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1BA CK GROUND

TEXT ADVENTURE GAME�
DEVELOP ENGINE 

EX PERIENCE D ESIGN

Modern TAGs have developed to face-to-face 
modes -- for example, in China a table-based 
game called Live A ction Role Play Game(
LARPG, 剧本杀) are popular among the teenagers. 

This project raises a proposal to develop a game 
engine for Text A dventure Games (TAGs) 
which also supports cooperation and 
publishment.

Text A dventure Games (TAGs) are games that 
use texts as its major expression. They are also 
known as interactive fiction or interactive 
novel. Players read stories through making 
different choices, and usually these games are 
equipped with beautiful illustrations and 
intriguing characters. 

Primitive TAGs look just like this
 -- very straightforward 
dialogues equipped with 
illustrations that depicts the 
plots. 

Old Primitive TAGs

Gal-games are typicals 
modern TAGs, where 
character designs are more 
elaborate and text user 
interfaces are more attractive 
and easy to focus. 

Gal-games

Players follow a written story 
script and play their assigned 
part of different characters. 
They keep their secrets from 
others and exchange clues only 
when necessary. Their goal is 
to reach the end of story, 
usually find the culprit of a 
crime or similar.

Live Action RPG

2 CURRENT SITUA TION

TAG developments are still popular among game 
industry. Current situation of a TAG development 
usually involves the following roles.

Surprisingly, a TAG does not require a large 
team. The cost of making a TAG thus is very low, 
so it is usually the primary choice when a new 
game designer wish to make a game that tells a 
good story rather than offer great game 
mechanics.�
�
However, even with such a low cost, making up 
a small team for a TAG still becomes the main 
challenge for game designers to make such 
game. 

Powerful game engines may not be a necessary 
requirement for TAGs, but a good team is always 
of the first priority -- also the primary challenge.

Playwrights write the story for the TAG. They decide 
the branches and the choices that may result in a 
different ending of the story.

Playwrights

Artists draw the illustrations for the TAG, not only 
the scenary illustrations but also the character 
illustrations.

Artists

Musicians compose the background music for the 
TAG. A TAG usually requires several BGMs, and this 
is a very important part of a good game.

Musicians

Programmers write the codes for the TAG. They also 
decide the algorithms behind the branching, usually 
also manipulate the game variables with the plots.

Programmers

I have a good story but I have not 
idea who can design the appearance 
for my characters... I have no artist 
friends!!

W ell... I really want to make  a game 
full of cute boys and girls, but I have 
no idea of a good story! I can draw 
everything if there is a story!

3M A RK ETING RESEA RCH

Products with similar functions are popular among the market. The following part analyzes 
how these competitive products state the concerns of the stakeholders.

The following terms are concerned in this research.

Newcomer�
Friendliness

Feature Set�
A bundance

Cooperation

Distribution
Low Pecuniary�

Cost

V ersion�
ControlNewcomer Friendliness states how friendly the 

engine is to a user that is not familiar with it. The 
higher the friendliness, the easier the user can use it.

Newcomer Friendliness

V ersion Control states if the engine supports 
version controlling. The version control should 
support branching and reverting.

Version Control

Feature Set A bundance states the abundance of 
the engine's supported feature sets. The engine can 
make a larger game with a more powerful feature set.

Feature Set Abundance

Low Pecuniary Cost states how expensive it is if a 
user choose to use the engine. The higher the value 
is, the less expensive the engine is.

Low Pecuniary Cost

Distribution states if the engine helps the game 
designers to distribute their game, either commercial 
or free.

Distribution

Cooperation states if the engine is specified for 
teamwork, especially synchronous cooperation.

Cooperation

Newcomer Friendliness

Cooperation

V ersion Control

Distribution Feature Set A bundance

Low Pecuniary Cost

Figma

Figma

Bilibili �
Interactive Video

Bilibili �
Interactive Video

Unity

Unity

RPG Maker

RPG Maker

Mandatory New User Tutorial

Synchronous Cooperation

Reverting

Native Distributing Platform Standard TAG Support

2D Support

3D Support

Programming-based Features

Third-party Plug-in Support

Graphic Editing and Producing

Native Project Management

Non-programmer Friendly Interface

Free Version

No Additional Charges For Commecial Use

Player Feedback 

Player Evaluation Rank 

Platform Promotion

Third-party Distributing

Branching

Comments

Project File Easy Sharing

Multiuser Editing for a Single Project

Complete Feature Set Document

Optional Tutorial

Figma

Bilibili Interactive V ideo

Unity

RPG M aker



6 STA K EHOLD ER M A P

Considering the individuality of the workloads of different roles in a team,
 the stakeholder of making a game engine that is specified to making 
TAGs can have separate interests. 

TA G �
D EV ELOPM ENT�

STA K EHOLD ERS

PLA Y �
-W RIGHTS

A RTISTS

PROGRA M -
M ERS

M USICIA NS
Clear Branching V isualization

Easy  Branching Test/Story  Play er

Node Based Story  Planner

Comments

D ebug Tools A nd Log Print

V isualization of  Parameters

Sy nchronous Collaboration

Non-hardcore Friendly

Simple A udio Editor

A udio A sset M anager

A sy nchronous Collaboration

Non-hardcore Friendly

A rt A sset M anager

Non-programmer Friendly  UI

Clear Task D escriptions

Simple Fast Editor

Artists clearly understand�
playwrights' imagination.

