.	
  If	
  your	
  project	
  draws	
  on	
  pre-­‐written	
  extensions,	
  you	
  should	
  note	
  that	
  in	
  a	
  comment	
  at	
  
the	
  beginning	
  of	
  your	
  code.	
  Extensions	
  will	
  not	
  contribute	
  to	
  the	
  satisfaction	
  of	
  the	
  project’s	
  length	
  
requirement.	
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Showcase	
  &	
  Presentation	
  
At	
  the	
  end	
  of	
  Unit	
  IV,	
  each	
  group	
  will	
  give	
  a	
  5	
  minute	
  presentation	
  about	
  their	
  project.	
  The	
  presentation	
  
should	
  give	
  the	
  class	
  some	
  background	
  about	
  your	
  process	
  (concept,	
  challenges,	
  etc.)	
  and	
  the	
  final	
  
product.	
  Show	
  us	
  why	
  your	
  project	
  is	
  engaging	
  and	
  worthwhile—make	
  us	
  interested	
  in	
  playing	
  your	
  
game.	
  Presentations	
  should	
  include	
  some	
  kind	
  of	
  visual	
  aid,	
  whether	
  PowerPoint	
  slides,	
  a	
  Prezzi,	
  or	
  
some	
  other	
  visual	
  presentation	
  tool.	
  Because	
  of	
  the	
  class	
  size,	
  the	
  time	
  constraint	
  is	
  important,	
  practice	
  
your	
  presentation	
  in	
  advance	
  to	
  make	
  sure	
  that	
  your	
  content	
  is	
  neither	
  too	
  long	
  nor	
  too	
  short.	
  



Part B. Exquisite Corpse Lab Instructions 
 

 
 
Directions: For five minutes or so, interact with one of the 
typewriters. You may return to any or all of the typewriter 
stations. Type whatever you wish: attempt to continue the 
narrative where it has been left to the next user (i.e. you). 
Continue in whatever capacity you see fit: perhaps this means 
going along with the previous text; perhaps it means abandoning 
it or derailing it. In any event, do make sure there is some 
kind of continuity between your post and the previous entry. 
 
1. After typing on one or two (or all three if you wish) of the 
prompts, describe the process of your interaction. 
 
The previous user finished the first page of the prompt; thus, I 
started with a fresh page. I skimmed the first page of the story 
and started to improvise a new one. Beginning on a fresh page 
was difficult for continuing a narrative, as I could not glance 
up and see the previous text. The typewriter’s key layout was 
familiar, but the keys themselves were foreign pieces of metal; 



however, the more I typed, the more I became accustomed to the 
feel of a typewriter. After a few sentences, I relinquished my 
spot and allowed the next person to continue the narrative. 
 
2. How was interacting with the typewriter unusual or unique for 
you? What corrections to your “normal” interaction with machines 
had to be adjusted? What was satisfying about your interaction? 
Least satisfying? 
 
The typewriter was unusual, because it is an analog equivalent 
to a digital technology that I use daily. My typical methods of 
operating the digital equivalent failed when I tried to employ 
them on the analog. The only other experience I had similar was 
when I used a rotary dial phone. 
 
The machines I interact normally with have a high degree of 
automation: a button calls home, the card reader accepts 
payment, the door opens when it senses people. The typewriter, 
however, requires manual work to break to the next line or 
insert a new page. I had to adopt a new mindset, in which I 
assumed that every interaction necessitated manual work. 
 
Perhaps the most satisfying part was the physical feedback of 
the keys. The typewriter answered each press with a deep 
compression and a mechanical click; I felt as though I was 
composing a new piece on a piano. The least satisfying aspect 
was my inability to break to the next line automatically. I did 
not realize there was an enter key to break, so I pressed the 
backspace key forty times to return to the left indentation. 
 
3. How was the content you produced suggested by the previous 
user’s content? Did you desire to continue from where the last 
person left off, or were you more interested in “breaking” the 
chain? 
 
