
Background
No Time Wasted is a narrative, choice-based game focused on the health
impacts of underage drinking. The game depicts the social norms that factor
into decision-making around alcohol and provides players with non-ostracizing
strategies to overcome peer pressure to drink. 

Our narrative objective is to reduce player intentions to engage in risky behaviors
while simultaneously increasing intentions to engage in protective behaviors. The
objective for our prototype is to find a workflow to quickly create and test
different iterations of the story to adhere to a variety of learning goals that
promote our narrative goals. 

Prototyping an Alcohol
Harm Reduction Game
for Adolescents

Follow this QR
Code to Play No
Time Wasted!

Methods
Our prototype was created with the Twine
narrative game engine. Twine is a lightweight
HTML-based toolset that allows for the quick
creation of new content with the functionality
to easily export and distribute our game as an
HTML file, playable in the browser.

In the development of our prototypes, speed
was paramount. Twine allowed us to quickly
make edits and distribute the new version.

The primary benefit of developing with Twine
is interactivity. Using a static script document
provides the content but not the experience.
Twine allows our playtesters to engage with
the story and learning content in an
interactive format.

Results/Findings

An easily understandable narrative flow
Easy access to game files
Understandable mechanics and methods
of play.

We conducted several playtests with different
iterations of our prototype. These playtests
were met with positive reception, with some of
the most frequent comments including:

Since conducting these playtests we have also
translated the narrative format from the
Twine prototype into a screenplay format. In
May our team worked with student actors
from Yale to record live action video for all the
characters to incorporate into a later AR
version of the game.

Once the AR game has been developed, our
intent is to compare the effectiveness of Twine
vs AR to find which medium is most effective.

Conclusion
The goal of No Time Wasted is to reduce risk behaviors associated with alcohol use by
increasing knowledge about BAC, standard drinks, and signs of alcohol poisoning,
among others. The intervention will also encourage bystander intervention and other
protective behaviors in a non-judgmental and gamified manner.

Twine offers a fast and flexible toolset for prototyping and allowed us to see how our
stories come together live and in an interactive fashion and has allowed us to be
successful in adhering to a development plan and has put us in a good spot to develop
a future AR version.
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Examples of some of our learning goals and information about how we are integrating them into our game 

Examples of different bits of narrative from throughout the story of our game

What a node looks like when writing/editing. From here, 
We can totally control what a node says and what it does. Overview of a Twine story. Each square, or node, is a different 

chunk of the story that players move between.

What a node looks like from a player perspective. While simple, the appearance remains clean and
easily readable. The blue text indicates a transition, where clicking will take players to the next node.

A section of our screenplay iteration of our story, using the same
dialogue as the twine.

The same narrative portion from the script, but formatted in the more
traditional narrative structure within Twine.