Artists clearly understand�
the contents of art assets.

Programmers easily build a
 visualization for branching.

Playwrights clearly see how 
their branching works.

Programmers easily build 
an interface for musicians.

Musicians understand the 
atmosphere for the plots.

Playwrights clearly tell 
musicians their thoughts.

Musicians do basic clip 
editting in the engine.

Programmers express 
their demands in clear 
quantification.

Easy locate of 
the character 
in the story

Hardcore music 
editting is not 
necessary.

Reduced 
communication 
between them.

Comments
 are easy 
to make.

References 
are easy to 
find for both 
of them.

References 
are easy to 
find for both 
of them.

Easy version 
control and 
submission 
of art asset.

Easy tutorial for 
programmers to 
tell artists how to 
submit.

Playwrights clearly express �
their thoughts to artists. 

UI A ND  A RT 
A SSET�

M A NA GEM ENT

A TM OSPHERE�
D ESIGN

CLIP ED IT�
SIM PLIFY

BRA NCHING�
A LGORITHM

CHA RA CTER�
D ESIGN

4 TA G SITUA TION

The above shows Chinese TAG developed in 
2020. Since China is one of the largest TAG 
producing country, the statistics is a proof 
that TAG is still a prefered game genre.

17

2017 2018

4.1 TAG Published on Steam(China) from 2017-2020

4.2 TAG Sale Amount on Steam(China) in 2020

2019 2020

34 34

40 5 USER JOURNEY  M A P

Phase

1 Stakeholders come 
together to set up 
a game team.

Phase

2 They come up 
with a proposal for 
game design.

Phase

3 They start to 
develop and 
prepare materials.

Phase

4 They test the 
quality and stability 
of the game.

Phase

5 They distribute 
their game to the 
players.

Stakeholders may not 
be familiar with each 
others.

We make a social 
connection for the 
stakeholders.

Stakeholders may not 
have a good 
reference for 
brainstorming.

The engine 
automatically lists 
some similar works 
for references.

They may not find an 
engine easy enough 
for making a TAG.

Make the functions 
and UI minimalistic 
and user-friendly.

They may have 
difficulty in finding 
qualified volunteers 
for testing their game.

Use our platform to 
find volunteers or to 
set up beta servers.

Distributing can be a 
challenge under the 
strict censorship due 
to different platforms.

Use our platform to 
distribute this game, 
or export it to other 
platforms.

A satisfied profit from 
the game is also 
necessary for most 
game makers.

There will be an 
relatively low upper 
bounder for profit 
taken by the platform. 

They also want to see 
if the software runs 
stably.

The engine supports 
realtime test play (as 
what is supported in 
Unity).

Consequently they 
may start to use a 
bunch of software.

Integrate the 
functions that are 
required by a TAG in 
a single engine.

Race analysis and 
survey may be 
another challenge.

The engine analyses 
the reasons for being 
success for the well-
sold games.

They do not have a 
good place to find 
team members.

On our platform, the 
stakeholders will find 
suitable teammates, 
even they don't know 
each other.

Setting Up A  Team
Problem Solution

Proposing A  Game
Problem Solution

Implement A  Game
Problem Solution

Test A  Game
Problem Solution

D istribute A  Game
Problem Solution
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Cow ardPiglet

LARPG Playwright

CowardPiglet and TA G
M OTIV A TION

Name CowardPiglet

A ge 23

Role

Personality

Playwright

Creative

New to 
Programming

�Make text games that 
delivers some philosophy.

�Interesting mechanics may 
be hard to program.

�Extrovert

�Happy with challenges

�Enjoy learning everything

�Happy with learning new 
technology

�Master some game 
engines that allows more 
story branchings and with 
lower learning cost.

�Large story may be hard to 
branch and organize.

�Powerful game engines 
may be hard to master.

"I'v e got a v ery  good story  to tell,
 but that is  not say ing I hav e a 
good game to deliv er."

Behav ior

Concerns

Goals

To better understand how the game engine can bring convenience to related stakeholders, 
interviews are necessary.�
�
The following is one representative persona analyses summarized from an interview.  

7INTERV IEW
To better understand how the game engine can bring convenience to related stakeholders, 
several interviews are necessary.�
�
The following are collected from first-hand interviews.

W hat kind of tools would you use when 
you plan to design a character?

Microsoft Word with Excel will be totally enough for listing 
information. Some random generators are useful when naming 
characters. Some mindmap creators also help. 

A ny difficulties when collaborating with 
other teammates?

Communications are basically lowly-efficient, especially when 
team members hold different views for a certain design. 
Sometimes I want the materials to be settled, but, say, artists 
nominate another idea and works along without a discussion.

W hat difficulties have you met when 
using these tools?

Though Word and Excel are useful for listing information, they 
are not a good visualization. A great layout for showing 
information such as character relationships or plots branching 
will solve a bunch of difficulties.

W hat is your most-wanted function in a 
game engine?

As said before, a relationship graph will be very useful. Also, I 
would like my key information to be listed in a straightforward 
visualization, and highlighting will also be preferred. Finally, 
locking on terms so that others cannot modify will also be desired.

Cow ardPiglet
A ge

From

23

Oberlin College

Play w right
for different projects. He designed vivid characters and 
wonderful plots for these games.  

Nanjing, China

W hat kind of tools would you use when 
you plan to design a character?

I will use notebooks and pencils for sketches. Maybe Wikipedia 
for some background information. I search my games in steam or 
use my experience as references.

