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Red Hunting Game Design Document 

Overview 
Elevator Pitch/Back of Box Summery 

Ever wonder how the Wolf in Little Red Riding Hood was able to be so convincing as an 
elderly woman? Well now you can find out by playing Red Hunting! Players assume the role of 
either the Wolf or the Narrator and get information to trick Red into thinking the Wolf is her 
grandmother. Investigate the world, remember the right information, and convince Red that 
you’re really her Gran and would certainly never do her any harm… 

Executive Summary 
High Concept: Play as the Wolf from Little Red Riding Hood, and with the help of the story’s 
Narrator find information that will allow you to achieve your goal of killing Red Riding Hood. 
Game Genre: Exploration, investigation, mystery 
Setting: Modern/contemporary, rural mountainous area 
Target Player: Any age or gender, casual gamer, interested in mysteries/fairytales/role-playing 
(because of dungeon master-esque role of the Narrator) 

Ideal Play Session 
Two people meet at a café and decide to play Red Hunting. After reviewing the rules, one 

person decides they want to play as the Wolf and the other chooses to play as the Narrator. The 
Narrator pulls up a pdf of the Script on their phone, and the Wolf brings up a pdf of the Scene 
slides on their laptop. The Wolf will use the stopwatch feature on their phone as a timer later on.  
The Narrator tells the Wolf they have finished choosing the “pick one” options from the Script 
(the Narrator has chosen not to make a note of what options they chose), and holds their phone in 
a way that the Wolf cannot see the Script. Although the Wolf does not know it at this point, the 
Narrator chose the following options from the Script: 
Scene 1 
Town Hall – lighting 
Bakery – Mr. Waters pie, Ms. Nickols cookies, Gran cake 
Citizens – in a nearby neighborhood 
Scene 2 
Opening statement – 1 minute 
Postcard – city 
Playbill – actors 
Recipe – cookies  

It is time for the game to begin. The Wolf pulls up the slide for Scene 1. The Narrator and 
Wolf see the yellow verbiage indicating what areas are interactable. The Narrator recites the 
opening statement for Scene 1 from the Script, which informs the Wolf that they can investigate 
the area or proceed to Scene 2. The Wolf decides to investigate the Town Hall, and the Narrator 
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Ideal Play Session (continued) 
responds with the corresponding Script section.  The Wolf hears how the lighting in the show was 
impressive. Once the Narrator finishes, the Wolf states they want to talk to the citizens. This 
prompts the Narrator to state the information listed under the Citizen section of the Scene 1 part 
of the Script. After hearing this, the Wolf knows that Gran lives in a nearby neighborhood. Finally, 
the Wolf ask to investigate the bakery and the Narrator reads the corresponding Script section for 
Scene 1. The Wolf hears how Gran made a cake for the baking contest, and some other people 
made a pie and cookies. Having interacted with all they could in the town, the Wolf says they are 
ready to move to Scene 2.  

The image of Scene 1 is replaced with that of Scene 2. The Wolf sees the labels indicating 
their options to travel to a lone cabin or a neighborhood. Recalling what the citizens said in Scene 
1 about Gran living in a neighborhood, the Wolf states they choose to travel to the neighborhood. 
The Narrator recalls that their choice for citizens was “nearby neighborhood”, and because that is 
what the Wolf is choosing to do, they recite the response indicated as “true”. After informing the 
Wolf that the location matches up with what was learned in town, the Narrator mentions the Wolf 
is going to go inside and prepare for Red’s arrival.  

Scene 2 is replaced with the image of Scene 3. Both the Wolf and the Narrator see a 
residential interior with three yellow glowing objects: a postcard, a recipe card, and a playbill. 
The Narrator reads the opening statement, which informs the Wolf that they should investigate 
and have 1 minute to do so. The stopwatch on the Wolf’s phone is turned on to keep track of the 
time. The Wolf takes the yellow glow effect of the objects to mean that they are able to be 
investigated, as previously in Scenes 1 and 2 the possible interactions were indicated with yellow 
verbiage. First the Wolf asks about the playbill, which the Narrator responds to by describing how 
Red’s name is listed under actors. Next the Wolf asks about the postcard. The Narrator reads the 
message that is written on the postcard, which mentions Red was visiting the city. With the time 
ticking, the Wolf asks about the recipe card. The Narrator quickly responds that the recipe on the 
card is for cookies. The timer rings and Scene 3 ends.  