The previous content suggested that the typewriter itself had 
extraordinary properties. I decided to expand upon that premise 
and give the typewriter autonomy, allowing it to type its own 
message to the user in the story. Since the previous user ended 
with a conclusive statement, I had the option to break the chain 
and start in a new direction.  
 
4. What are some of the differences between doing this 
experiment on the typewriter and doing it in a word processor or 
shared doc? 
 



The greatest difference between the typewriter and a shared doc 
is permanence. In a shared doc, users can correct past text or 
delete entire passages. In contrast, the users of the typewriter 
can only write over mistakes. While mistakes of the shared doc 
disappear into the void, mistakes in the typewriter are 
permanent. 
 
Another contrast between the typewriter and digital word 
processors is continuity. Digital word processors automatically 
insert line breaks and continue to the next page. In a 
typewriter, the user must do both of these tasks, interrupting 
ideas and preventing smooth workflow. 
	
  
	
  





















Elegy for a Dead World lab (prep for Blog post 07) 

 

 

1. What connection to our world and our historic timeline does Elegy 
have? 

 

2. Does Elegy fit the bill of a game? How have we come to understand 
what a game is in this course? 

 

3. Describe the manner and method of interactivity. If text adventures 
can be considered detective work, what kind of creative or critical 
activity occurs in Elegy? 



 

4. What types of textual prompts are available to you when you 
navigate (via the map) to worlds? 

 

5. How do you consider agency and authorship (Janet Murray) in this 
context?  

 

6. Considering this game environment, what kinds of definition might 
you bring to J.P. Gee’s identities (Real, Virtual, Projective)? 

	
  
	
  
	
  
	
  
	
  
	
  



The Walking Dead Lab 
Spring 2015 
 

 
Lab: Criterial features in The Walking Dead (Telltale, 2012) 
Name: 
Section: 
Quick-Start directions: Complete the worksheet by creating a 
list of 4 criterial features for The Walking Dead. Describe each 
feature in 3-5 sentences. Expand the list with framing language 
and use this work for Blog Post #4. 
Deadline: Wednesday 25 February @ 11:55. 
 
As we have seen and discussed, many things happen in games: 
play, reading, observing, identity creation, cinematic viewing, 
narrative, and so on, not to mention the bevy of technical 
operations any game undertakes. Technicality, however, is not a 
common mode of communication if only because its vocabulary can 
be quite esoteric. Should we, for example, talk about film in 
terms of the physics of a lens? The answer is unquestionably, 
yes, but in order to do so we require an audience who is fluent 
in that language set. In the articles we’ve read so far, we’ve 
come across a plethora of theoretical terms that have both been 
useful as well as hermetic jargon. For our composition purposes, 
they’re all completely useful of course: 1) they are rich 
environments for investigation themselves, even if you find them 



laden with traps and hazards, 2) one can use those terms as a 
theoretical lens for an essay.1 
 
Think about the language set you have begun to develop for your 
game analysis. Can that language set be used for another game? 
Is it universal enough to transfer over into other contexts? At 
the same time, is it specific enough to let your interpretive 
measures be satisfactorily influential?  
 
Now consider the episodes of The Walking Dead that you have 
played. List 4 criterial features that you think best aid in the 
game’s interpretation. In 3-5 sentences, describe each of those 
features and explain why they are useful. Remember there are 
many possible “readings” of any game -- TWD is no exception.  
 
Upload this document to T-Square. Expand on the writing you 
produce for Blog Post #04. 
 

 
 
 
Feature 1. 
Feature 2. 
Feature 3. 
Feature 4. 
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  Consider how Dow uses Baudrillard to frame his argument.	
  



Lab sheet: Valuation: 
The Room questions Quiz 2 (10 points) 
Exquisite Corpse experiment  
 
 
Directions: 
Answer the following questions by typing in this document, 
saving your last name into the file name, and uploading back to 
the assignment on T-Square. 
 