A ny difficulties when collaborating with 
other teammates?

Programming based questions will be hard to solve. For me, it is 
not hard to communicate with artists or musicians, but for 
programmers sometimes I myself am not aware of how hard a 
mechanic can be when implementing. 

W hat mechanics is suitable for 
designing a TA G?

TAGs have texts occupying the majority, and I assume that 
people who love playing TAG refuse hardcore operations like 
battling or combating. I will involve some easy puzzle games or 
some hardcore mysteries in the games. 

W hat is your most-wanted function in a 
game engine?

I think a branching tool for scripts will be very useful. This 
visualization will be quite straightforward if I want to comment 
something for the plots, or I just want to add some mechanics 
into the TAG.

D erek Sun
A ge

From

24

University of California, Irvine Campus

Game D esigner

Irvine, California

who has designed indie

games of different genres, such as RPG and interactive 
novels. TAG becomes a superset of interactive novel, so 
he is interested in making such a game.

who has worked with several 

Generally, are you willing to be a 
programmer for a TA G? W hy?

I am willing to be such a programmer, especially if it is designed 
to be a great work. But compared to games like Monument 
Valley I think TAG sounds a little bit boring and deadpan.

A ny difficulties when collaborating with 
other teammates?

QA and programmers usually hold different opinions when the 
demands or requirements make vague description. I hope that 
descriptions of tasks can be more straightforward and more 
accurate.

W hat do you think is the most 
important technique for making a TA G?

Definitely the branching algorithm and data structure for saving 
branches. TAG development costs lots of time in translating a 
playwright script to a programmable script. A frame that realize 
this part will be most important.

W hat is your most-wanted function in a 
game engine?

Node-based framing for texts so that I will not need to organize 
the texts from playwrights by doing repetitive works, especially 
for branching the plots.

X iw ei W ang
A ge

From

22

University of Rochester

Rochester, New Y ork

Programmer
teams for making different spectacular indie-games. He is 
proficient even in making 3D games, so 2D TAG may be 
too easy for him.

who has worked with several 

W hat is the most important factor that 
prohibits you from making a game?

Making a game sounds like a very burdensome business. I 
definitely prefer playing a game to making a game.

W hat is the max time you can agree to 
spend in learning a game engine?

I can spend half a month, and 4 hours maximum per day. 

W hat kind of position would you like to 
take if  you join a game-making team?

What kind of tools would you use when you plan to design a 
character?�
What kind of tools would you use when you plan to design a 
character?

W hat is your most-wanted function in a 
game engine?

No programming. Node based game making will be the most 
desired function.

Sidious Chen
A ge

From

23

Rensselaer Polytechnic Institute

Gamer

Nanjing, China

who have no game-making experience.

Factors that prohibit him from making a game are 
various, but he is interested in learning a low-cost game 
engine.



9 CA RD  SORTING 10 D ESIGN POLICIES

The following showcases the card sorting of potential functions of the proposed engine. The cards showcase the concrete functions that may be implemented in this engine. These functions are 
following the design policies specified in this part. Namely, all of these functions are supporting the engine 
through visualization, learning cost, collaboration and socializing.

Collaboration Programming

Project �

M anagement

Story �

Planner

D istribution
V ersion�

Control

Engine �

Feature Set

Comments
D emand�

Sheet
Team�

M anagement

Liv e Tex t �
and �

V oice Chat

Responsibility �

M anagement

Sy nchronous�

On-page�

Collaboration

Stack Tracer�
and�

Bug Reporter

Node-based/�

Codeless�

Programming

Coding�

Language-based�

Programming

Non-�

programmer�

D ata Input�

Interf ace

Third Party �

Plug-in�

D ev elopment

Error Log�
Ex port

Story  Branch�
V isualization

Non-programmer�

Friendly  Story �

W rite Interf ace

M ulti-media�
Support

D iagram-maker�

f or D epicting �

the Scenes

A I Recognization�

of  Tex ts and 

Illustration 

Generator

Story  Test�
Play er

Committing�
w ith�

Comments

Non-programmer�

Friendly �

Committing

V ersion�
Branching

V ersion History �

D if f erence�

V isualization

V ersion �

Branch�

M erging
Rev erting

Online D riv e�

and Cloud �

Sy nchronization

A I�
Coordinator

File Sharing�
and�

 Uploading

Sorting and 

Searching w ith 

K ey w ords

Schedule �
Planner

A ssignment 

D escription w ith 

Submission Portal

Nativ e �

Game Platf orm�

For Publishing

Third Party �
 Platf orm�

Ex port

V R Support�
f or �

Party  Games

Hot Update�
Support

Copy right�
Protection

Game Ranking�

and �

Play er Feedback

Character 
Facial 

Ex pression

Illustration�
Setting �

and Editting

Interactiv e 
Nov el 

Templates

Third Party �
A sset�

Support

Free f or 

Commercial Use 

Resources 

A udio Clip�

Pitch/V olume/�

Loop Editting

Basic �
Geometry �
D raw ing

A utomatic�
Sav e/Load�
Templates

3D  Files�
Support

A utomatic�
Game PV �

M aker

M ulti-platf orm�

UI Templates

Simplif ied 
and Pro 
Interf ace

D if f erent 

Interf ace f or 

Team M embers

Node-based�

D ialogue M aker

V ISUA L�
-IZA TION

COLLA BOR
-A TION

SOCIA L�
-IZA TION

LEA RNING�
COST

Sy nchronous and A sy nchronous.