An image of Scene 4 replaces that of Scene 3. Scene 4 looks very similar to Scene 3, 
except that the yellow glow around the objects is no longer present and there is an image of a 
teen girl in a red hood. The players understand the lack of yellow glow to mean the objects are no 
longer interactable, and the girl in the red hood must be Red Riding Hood. The Narrator reads the 
opening statement, which is Red greeting what she assumes to be her Gran (i.e. the Wolf). The 
Wolf listens to Red (via the Narrator) ask about the postcard and the location it was sent from. 
Remembering that in Scene 3 they learned the postcard was from a visit to a city, the Wolf states 
the postcard is from the city. Since this is the correct information, the Narrator responds with the 
“true” option from the Script before proceeding to ask about the play. The Wolf is asked by 
Red/the Narrator what their favorite part of the play was. Recalling Scene 1, the Wolf remembers 
that people were impressed with the lighting, but thinks that it would make more sense for Red’s 
Gran’s favorite part to be that which Red was involved in. This leads the Wolf to state that they 
liked the actors, since Red’s name was listed under actors. Acknowledging this is the correct 
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Ideal Play Session (continued) 
answer, the Narrator reads the “true” response under the Playbill part of Scene 4. Finally, 
Red/the Narrator asks Gran/the Wolf what they should bake. The Wolf recalls how in Scene 1 the 
bakery mentioned Gran made cake, but in Scene 3 the recipe card in Gran’s house was for 
cookies. Both cookies and cake seem like valid answers, and it’s possible both could be right. The 
Wolf responds with cake, which leads to the Narrator reading the “true” response from the Baking 
section of Scene 4. This response informs the Wolf that they push Red into the oven and eat her, 
thereby winning and concluding the game. 

Procedures 
Goals 

If playing as the Wolf, the goal is to obtain and remember the right information to 
successfully kill Red Riding Hood. If playing as the Narrator, the goal is to provide information to 
the Wolf, as well as give Speech Checks to make sure the information the Wolf is remembering is 
correct. 

Set-Up 
At least 2 players are needed to play Red Hunting. In addition to players, other 

requirements include the four scene slides (pdf or printed), the Script, and a timer (this can be a 
phone, stopwatch, clock, etc.). Once these items are amassed the players can determine who will 
be the Narrator and who will be the Wolf. Prior to starting the game, the Narrator will take a few 
minutes to choose the resource types that will be in the game from a “pick one” list (see 
Mechanics, Resources sections for more details). The Narrator has the option of making a note of 
what they chose, but for those looking for a more challenging playthrough this is discouraged. 
Once this is done the game may start. 

Progression 
Make sure the Narrator can see the Script, but the Wolf cannot. Both the Wolf and the 

Narrator should be able to see the current scene. 
Starting with Scene 1, the Narrator will read the opening statement for that scene from 

the Script. The Wolf will then tell the Narrator if they want to investigate the town or move on to 
Scene 2. If the Wolf decides to investigate an area, then Narrator will read the part of the Script 
that is related to that area. Once the Wolf has done all they want to do in Scene 1, then Scene 2 
will start. 

Scene 2 starts when the Scene 2 image is displayed. The Wolf has the option to travel to a 
cabin or a neighborhood. If the Wolf talked to the citizens in Scene 1, they should know which is 
the correct option. If the Wolf makes the right choice, then the Narrator will give the appropriate 
script response and they will proceed to Scene 3. 

Once the Scene 3 image is displayed the Narrator will read the corresponding opening 
statement, which will tell the Wolf how much time they have to complete the scene. A timer will 
then be set to keep track of the time limit. There are some glowing objects the Wolf can 
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Procedures (continued) 
Progression (continued) 
investigate, with the Narrator responding with the appropriate Script parts. When the time is up 
Scene 3 will end, and the Wolf can no longer investigate. 

The Scene 4 image will be displayed and the Narrator will read the Opening Statement. 
After this, the Narrator will proceed to provide three Speech Checks. Based on the prompts in the 
Script and their memory of their choices, the Narrator will determine if the Wolf’s responses are 
correct or not. If the Wolf successfully passes the Speech Checks, then the game will end with the 
Wolf winning. Should the Wolf fail the first two Speech Checks or the final Speech Check, then the 
game will end and the Narrator will win. 

Special Situations 
Should the Wolf inquire about investigating or interacting with an area that does not have 

a corresponding script component or is not part of the game, the Narrator will inform them that is 
not an option. 

If at some point the Wolf thinks the Narrator has misremembered one of the “pick one” 
choices, then the Wolf can confront the Narrator about this. An example of this happening would 
be when the Wolf is confident they remembered the right information, but the Narrator responded 
with the “false” response from the script. If the Narrator did indeed misremember, then this 
causes the Wolf to win. If they cannot come to a disagreement, then they must repeat the 
previous scene. 

Resolution 
When the Wolf successfully clears all the Speech Checks in Scene 4, then the game is over 

and the Wolf wins. The Wolf can also win if the Narrator forgets their choices. If the Wolf does not 
clear the Speech Checks in Scene 4 or chooses the incorrect travel location in Scene 2, then the 
game is over and the Narrator wins. 

Mechanics 
Investigate Town Hall and/or Bakery (Scene 1) 

• Action: The Wolf states which area they want to investigate. Once they are done investigating 
one area (e.g. the Bakery) the Wolf can say they want to investigate the other area (e.g. the 
Town Hall) or re-investigate an area again. 

