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1. Aim / Learning Objectives

This tutorial introduces learners to interactive storytelling methods that engage
participants through role-playing, decision-making moments, and challenge-based
activities. By the end of this session, participants will be able to design compelling
interactive narratives that encourage critical thinking and active participation in

climate education contexts.

Key Learning Objectives:

» Understand interactive storytelling principles in educational settings « Master
choose-your-own-adventure role-playing techniques « Create branching narratives
with meaningful decision points ¢ Integrate gamification elements to sustain

motivation « Apply inclusivity principles to ensure accessible experiences.

2. Introduction

Interactive storytelling transforms passive audiences into active participants by
combining narrative elements with participatory experiences. Unlike traditional linear
narratives, interactive stories invite learners to make choices and experience

consequences firsthand.

Interactive storytelling in educational contexts allows learners to influence story
outcomes through their choices and actions. Research demonstrates that when
learners actively participate in narratives, they develop stronger emotional

connections to content, leading to improved retention and understanding.

Interactive storytelling excels at boosting engagement through choice and
consequence elements, develops empathy by allowing participants to experience
different perspectives, and enhances problem-solving skills through iterative

decision-making processes.




3. Step-by-Step Guide
a) Role-Playing in Choose-Your-Own-Adventure Format

Role-playing in choose-your-own-adventure (CYOA) storytelling involves readers
assuming the role of the protagonist through second-person narration, where the
reader makes choices that determine the main character's actions and the plot's
outcome. Unlike traditional role-playing games, CYOA role-playing integrates

seamlessly with the reading experience.

Step-by-Step Design Process

Step 1: Creating a Second- Step 2: Decision-Point Step 3: Authentic Choice
Person Protagonist: Design Character Development: At Creation: Develop choice

a protagonist role that readers each choice point, provide options that reflect realistic
can easily identify with. For enough context about the responses the protagonist might
climate education, this might protagonist's situation, have in each situation. For

be "You are a young knowledge, and constraints to climate stories, choices should
environmental scientist arriving help readers make informed represent different approaches
in a drought-stricken farming decisions. Include brief to environmental challenges,
community" or "You are a city character insights that help ranging from immediate,
council member facing your readers understand their role's practical responses to long-
first major climate emergency." perspective. term, strategic decisions.

Examples and Benefits: A compelling CYOA story might position readers as a
marine biologist discovering coral bleaching, with choices ranging from immediate
documentation to community education to policy advocacy. Each path reveals

different aspects of environmental science and conservation.

The choice format of gamebooks has proved popular with ESL teachers as a way to
motivate reluctant students and target critical thinking skills. CYOA role-playing
creates immediate personal investment because readers must constantly make

decisions as the protagonist, maintaining engagement throughout the story.



b) Branching Narratives with Specialised Scenarios

What Are Branching Narratives? Branching narratives are stories that split into
different paths based on reader choices, creating multiple possible storylines and
outcomes from a single starting point. In educational contexts, they mirror the
complexity of real decision-making and demonstrate that choices have

consequences.

Four Primary Branching Models

1. The String of Pearls. The String of Pearls structure maintains a central
educational pathway while offering optional exploration modules that enrich
learning without interrupting the core curriculum. This approach works well for
climate education, as it ensures that all students encounter essential concepts

while providing deeper dives for interested learners. For instance, a renewable

energy curriculum might follow a main thread covering basic generation and
storage principles, with optional modules exploring specialised technologies like
geothermal systems or advanced battery storage. Students can pursue these
enrichment opportunities before rejoining the primary sequence, accommodating
different learning preferences while maintaining comprehensive coverage of

fundamental climate science concepts.
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Blooloop. (2021). String of Pearls narrative structure [Image]. Blooloop. https://blooloop.com/wp-content/uploads/2021/12/string-of-pearls-narrative-structure.jpg




2. The Bottleneck. The Bottleneck model enables diverse exploration in the early

and middle sections while guiding readers through a narrowing funnel to fewer
final outcomes. This structure is ideal for climate education as it allows learners
to explore different environmental challenges while ensuring they encounter key
concepts. For example, multiple paths exploring renewable energy sources (such
as solar, wind, and hydroelectric) might converge into a final scenario regarding

energy policy implementation.

Blooloop. (2021). Branch and bottleneck narrative [Image]. Blooloop. https://blooloop.com/wp-content/uploads/2021/12/branch-and-bottleneck-narrative.jpg

3. The Branching Narrative (True Branching). True branching creates an

expanding tree structure where each decision point generates multiple branches
that continue to subdivide, resulting in an exponentially growing number of
possible paths and endings. This structure works well for exploring diverse
outcomes but requires significant content development. A climate story might
start with "You discover evidence of accelerated glacial melting" and branch into
research paths, media engagement, policy advocacy, and direct action, each with
multiple sub-branches and distinct conclusions.