M inimum User Interf ace.

I D on't K now  M y  A rtist.

A I Handles Business A  Lot.

But I K now  M y  A udience.

A nd Ev en M ore A udience.

Designers can collaborate whenever their time becomes convenient.

The UI of the engine is different and minimum for different roles in the team.

Team members may not be familiar with each other. Following a solid 
collaboration flow, they can finish a game with minimum direct 

communication.

Powerful AI is also equipped with the game engine, which handles not only 
the mechanical game-making flow, but also some creative jobs.

The game can be directly published on the platform of the engine. 
Feedback from the players will be responded directly to the designers.

Games can be easily exported as executables, so distribution on third-party 
platforms will be straightforward.

The materials for collaboration will all be preserved as an online copy.

Non-Programmer Friendly .
Designers not familiar with programming understands how to use the engine.

The story progress is clear to be understood with the branch diagram.

Story  V isualization.

Online D ocumentation. 



Game Engine

11.1W IREFRA M ES
The following diagrams are the proposed wireframe diagrams for some interfaces of the 
game engine.

Story  Planner (Play w right M ode)
Playwrights add story nodes driven by choices in this interface. They can 
double click the nodes or click the edit in the inspector and enter the 
text edit mode to edit the content. 

Functions W orkspace

Folders

Inspector

A dd Node

Test Play

Export

Pack Node

Comment

100%

Choice 1

Start Node

Choice 2
Choice 1

Node 1 - Title

Choice 2

Choice 1

Node 2 - Title

Choice 2

Node 2 - Title

A uthor

A ssigned A rtist

Story Node

Add Comments...

Edit

Chapter 1 Nodes Chapter 2 Nodes episode.nod

Episode1.story

Story  Planner (Non-edit M ode)
Team members, such as musicians, who are not particularly interested in 
editting story nodes may read the nodes in the simple mode of story 
planner so they can get a more straightforward reading experience.

Functions Nodes

Node 2 - Title.nod Folders

Inspector

Test Play

Export

Pack Node

Comment

100%

Start Node
Node 1 - Title

Node 2 - Title

Node 2 - Title

A uthor
A rtist

Story Node

Comment left by node author.

Chapter 1 Nodes Chapter 2 Nodes episode.nod

Character 1 Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis metus nisl, vitae facilisis tortor varius 
gravida. Vivamus tempor vestibulum facilisis. Vivamus luctus lacus vitae.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis metus nisl, vitae facilisis tortor varius 
gravida. Vivamus tempor vestibulum facilisis. Vivamus luctus lacus vitae.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis metus nisl, vitae facilisis tortor varius 
gravida. Vivamus tempor vestibulum facilisis. Vivamus luctus lacus vitae.

Narrator

          Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis metus nisl, vitae facilisis tortor 
varius gravida. Vivamus tempor vestibulum facilisis. Vivamus luctus lacus vitae.

Character 2 SA D

Character 2                            Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis metus nisl, 
vitae facilisis tortor varius gravida. V ivamus tempor vestibulum facilisis. V ivamus luctus lacus vitae.
CHOICE 1 SA D

                           Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis metus nisl, Vivamus 
luctus lacus vitae.
CHOICE 2 SA D

             Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis metus nisl, vitae facilisis 
tortor varius gravida. Vivamus tempor vestibulum facilisis. Vivamus luctus lacus vitae.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis metus nisl, vitae facilisis tortor varius 
gravida. Vivamus tempor vestibulum facilisis. Vivamus luctus lacus vitae.

Character 1 HA PPY

Tex t Edit M ode (Play w right M ode)
Playwrights edit the story texts in this mode, like what they can do with a 
Microsoft Word or Google Doc. They can add choices/branches for the 
text, and draw diagrams for showing their imagined scene to the artists. 
It supports multi-user editting.

M ake Brancher Draw Diagram A dd Comment A dd CommandA dd Character

Thumbnails Toolbox Inspector

Node 2 - Title.nod

Character 1 Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Narrator

          Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer 
convallis metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Character 2 SA D

Character 2                            Lorem ipsum dolor sit amet, consectetur 
adipiscing elit. Integer convallis metus nisl, vitae facilisis tortor 
varius gravida. V ivamus tempor vestibulum facilisis. V ivamus 
luctus lacus vitae.

CHOICE 1 SA D

                           Lorem ipsum dolor sit amet, consectetur adipiscing 
elit. Integer convallis metus nisl, Vivamus luctus lacus vitae.
CHOICE 2 SA D

             Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer 
convallis metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Character 1 HA PPY

Speaker

Emotion

M odifier

Character 2

Sad

BRANCHER

COMMENT

SPRITE SWITCHER

DIAGRAM

Option Title

Content

M ention

Sprite

Click to see the sketch diagram. 

Switch to

A vailability

Choice 1

Lorem ipsum dolor sit amet, 
consectetur adipiscing elit. 
Integer convallis metus nisl, vitae 
facilisis tortor varius gravida. 
Vivamus tempor vestibulum 
facilisis. Vivamus luctus lacus 
vitae.

@M emberA tTeam1(Read)

@M emberA tTeam2

BackgroundNode2.jpg

Background_abc.jpg

A lex

Tony

Sketch D iagram M aker (Play w right M ode)
Playwrights draw diagrams in order to show their thoughts more directly.
 These diagrams can be attached to specific texts so that artists 
understand the playwrights' imagination. Also, it supports multi-user 
cooperation.