 
 
Part A. The Room 
1. Cite a specific moment in The Room where the mechanics of the 
game (i.e. how you interface with the environment and its 
objects) surprised you. Describe that moment in some detail. 
What were the outcomes of those mechanics? How did that 
procedure—and the act of discovery—move the game forward in 
terms of the narrative?  
 
In The Room, there is a peculiar puzzle where four spherical 
rocks are embedded in a surface. The rocks have a colored circle 



on its surface, and the orientation of the circle suggests the 
orientation of the rock. Since the circles did not point 
straight up, the player had to reorient them. Despite a barrage 
of touches and swipes, the rocks refused to move.  
 
I had almost given up; however, I discovered that when I put my 
phone down in frustration, the rocks moved slightly. The four 
rocks responded to the accelerometer of the phone, the first 
puzzle to not require touch. I quickly tilted my phone in 
multiple directions to solve puzzle.  
 
The rock puzzle suggested that there would be other non-touch 
interactions in the future, such as tilting or sound. The 
possibilities of other interaction types moves the game 
narrative forward, as it leaves behind the simple touch 
interactions that have started to become stale and challenges 
the player.  
 
2. Describe two of the narrative techniques used in the game. 
How and when do you know you're cooperating in a story? 
 
A prominent narrative technique is the backstory. Throughout the 
game, the creator leaves letters that reveal his past. The 
letters not only reveal the discovery of the null element, but 
also the creator’s descent into madness, as his assistants and 
colleagues abandon his quest for the null element. 
 
Another narrative technique the game employs is symbolism. For 
instance, the term “Sigil” – Latin for seal - has ties to chaos 
magic. By using the password “Sigil”, the player unleashes 
symbolically the chaos, or the null element, within the box.  
 
The narrative alerts the player that he or she is cooperating by 
providing visual and auditory feedback: drawers slide out, gears 
turn, doors open, lights flash, switches click. In addition, the 
camera pans to the location of the change, so that the user 
becomes aware of it. 
 
3. In terms of the narrative and the gameplay, what is the 
function of the eyepiece? 
 
In the narrative, the eyepiece makes the player the chosen hero, 
as the puzzle cannot be solved without it. The magical 
properties of the eyepiece increase the mysteriousness of the 
box and the quest. 
 



In terms of gameplay, the tool reveals hidden passages, such as 
the null element marks and the “Sigil” password. It is sometimes 
a last resort for the player, when all other options have been 
exhausted. 
 
4. Discuss some of the game’s compositional features that do not 
affect the narrative. For example, discuss how sound works in 
the game. Discuss the function of the inventory or the hint 
system.  
 
The game’s soundtrack creates a serious and mysterious tone, 
enhancing the puzzle’s enigmatic atmosphere. In addition, the 
sound effects of the box’s mechanism give the player 
satisfactory feedback, encouraging the player to continue the 
narrative. 
 
The hint system tries to maintain the momentum of the narrative, 
by directing the player in the right direction. If the player 
fails to interact with the box correctly, the hints became 
increasingly obvious. This prevents the player from becoming 
stuck and quitting the narrative. 
 
  



Blog post 05 prompt: Ready Player One. 
 
Consider any long passage or page from RP1 and copy it out in 
block format. 
 
Now, conduct an investigation on the text. Imagine that passage 
as a textual “room” in which you have entered. Picture it. 
 
How do you navigate that text? How do you conceive it spatially, 
geometrically? What content is conceptual to you? What feels 
practical? What is the procedure of the passage? How does the 
language move and suggest other language through procedure?  
 
 
(Cover images from http://www.ernestcline.com/books/rpo/) 

 
 
  



Inform	
  7:	
  Peer	
  Review	
  and	
  Beta	
  Test	
  Form	
  
Project	
  Development	
  Group:	
  
Title	
  of	
  Project	
  under	
  Review:	
  
Reviewing	
  Group:	
  
	
  
1. First	
  Impressions	
  

a. Give	
  your	
  initial	
  impression	
  about	
  the	
  project.	
  Does	
  the	
  writing	
  evoke	
  the	
  
textual	
  game	
  space	
  for	
  players?	
  
