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ABSTRACT

The fusion of virtual and reality and the revolution of gamification are beginning in

human culture. As the quaternary industrial revolution enters the era, major

developments of convergence main content games are expected as human-made play
products. Now that we need a diverse game IP, we need a methodology that makes it
easy to approach game scenario creation. The creation of the game scenario has a very
large difference due to interactivity with the general video scenario. Therefore, without
interactive knowledge, it is difficult to challenge game scenario creation. In this paper,
"Game Scenario Creation List’ was created in order to lower the barriers to entering
game scenario creation. I hope that this paper will be even a little positive for the

development of game contents.
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g2l Al Azt Es] 2 srolth [Table 1] Game scenarios Creation order

1) Marking of Cover
2) Summary
(1)Platform :
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1 = S
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8)Characteristics:
o #ak AF[2]E i3 vl Al 1 GAo = 9)Intention of the Plan:
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=R BAR 9w AYe] 4845 FAHOR : (10)Synopsis:
3) World Guid
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Avekar) wdel A9 e g5t (1)Temporal background:

stk Al A o= bRl wokE Rl = (G, (2)Spatial background:

=ghul ojyrold, A& Fa 5)o Alvtgl e} 4) Character(Linda Seger Classification)
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) (1)Event flowchart:
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(3)Sequences:
(4)Plot:
6)Auxiliary Narrative:
(1)Multivariant (2)Narrative, (3)Quest,
(3)Outbreak Narrative, (5) Mediator
Element(Item, Puzzle, Game Music)
7) Video Scene:
8) Game Scene:

9) Game Scenarios:
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[Table 3] Summary List
Title Content
Platform
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Subject
Material
Genre
Viewpoint
Target layer
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[Table 4] World Guid List

Title Content
Era
National
Class
Race
Language
Morality

=
5l

Religion
Economy
Literature
Art
Music
Architecture
Science
Athletic
Play

Etc
Country
City
Town

Temporal
Background
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Mountain
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Desert

Spatial
Background

Sea
Sky
Climate
Wind
Etc
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[Table 7] Story List

The Story Creation phase is the process
of creating a storyline of the scenario by
dismantling the event flowchart.
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[Table 8] Sequence Lists and Examples

Motivation |Behavior Goal
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[Table 9] Step 4 Plot List

Plot Contents
Introduction 1,23 .. n
Development 123 .. n
Turn 123 .. n
Resolution 123 .. n

[Table 10] Step 5 Plot List

Plot Contents
Exposition 1,23 ... n
Rising Action 1 1,23 .. n
Risin Rising Action 2 123 .. n
S8 | Rising Action 3 | 1,23 .. n
Action
Rising Action n 123 .. n
Crisis 1,23 ... n
Climax 1,23 .. n
Resolution 123 .. n
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[Fig. 1] Types of Multivariate Narrative
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[Table 15] Game Music List
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[Table 14] puzzle List

Name Code Number

kind Difficulty

Mode of Occurrence P r oeress
Point

Directional Objective
Creative Background
Story

Solution Method
Completion of
Completion Situation
Puzzle Image
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[Table 16] Video Scene List
S#1, Place, Time |A brief outline of events
S#2, Place, Time |A brief outline of events
S#3, Place, Time |A brief outline of events

S#n, Place, Time |A brief outline of events
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[Table 17] Game Scene List(1)

IS#1, Place, Time
Character, stage direction, Dialogue

Multivariant Narrative, Quest, Outbreak
Narrative, Mediator Element(Item, Puzzle, Gam¢
Music)Setting

IS#2, Place, Time

Character, stage direction, Dialogue
Multivariant Narrative, Quest, OQutbreak|
Narrative, Mediator Element(Item, Puzzle, Gam¢
Music)Setting

S#3, Place, Time

Character, stage direction, Dialogue
Multivariant Narrative, Quest, Outbreak|

Narrative, Mediator Element(Item, Puzzle, Game
Music) Setting

S#n, Place, Time

Character, stage direction, Dialogue
Multivariant Narrative, Quest, Outbreak|
Narrative, Mediator Element(Item, Puzzle, Gam¢
Music)Setting

[Table 18] Game Scene List(2)

S#1, Place, Time
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