Canv as

Lorem ipsum 
dolor sit amet, 
consectetur 
adipiscing elit. 

A lex

Tony

100%

Layer 1

Layer 3

Layer 6

Layer 7

Layer 4

Layer 5

Layer 2

Layer 8

Lay er

Characters

Normal

Geometry

Toolbox

Text

Comment

Draw

A rt A ssets

T

History

Layer

Story  Tex t Play er
Playwrights can play a minimum demo version by using the story text 
player. They can then test if the jumping logic of their nodes are valid or 
see if there are some unexpected behaviors their stories may perform.

Node 2 - Title.nod

Related Characters

Node 3.1 - Title.nod
Choice 1

Node 3.2 - Title.nod
Choice 2

Node 3.3 - Title.nod
Choice 3

Follow ing Nodes

Node On Load

A B A my  Brow n
Main

CT C at Troll
Main

Speaking

Play Prev Comment

NORM A L

A M Y  BROW N

SA D

CA T TROLL

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor vestibulum 
facilisis. Vivamus luctus lacus vitae.

Choice 1 >

M ake Y our ChoiceCat Troll

Choice 2 >

Choice 3 >

Tex t Edit M ode (Programmer M ode)
In the programmer mode of the text editor, the programmer will be able 
to add some more powerful modifiers by using a fast sentence scriptor 
which transfers every sentence into a game object that allows a script to 
be loaded. It also supports multi-user synchronous co-working.

Inspector

Node 2 - Title.nod

Speaker

Emotion

M odifier

Character 2

Sad

BRANCHER

COMMENT

SPRITE SWITCHER

DIAGRAM

CUSTOM_FUNCTION_2

Input

Using

CUSTOM_FUNCTION_1

GameM anager.cs

CUSTOM_FUNCTION_3

Str

Input

A

Character 1 Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Narrator

          Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer 
convallis metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Character 2 SA D

             Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer 
convallis metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Character 1 HA PPY

             Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer 
convallis metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor 
vestibulum facilisis. Vivamus luctus lacus vitae.

Character 1 LA UGH

Character 2                            Lorem ipsum dolor sit amet, consectetur 
adipiscing elit. Integer convallis metus nisl, vitae facilisis tortor 
varius gravida. V ivamus tempor vestibulum facilisis. V ivamus 
luctus lacus vitae.

CHOICE 1 SA D

                           Lorem ipsum dolor sit amet, consectetur adipiscing 
elit. Integer convallis metus nisl, Vivamus luctus lacus vitae.
CHOICE 2 SA D

Sentence Scriptor

A lex

Tony

us i ng TAGEngi ne;

. . .

voi d cus t om_f unct i on_1( i nt  i nput ) �
{ �
    i nt  t emp = GameManager . S. ReadCur r ent Dat a( ) ; �
    i f  ( t emp + i nput  > 10) �
        GameManager . S. Set Dat a( 1) ; �
    el s e�
        GameManager . S. Set Dat a( - 1) ; �
    TAGDebug. Log( " Dat a Set . " ) ; �
}

bool  cus t om_f unct i on_3( s t r i ng s t r ,  i nt  i nput ,  bool  a) �
{ �
    i f ( a) { �
        s t r  += i nput . ToSt r i ng( ) ; �
        s t r  = " You wi l l  be"  + s t r ; �
    }  el s e { �
        s t r  = " You wi l l  be 0. " ; �
    } �
�
    TAGDebug. Log( " Cus t omFunct i on3 Compl et ed. " ) ; �
    i f ( i nput  > 10)  r et ur n t r ue; �
    r et ur n f al s e; �
}

voi d cus t om_f unct i on_2( ) �
{ �
    . . . �
}

Story  Tex t Play er (Programmer M ode)
In programmer mode of the story text player, the debug console is 
activated so that the programmer can always know what causes a bug 
whenever the game has some unexpected behaviors.

Node 2 - Title.nod

Prev : Node 1 - Title.nod > Choice 1

Node 3.1 - Title.nod
Choice 1

Node 3.2 - Title.nod
Choice 2

Node 3.3 - Title.nod
Choice 3

Follow ing Nodes

Node Inf o

Play Prev Comment

NORM A L

A M Y  BROW N

SA D

CA T TROLL

Lorem ipsum dolor sit amet, consectetur adipiscing elit. Integer convallis 
metus nisl, vitae facilisis tortor varius gravida. Vivamus tempor vestibulum 
facilisis. Vivamus luctus lacus vitae.

Choice 1 >

M ake Y our ChoiceCat Troll

Choice 2 >

Choice 3 >

D ebug Console

>: "Log Print Test."

>: FatalError: ZeroDivided in GetResult()
(StartButton.cs(line35)).

Locate

Sketch D iagram M aker (A rtist M ode)
In artist mode, the artist can directly replace the Lo-Fi version of the 
diagrams from the playwrights into a Hi-Fi version, maybe an illustration 
or a well-down GUI component. This will help them to generate some fast 
renders without opening up a new Photoshop file.

100%

2090 x 1440 (300ppi)
Toolbox

Text

Comment

Draw

A rt A ssets

T Canv as

Lorem ipsum 
dolor sit amet, 
consectetur 
adipiscing elit. 