	
  

b. Try	
  a	
  variety	
  of	
  commands	
  in	
  game.	
  What	
  are	
  the	
  results?	
  Could	
  the	
  game	
  be	
  
improved	
  by	
  adding	
  specific	
  responses	
  for	
  some	
  of	
  those	
  commands?	
  
	
  

c. How	
  would	
  you	
  describe	
  the	
  game	
  based	
  on	
  your	
  first	
  impressions?	
  What	
  is	
  
it	
  about?	
  What	
  is	
  the	
  objective?	
  

	
  
2. Playing	
  the	
  Game	
  

a. What	
  worked	
  well	
  in	
  the	
  game?	
  
	
  

b. What	
  did	
  you	
  find	
  confusing?	
  Were	
  there	
  places	
  where	
  the	
  text	
  was	
  
unnecessarily	
  vague?	
  
	
  

c. Does	
  the	
  game	
  have	
  puzzles?	
  If	
  so,	
  how	
  were	
  they	
  integrated	
  into	
  the	
  game?	
  
How	
  would	
  you	
  rate	
  the	
  puzzles	
  in	
  terms	
  of	
  difficulty?	
  Were	
  they	
  reasonably	
  
completed?	
  

	
  
3. Improving	
  the	
  Game	
  

a. What	
  are	
  two	
  things	
  that	
  you	
  would	
  change	
  (add,	
  modify,	
  delete)	
  about	
  the	
  
game?	
  Keep	
  in	
  mind	
  that	
  there	
  isn’t	
  time	
  to	
  make	
  major	
  changes	
  or	
  overhaul	
  
the	
  entire	
  project.	
  
	
  

b. List	
  any	
  errors	
  or	
  problems	
  that	
  you	
  found.	
  This	
  might	
  include	
  game	
  
functions	
  that	
  don’t	
  seem	
  to	
  work	
  as	
  well	
  as	
  spelling	
  errors/typos.	
  

	
  
c. What	
  were	
  your	
  final	
  impressions	
  of	
  the	
  game	
  at	
  the	
  end	
  of	
  the	
  review	
  

session?	
  

	
   	
  



Inform	
  7:	
  Presentations	
  
Time	
  allotted	
  (max):	
  7	
  minutes	
  
Project	
  Development	
  Group:	
  
Title	
  of	
  Project:	
  
	
  
1.	
  Overview	
  of	
  game.	
  [3	
  minutes]	
  
How	
  do	
  you	
  classify	
  this	
  game?	
  What	
  are	
  its	
  distinctive	
  features?	
  What	
  language	
  would	
  
help	
  to	
  describe	
  its	
  genre?	
  What	
  language	
  describes	
  its	
  content?	
  What	
  kinds	
  of	
  interactivity	
  
does	
  the	
  game	
  provide?	
  
	
  
2.	
  Play	
  the	
  game	
  for	
  the	
  class.	
  [3	
  minutes]	
  
Demonstrate	
  the	
  procedurality	
  of	
  your	
  game.	
  Show	
  the	
  class	
  the	
  kinds	
  of	
  mechanics	
  you	
  
developed	
  or	
  were	
  in	
  the	
  process	
  of	
  developing.	
  
	
  
3.	
  Discuss	
  ideas	
  for	
  revision.	
  [1	
  minutes]	
  
How	
  did	
  you	
  adapt	
  your	
  ideas	
  for	
  the	
  game	
  to	
  the	
  operational	
  syntax	
  of	
  Inform?	
  If	
  you	
  had	
  
more	
  time,	
  what	
  would	
  you	
  add?	
  What	
  would	
  you	
  take	
  out?	
  What	
  would	
  change	
  if	
  you	
  were	
  
able	
  to	
  add	
  visuals	
  to	
  the	
  system?	
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