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Abstract 

The goal of Deliverable 3.3 is to provide an “Online repository of interface guidelines and of 
examples and specifications for creation tools in Interactive Storytelling (including tested design 
prototypes of this project, as well as of further academic and commercial tools) embedded in the 
NoE Community Website”. 

It is an online representation of the outcome of the IRIS authoring work package regarding the 
following objectives: 

 Establish interdisciplinary community platforms in authoring Interactive Storytelling.  

 Develop interface guidelines and prototypes for abstract “ideal” integrated authoring 
tools – taking into account narrative formalisms and interaction. 

To achieve these objectives we set out to develop a user-centred design cycle, building early 
prototypes of tools and use them for formative evaluation with user groups. The results – 
including practical experiences in content creation – enabled us to enunciate design 
suggestions that can inform the specification of future authoring tools.  

As described in the work plan, such an ideal design cycle would involve  

1. rapid contextual inquiries with user groups, 

2. the design of interface alternatives, 

3. the development of early prototypes of tools, and 

4. their formative evaluation (based on prototypes) with small user groups. 

Concerning the first step of the cycle, we analysed existing/available general creation processes 
and tools during the first IRIS year. As a result, we found several issues concerning the rather 
limited possibilities of establishing user requirements ad-hoc. Most importantly, almost no 
experienced authors in Interactive Digital Storytelling (IDS) existed. Due to the novelty of this 
research field, creative authors are most likely to be recruited from other media types, such as 
script writing or game design, and need education in technical IDS concepts. Further, several 
different technical approaches exist so that their creation interfaces are hardly directly 
comparable. In previous Deliverables 3.1 and 3.2, we elaborated on the existing gap between 
accessible but still highly technical systems and creative thinking, and suggested a team work 
process. We proposed to overcome this gap starting from two directions; first, by education of 
authors (Deliverable 3.2) and second, by suggesting improvements for authoring tools (the goal 
of the design cycle), thereby addressing authoring tool designers and system engineers.  

Regarding the steps 2 to 4 of the design cycle, we developed a novel authoring tool for the 
conversational IDS platform Scenejo and tested it in a real authoring process of the piece 
“Office Brawl”. We hereby used the feedback of a small user group to improve the authoring 
process and the tool itself. A similar authoring process (of “The Reunion”/”The Cruise”) has 
been explored in collaboration with the University of Augsburg regarding their SceneMaker/AAA 
Beergarden system with the professional script and game writer Georg Struck. In both 
developments, the results of these authoring processes are demonstrators, which on the one 
hand serve as illustrative examples of IDS, and on the other hand as examples of authoring 
process models. Thus, beyond just more detailed ‘educational material’, these examples are 
also used to provide motivation for future authors, especially to convince them of the 
advantages of the use of IDS systems with partly generative technologies for their work.  

With each approach, we fulfilled this IDS test production within the cycle once, which led us to 
derive suggestions for improvements of the tools as well as of the authoring process for a 
possible next iteration. In order to generalise these experiences towards universally valid 
authoring interface “guidelines”, even more iterations of this design cycle and more different 
story implementations would be needed for one approach. Moreover, also the number of tool 
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categories would need to be broadened. In that sense, we regard the results obtained from the 
tool design cycle as ‘suggestions’ for the specification of creation tools, rather than strict 
guidelines. Targeted at tool developers, they complement the previously established conceptual 
design principles from the point of view of creators.  

Taking the above-mentioned issues into account, we offer in our online repository an overview 
of authoring methods, concepts and suggestions that help authors during the creation process 
of an interactive story and provide system engineers with advice how to design their respective 
authoring tools. We expand the scope from mere tool guidelines to conceptual topics, because 
authoring in the wide field of IDS goes beyond simple input of content by use of so-called 
authoring tools. It also means to understand general principles, basic underlying models of IDS 
systems and the awareness of certain issues that are involved in often complex authoring 
processes. We address all of these topics to give developers of such tools and authors who use 
them an impression of the overall authoring process, from early conception up to the final 
implementation and testing phase. 

In the following we describe the Online repository by giving an overview of its structure and a 
short summary of the main topics. Because of its nature as an Online repository, it is intended to 
be gradually expanded with further knowledge. It serves as a starting point for an 
interdisciplinary community that we build up from already established connections to creators,  
for example starting with participant lists of previous workshops and tutorials. 

1. Start 

Here we give an introduction in Interactive Digital Storytelling and settle the ground for the 
following content by describing the intended target group and their motivation. 

2. Concepts in Authoring 

2.1. Authoring Tools 

This section describes different tools pertaining to the authoring process. ‘Authoring 
tool’ not only means software for the input of content into IS systems, but also non-
software tools like paper prototypes which are helpful in early creation stages. 

We also distinguish between simple and advanced authoring tools, which means that 
some tools are only editors that provide interfaces to input the content, while advanced 
tools provide authors with additional help and guidance in the authoring process. 

Examples of tools from the IRIS project and other system will be given and discussed. 

2.2. Story Modelling Techniques 

Here we cover different techniques used in IDS, present authoring tools which are 
adapted to these certain techniques and describe how stories have to be modelled with 
respect to their affordances and limitations. We also cover aspects that are often shared 
between several tools, like the definition of conditions. 

2.3. Issues and Suggestions 

Finally, we describe issues found during our authoring research and by the use of tools, 
give examples and discuss possible suggestions to solve these issues. 

3. About 

Here we provide information about the IRIS project. 

Access to the repository is given through the website http://iris.interactive-storytelling.de. 
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The future goal of our repository is to be gradually filled with knowledge about authoring and 
authoring tools, combining and extending previous work of the authoring work package. 