Layer 1

Layer 3

Layer 6

Layer 7

Layer 4

Layer 5

Layer 2

Layer 8

Lay er

Characters

Normal

History

Layer

Brushes

Replace



A sset M anager
Team members use the asset manager to manage their resources. The 
manager also has a collaborate system for the team members to ask the 
people in responsible for a specific asset whenever anyone feels 
confused about their tasks.

Files

Character0.cdf Character1.cdf Character2.cdf

Folders

Illustrations

Backgrounds

GUI

Information

Create Temporary�
Group Chat 

required by 6/29/2022

Responsibility @Cathrine Washington

@Tony Tao

@Yamato Sato

@Jihoon Kim

(*.cdf) Character Design File

A uthority

File Type

Update History

Character1.cdf
Catherine W ashington is responsible for this f ile.

Ov erv iew

Name

Role

Gender

Tags

@Cathrine W ashington

@Y amato Sato

3 Days A go Please specify the detailed 
requirements for this character illustration.

2 Days A go I will send the requirements to you 
via email. Sorry for the delay.

Y amato Sato

Catherine W ashington

Character D esigner (A rtist M ode)
In artist mode, the artists easily find the missing art resources for 
designing a character. They will submit the required art resources as 
simply as filling in blanks. Whenever they have questions, they can start a 
chat with the corresponding playwright.

D etails

Ref erence Nodes

Character

A my  Brow n

Ov erv iew

@Catherine W ashington

DT
D av id Ta
Main

A B
A my  Brow n
Main

3

CT
C at Troll
Main

1

TT
Tony  Tao
Side

5

Click to�
Upload Illustration

Name

Role

Gender

Tags

GUI Editor (A rtist M ode)
Artists, especially UI/UX designers, will edit the user interface with the 
GUI Editor. The editor allows the designers to add components such as 
input fields or buttons, and also allows them to adjust the positions.

Components

Basics

Input

Content

Panel

Input Field

Check Box

Button

V ertical

Particle

Slider

Progress

Sprite

Horizontal

Image

Scroll Bar

Text

Grid

Inspector

Data

Button

New Button

A lex

Tony

W orkspace

Button

Scene Editor (A rtist M ode)
Users edit the game scene with the scene editor. They can directly drag 
resources from the art asset manager to the scene workspace. The 
hierarchy functions as a layering tool that allows them to see the 
relationship of the on-load game components. It also support 
synchronous online co-working. 

GUI Illustrations 3D Models

A rt A ssets

Hierarchy

Game Components

comp_TextPrinter

comp_SndGenerator

mng_GameM anager

mng_SceneM anager

mng_GUIM anager

mng_TextM anager

Game M anagers

Images

img_Background

img_Character

img_SpecialEffect

Canvas

Inspector

Data

Image

img_Background

Edit in GUI Editor

Responsibility @Jihoon Kim

@Tony Tao

@Yamato Sato

@Catherine Washington

A uthority

Update History

A lex

Tony

NORM A L

A M Y  
BROW N

SA D

CA T 
TROLL

W orkspace

img_Background

Sprite Editor
Artists sometimes need to edit sprite in the game engine, and the sprite 
editor will satisfy their demands. 

100%

Preview

Create Temporary�
Group Chat 

Responsibility @Jihoon Kim

@Tony Tao

@Yamato Sato

@Catherine Washington

(*.jpg) JPEG File

A uthority

File Type

Update History

Data

Game Engine

Character D esigner (Play w right M ode)
Playwrights design characters in this interface. They can add details to 
the profile of a specific character. By double clicking the names in the 
text edit mode, the playwrights can enter the character's profile page 
conveniently.

D etails

Related Story Nodes

Character Name
Ov erv iew

A dd customized f ields

@A rtistForThisCharacter

CHA RA CTER �
ILLUSTRA TION�

�
TO BE UPLOA D

Name

Role

Gender

Tags

Characters

A B
A my  Brow n
Main

CT
C at Troll
Main

DT
D av id Ta
Main

TT
Tony  Tao
Side

A dd New�
Character

Relationships

Frequencies

A ssociations

Name Generator

Edit Prof

Scene Editor (Programmer M ode)
Similar as GUI Editor, in programmer mode of the scene editor, the 
programmers will be able to load scripts to the game objects. The artistic 
data will also not be varied by programmers. Specially, if a component is 
a GUI component, the programmer can also load scripts in the GUI editor.

GUI Illustrations 3D Models

A rt A ssets

Hierarchy

Game Components

comp_TextPrinter

comp_SndGenerator

mng_GameM anager

mng_SceneM anager

mng_GUIM anager

mng_TextM anager

Game M anagers

Images

img_Background

img_Character

img_SpecialEffect

Canvas

Inspector

Image

img_Background

Edit in GUI Editor

Responsibility @Jihoon Kim

@Tony Tao

@Yamato Sato

A uthority

A lex

Tony

NORM A L

A M Y  
BROW N

SA D

CA T 
TROLL

W orkspace

img_Background

GeneralButton.cs
C#  Script

LevelM anager.cs
C#  Script

StartButton.cs
C#  Script

String V ar

Int V ariable

Boolean V ar

Create New C#  Script

Scripts

GUI Editor (Programmer M ode)
In programmer mode of GUI Editor, the programmers will not be able to 
adjust the properties set by artists, such as positions or sprites. Instead, 
they will load scripts to add functions for them. Public variables will be 
shown and adjust easily. They may also add additional components to the 
screen, but they will leave the property to be set by artists.

