As a designer, you can even use choice
design like this to communicate things about
your character, and how they approach
making choices!

Options that are afforded to the player can
say a lot about what your character wants to/
thinks about/ is motivated to do.

Conversely, not including certain
options—especially ones that a player might
normally expect to be able to do—can say a
lot about where vyour character draws
boundaries, and options they arent willing to
take.
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WHEN YOU DESIGN A CHOICE

: WAAT WOULD TS
|
K YOUBLL Q O (ARACTER

WANTTO O% BE WLLLING TO DO HERE!

Anti-Colonialist
Narrative Design

(and how you say more
with choice design)

THING CHARACTER MIGHT DO

THING CHARACTER O THING CHARACTRR
ABSOLUTELY WLLL Q O EALLY WANTS T{]
NOT DO Q D0

THING CHARACTER TSN'T SUPER INTD
DOING

By Cyril Focht
@gamesandbowties
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