
I am also very interested in game design and the ethical obligations designers have to their 
audience. J. Matthew Zoss has a very interesting article about moral game design in Gamasutra9.  
Zoss writes, “In order for a developer to provide moral choices that matter, the player has to be 
convinced that those choices are going to have some kind of effect on the characters in the game, 
and the more believable those characters, the stronger the emotional impact.” This is the 
approach I am taking with my game. I want the player’s actions to have consequences, and it will 
be imperative to engage with game design philosophy around game morality.  
 

d. a work plan for the project. 
In the interest of feasibility, I believe the best approach is a text-based adventure game for 

this project. While this game would be truly fascinating as a 16-bit or 32-bit 2D platformer, 
designing a text-based adventure game will allow me to properly focus on the ethical component 
of the game without getting bogged down in the coding. I think Twine is the best tool available 
for my project. My action plan is as follows: 

1) Research Twine and become familiar with the interface;  
2) Re-watch the first season of Westworld. I need to decide on the appropriate elements to 

incorporate into my game.  
3) Begin to map out the plot. At this point, I will choose characters and story lines I Intend 

to follow.  
4) Begin to design the game with the abilities of Twine in mind.  

 
I started to sketch out some of the game’s basic mechanics and overall structure. The first 

goal of the game will be to determine if you are a host or a human. The second goal will be the 
survive and escape the maze. I am envisioning the following paths:  
 

 
 
My current game structure is to have multiple status bars rated from 1-10:  

• Health—this starts at 10. If you fall to 0, you die and game over.  
 

9 For more, see: Zoss, J. Matthew. “Ethics 101: Designing Morality in Games.” Gamasutra, 
www.gamasutra.com/view/feature/133712/ethics_101_designing_morality_in_.php. Accessed 07 Mar. 2020.  
 

You enter the park. Your 
goal is to answer if you 

are host or human? 

If host, your goal will be to 
find a way to gain sentience 
without begin detected and 

escape the maze 

If you remain 
undetected, you will 

escape the maze and win 
the game. 

If you are detected, you 
will be decommission 
and enter a fail state. 

If human, your goal will 
be to make it out of the 

park alive. 

If you behave ethically, 
Dolores and her uprising 
will spare your life, and 

you win the game.

If you behave 
unethically, Dolores and 
her uprising will kill you 

and enter a fail state.