Components

Basics

Input

Content

Panel

Input Field

Check Box

Button

V ertical

Particle

Slider

Progress

Sprite

Horizontal

Image

Scroll Bar

Text

Grid

A lex

Tony

W orkspace

Button

Inspector

Scripts

Button

New Button

GeneralButton.cs
C#  Script

LevelM anager.cs
C#  Script

StartButton.cs
C#  Script

String V ar

Int V ariable

Boolean V ar

Create New C#  Script

11.2W IREFRA M ES
The following diagrams are the proposed wireframe diagrams for some interfaces of the 
game engine.



Node Programming Interf ace
The node programming interface is prepared for those game designers 
who are not familiar with any coding languages. Simply using these nodes 
will allow them to finish a non-trivial TAG.

Debug A sset

Search Node

Global V ariables

INT GlobalV ar1

STR GlobalV ar2

DBL GlobalV ar3

FLT GlobalV ar4

BLN GlobalV ar5

+ Set New V ariable

Inspector

Processor
MacroPack Float >> Float

Open Pack

Public V ariables

Not Available.

Macro only accepts passing inputs. 

Compile Set M acroSave

InputA xis

V alue

A ddV alue

Result

Processor

Result

A lex

Tony

Script Programming Interf ace
The script programming interface is prepared for the designers who 
are convenient with a programming language. Adding public variables will 
automatically add an input interface for non-programmers to adjust 
parameters.

Compile Save

Hierarchy

Environment

GameM anager.cs

GUIM anager.cs

Buttons

StartButton.cs

CloseButton.cs

NextButton.cs

GUI

us i ng TAGEngi ne;
publ i c i nt  pubVar 1,  pubVar 2,  pubVar 3,  pubVar 4;
. . .

voi d cus t om_f unct i on_1( i nt  i nput ) �
{ �
    i nt  t emp = GameManager . S. ReadCur r ent Dat a( ) ; �
    i f  ( t emp + i nput  > 10) �
        GameManager . S. Set Dat a( 1) ; �
    el s e�
        GameManager . S. Set Dat a( - 1) ; �
    TAGDebug. Log( " Dat a Set . " ) ; �
}

bool  cus t om_f unct i on_3( s t r i ng s t r ,  i nt  i nput ,  bool  a) �
{ �
    i f ( a) { �
        s t r  += i nput . ToSt r i ng( ) ; �
        s t r  = " You wi l l  be"  + s t r ; �
    }  el s e { �
        s t r  = " You wi l l  be 0. " ; �
    } �
�
    TAGDebug. Log( " Cus t omFunct i on3 Compl et ed. " ) ; �
    i f ( i nput  > 10)  r et ur n t r ue; �
    r et ur n f al s e; �
}

voi d cus t om_f unct i on_2( ) �
{ �
    . . . �
}

StartButton.cs
0

2
1

13

17

21

25

51

55

59

63

14

18

22

26

52

56

60

64

15

19

23

49

53

575

61

65

16

20

24

50

54

58

62

66

Public V ariables

PubV ar1

PubV ar2

PubV ar3

PubV ar4

Debug A sset

A udio Clip Editor
Musicians use the audio clip editor to simply edit the audio files. 

Pitch V olume Speed

Inspector

Loop

Background M usic

Sound Effects

Demo Clips

Loops

Spring.mp3

Summer.mp3

Summer_Hi-res.flac

W inter.dsd

A nimation Editor
Artists use animation editor to edit the keyframes of the animations. 
Though complicated post effects are not supposed to be supported in 
this engine, basic animation editing will be robust.

NORM A L

A M Y  
BROW N

SA D

CA T 
TROLL

100%W orkspaceState M achine

Color

Property

Image

Rotation

Post Processor
Artists may also need to apply some post process to the scenes. The 
post processor helps them with making a better render to the visual 
effect. Though many of the functions are designed for processing 3D 
scenes, many templates may also work for 2D renderings.

NORM A L

A M Y  
BROW N

SA D

CA T 
TROLL

Currently  work in 2D M ode.

W orkspace

Chapter 1 Nodes Chapter 2 Nodes episode.nod

Folders

D ata

Inspector

Prev iew

Engine Studio UI
This is the interface where the users talk and share files with their team 
members, which works like a workshop studio. Users will be notified if 
their colleauges are online, away or offline. They can also know the 
details like what a specific member is working on.

Contacts

A ssets

Story Planner

Test Player

Characters

Tools

Catherine W ash...
Playwright

Online

Tony  Tao
Programmer

Online

Thomas D unn
Programmer

Online

Y amato Sato
Artist

A way

Jihoon K im
Playwright

A way

Heather Cooper
Artist

Offline

Y ukiko Saw ano
Musician

Offline

episode.nodCatherine W ashington
Playwright W orking on Character Designer - A my Brown

episode.nod

Invitation to

Send

Game Engine

11.3W IREFRA M ES
The following diagrams are the proposed wireframe diagrams for some interfaces of the 
game engine.



D istribution 

Need A  Narrator? Here She is.
Party games with hosts can be made by this engine with a native 
package which automatically trains an AI to be a good host. Want to find 
an absolute indifferent, fair, and objective host? Our AI wins this job.

Party  Fire!!

(3.0)

Evaluations Recent

Generally a good game.

3Hrs - V incent

Nice work. I love the illustrations.