Blooloop. (2021). Map of many endings [Image]. Blooloop. https://blooloop.com/wp-content/uploads/2021/12/Map-of-Many-Endings.jpg

4. The Parallel Narrative. Parallel narratives present multiple simultaneous
storylines that may intersect, diverge, or remain independent. Readers may
experience different characters' perspectives on the same climate event, such as
a hurricane, through the eyes of a meteorologist, an emergency coordinator, and
a community resident. These parallel paths might occasionally intersect when
characters meet or influence each other's stories, providing a multi-dimensional

understanding of climate impacts.

Von Stackelberg, P. (2020). Parallel narrative diagram [Image]. Squarespace. https://images.squarespace-cdn.com/content/v1/53e9deed4e4b0b27e29a63fd6/1587472029294-
Y512J895C6LM61EOBYUU/Parallel_Narrative_Diagram_only.png
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Mapping Choice Consequences with Twine: Twine is based around linked

'passages'. With no knowledge of HTML, CSS or JavaScript, you can create a
branching story simply by putting double square brackets around text to create a
hyperlink to a new passage. This visual mapping capability makes Twine particularly
valuable for educational applications, as research demonstrates that students can
effectively create digital stories that represent individual voices and perspectives, as
well as those of groups or communities, through this accessible platform. Twine
requires no coding knowledge but is highly customisable, making it an ideal tool for
educators seeking to integrate interactive storytelling across diverse learning

contexts.

c) Gamification

Overview of Gamification Concepts. Gamification involves incorporating game
design elements into non-game contexts to increase motivation and engagement. In
storytelling contexts, gamification can include point systems, achievement badges,
progress tracking, challenges, and rewards that encourage continued participation

and learning.

Effective gamification in educational storytelling goes beyond simple point
accumulation. It should reinforce learning objectives, provide meaningful feedback,
and create a sense of progression that motivates continued engagement with the

content.
Integration Methods

Points and Scoring Systems: Implement point systems that reward behaviours
aligned with learning objectives. For climate education stories, points might be
awarded for making environmentally conscious decisions or considering multiple

perspectives.

Challenge Integration: Design challenges that require participants to apply
knowledge gained through the story, such as problem-solving scenarios or prediction

exercises.
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Achievement and Progress Tracking: Create achievement systems that recognise
different types of engagement. Consider badges for completing different story
branches or demonstrating the application of knowledge.

Benefits: Gamification elements provide immediate feedback and recognition that
sustain motivation through longer story experiences. They create opportunities for
different types of learners to find success through various achievements.

4. Practical Activity Example
EduGraal Platform Integration. The EduGraal platform (https://edugraal.eu/)

provides an excellent example of interactive storytelling in practice. This educational
platform demonstrates how role-playing, branching narratives, and gamification can

be seamlessly integrated to create engaging learning experiences.

. Inclusivity Considerations

* Clear instructions and guidance: Provide explicit visual maps for decision pathways
and transparent, easy-to-understand gamification rules using simple language so all
participants can follow activities without confusion  Multiple participation modes:
Offer verbal, written, and visual ways to engage in role-playing so participants can
choose methods that match their comfort levels and communication preferences
Flexible group dynamics: Design activities that work for both introverted participants
(small groups, written responses) and extroverted participants (large discussions,
immediate verbal engagement) « Technology accessibility: Ensure digital tools work
on various devices and skill levels, always providing analogue backup options for
participants less comfortable with technology.




6. Expected Outcomes/Conclusion

Upon completing this tutorial, participants will be equipped to design interactive
stories incorporating role-playing, branching decision points, and gamification
elements to engage youth in climate education. They will develop branching
narratives that encourage critical thinking by allowing learners to explore the
consequences of different choices, including specialised structures like The String of
Pearls, The Bottleneck, True Branching, and Parallel Narratives. Furthermore,
participants will master techniques to use gamification methods to motivate

sustained participation and reinforce positive environmental behaviours.

7. Recommended Tools/Resources

Twinery.org - Primary Interactive Storytelling Platform: Twinery stands out as the
most accessible tool for creating educational interactive narratives. You don't need to
write any code to create a simple story with Twine, but you can extend your stories

with variables, conditional logic, images, CSS, and JavaScript when ready. Twine
publishes directly to HTML so that you can post your work nearly anywhere, and

anything you create is completely free to use.

Additional Resources: * Inklewriter- free tool designed to allow anyone to write and
publish interactive stories. « Canva Mind Maps - Visual planning for story structure «

Programming Historian Twine Tutorial - Free, comprehensive guide for educators
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