15Hrs - LoveCraft

Fantastic. I will recommend my friend to 
play this one. TY developers <3

25Hrs - Kitty

Retarded. Who wrote the stories? 

0.5Hrs - BrainKale

UNINSTA LL

STOP HOST

Stupid game, but wonderful A I host.

Party Fire!!

Start New Session

Invite Friend

Join Session

D istribute Y our Project
When a game is finished with the engine, it could be uploaded and 
distributed to the first party  platform run by the engine. Games can 
be either free or with a reasonable price. Also, games can be exported as 
executables (*.exe/*.pkg) for third party platform publications.

Congratulations!
Your Project New Project Has Been Wrapped Up.

Package Info

Team Kitayama

Name

Language

My First Game Story

Traditional Chinese/English/Japanese

Size 11.61 GB

Target Platforms x86_64/x86/macOS

V ersion ver_0.01

Distribute
your game to the TA GEngine Store.

Set Y our Price A t

$

or or

Export
your game for other PC platforms.

Save as

or*.exe
for Windows Systems for macOS Systems

*.pkg

Export
your game for other mobile platforms.

Save as

or*.ipa
for iOS Systems for Android Systems

*.apk

Understand Y our Perf ormance
If your game is uploaded to the first party platform, you will receive 
evaluations from your players and you can see your rank among your 
peers. A professional report will tell you the advantage and disadvantages 
of your game.

M y  First ...

(4.0)

Evaluations

Rank

# 1467 - Top 15.6%

Last Week

Recent

Generally a good game.

3Hrs - V incent

Nice work. I love the illustrations.

15Hrs - LoveCraft

Fantastic. I will recommend my friend to 
play this one. TY developers <3

25Hrs - Kitty

Decent characters. Nice illustrations. Fair 
story. Bad sound effect.

5Hrs - Lockbrains

Retarded. Who write the stories? 

0.5Hrs - BrainKale

Game Report

15,623A total number of rates of your game has been recorded.

33% players rated 5 for your game.

32% players rated 4 for your game.

26% players rated 3 for your game.

9% players rated ≤2 for your game.

>75%
Have M entioned

"Illustrations"

Good

I like Decent

Nice Beautiful

>65%

"Characters"

Have M entioned

Good

I like Decent

Logic W ell-done

1000+

"Expensive"

Have M entioned

Too

Not Somewhat

M ore A  little too

>50%

"Story"

Have M entioned

Bad

Fair Improve

Hate Terrible

Generally a good game.

3Hrs - V incent

has been the most agreed evaluations among recent 1,500 responses.

Play  A  Game
The engine is not only a game maker, but also a game player. All the 
games distributed on the first party platform can be run by the engine, so 
that you can create, upload and download a game with a uniform tool.

M y  First ...

(4.0)

Evaluations Recent

Generally a good game.

3Hrs - V incent

Nice work. I love the illustrations.

15Hrs - LoveCraft

Fantastic. I will recommend my friend to 
play this one. TY developers <3

25Hrs - Kitty

Decent characters. Nice illustrations. Fair 
story. Bad sound effect.

5Hrs - Lockbrains

Retarded. Who write the stories? 

0.5Hrs - BrainKale

UNINSTA LL

Like/Hate this game? M ake a review for this one!

My First �
Game Story

Continue

New Game

Control Y our V ersions
Version control is not only required for making a game; it is also 
important for keeping games up-to-date. Hot updates will be supported 
by the engine, so whenever you are making an updated game version, 
just click "Update" and the players will be notified to update their 
games.

Up To Date!
Your Project New Project Has Been Updated to ver_0.02.

Package Info

Team Kitayama

Name

Language

My First Game Story

Traditional Chinese/English/Japanese

Size 11.61 GB

Target Platforms x86_64/x86/macOS

V ersion ver_0.02

Update

Notify

your game to the TA GEngine Store.

your players to download the update.

and or or

Export
your game for other PC platforms.

Save as

or*.exe
for Windows Systems for macOS Systems

*.pkg

Export
your game for other mobile platforms.

Save as

or*.ipa
for iOS Systems for Android Systems

*.apk

Promote Y our Project w ith A  PV
A good PV(promotion video) is essential for making a game famous. If you 
are feeling confused by making such a PV, our engine automatically  
generates one for you. It can be as easy as making a slide.

A utomatically  �
Generating...

Data

Expected Time:

Resolution:

Length:

Type:

30 seconds

720p

60 seconds

*.mp4

Pause

Elements

Highlighted Excerpts

Programming

Characters

Illustrations

M usic

Cast V oices

Generate

Hi, this is Fireno, 
your smart game 
host for this session.

Table Party  Games A re On Table!
If a game is uploaded as a party game, such as a Live Action RPG, it can 
be natively  transformed to a V R game that make you feel you are just 
sitting next to them. Enjoy this game by wearing on a VR device, and play 
the table game on the virtual table, a much more realistic party 
experience.

Stage: Evidence Reporting

Best Detective vs W orst Policeman

Clues

Scripts

Evidences

Recording...

Y our Turn
Tell the evidence for reporting criminal.

11.4W IREFRA M ES
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game engine.



12USER INTERFA CE�
FINA LIZA TIONS

The following diagrams are some UI Finalizations�
from the prototype screenshots.

Team Realtime Chat A sset M anager Project M anagementStory  Node Editor

Character D esigner Basic Inf ormation Character D esigner A dding Character Relationships Character D esigner Social Relationships Character D esigner A dding Background Story
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