• Purpose: To get information to help them in later scenes. 
• System: This action is part of the exploration and investigation system. 
• Challenge: Apart from remembering the information investigating gives, there is nothing that 

makes the action difficult. 
• Trigger: These actions are not required, but the information from them is used in Speech Checks 

in Scene 4, which must be passed for the Wolf to win the game. 
• Cue: There is wordage in the Scene that indicates the Wolf has the option to investigate these 

areas. The Narrator also states that the Wolf can “explore the town” in the opening statement. 
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Mechanics (continued) 
Investigate Town Hall and/or Bakery (Scene 1) (continued) 

• Requirements: No resources are required to perform this action. The procedure for investigating 
is for the Wolf to tell the Narrator they want to investigate a specified area (e.g. “I want to 
investigate the bakery”).  

• Limitations: There are no limits on this action. The Wolf can investigate the Town Hall and 
Bakery as many times as they would like, but the information given will remain the same. 

• Feedback: The Narrator recites the corresponding line from the script. 
• Reward: Information that can help the Wolf pass the Speech Checks in Scene 4, which allows 

them to win the game. 

Talk to Citizens (Scene 1) 
• Action: The Wolf states they want to talk to the citizens. 
• Purpose: To get information to help them in later scenes. 
• System: This action is part of the exploration and investigation system. 
• Challenge: Apart from remembering the information talking to citizens provides, there is nothing 

that makes the action difficult. 
• Trigger: These actions are not required, but the information from them is used in to choose the 

correct travel location in Scene 2. If the incorrect travel location is chosen in Scene 2, the Wolf 
loses and the game ends. 

• Cue: There is wordage in the Scene that indicates the Wolf has the option to talk to citizens. 
The Narrator also states that they can “explore the town” in the opening statement. 

• Requirements: No resources are required to perform this action. The procedure for talking to 
citizens is for the Wolf to tell the Narrator they want to talk to the citizens (e.g. “I want to talk 
to the citizens”).  

• Limitations: There are no limits on this action. The Wolf can talk to the citizens as much as they 
like, but the information given will remain the same. 

• Feedback: The Narrator recites the corresponding line from the script. 
• Reward: Information that can help the Wolf choose the correct location in Scene 2, which allows 

them to continue to progress through the game. 

Travel to Location (Scene 2) 
• Action: The Wolf states which location they want to travel to. 
• Purpose: To advance to Scene 3 and continue the game. 
• System: This game system is part of the movement and exploration system. 
• Challenge: The correct answer to this action comes from talking to the citizens in Scene 1. If the 

Wolf did not speak with the citizens, then they have no clue which location is correct and risk 
losing the game. 

• Trigger: To progress to Scene 3 and continue the game the Wolf must choose the correct 
location. 

• Cue: There is wordage in the Scene that indicates the Wolf can travel to a neighborhood or a 
lone cabin. 

• Requirements: Information from talking to the citizens in Scene 1. 
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Mechanics (continued) 
Travel to Location (Scene 2) (continued) 

• Limitations: The Wolf can only choose one location, and if it is the incorrect one they cannot try 
again. 

• Feedback: The Narrator recites the corresponding line from the script. 
• Reward: The players can continue the game and progress to Scene 3. 

Investigate Postcard, Recipe Card, and/or Playbill (Scene 3) 
• Action: The Wolf states what they want to investigate (e.g. “Recipe”, “Playbill”). Once they are 

done investigating one thing (e.g. Playbill) if there is enough time the Wolf can say they want to 
investigate the other items or re-investigate the same item. 

• Purpose: To get information to help in later scenes. 
• System: This action is part of the exploration and investigation system. 
• Challenge: The time limit given for investigating and remembering the information given. 
• Trigger: At the beginning of Scene 3 the Narrator states the Wolf is to investigate the area 

before Red arrives. 
• Cue: The glowing yellow halos around the objects and the verbal hint from the Narrator that the 

Wolf should investigate the area. 
• Requirements: No resources are required to perform this action. The procedure for investigating 

is for the Wolf to tell the Narrator what they want to investigate (e.g. “I want to investigate the 
playbill”).  

• Limitations: There is a set amount of time that the Wolf is given to investigate. This also means 
the Narrator has a limited amount of time to read the information from the script. 

• Feedback: The Narrator recites the corresponding line from the script. 
• Reward: Information that can help the Wolf pass the Speech Checks in Scene 4, which allows 

them to win the game. 

Resources 
Time 

• Resource: Time refers to the amount of time (30 seconds, 45 seconds, 1 minute, or 1 minute 30 
seconds) the Wolf has to investigate the objects in Scene 3. 

• Purpose: To increase the challenge for the players and add a sense of urgency. 
• System(s): This resource is part of the element (enemy/obstacle) system. 
• Production: How much time the Wolf gets is decided by the Narrator before the game starts. 
• Consumption: As Scene 3 progresses, time is consumed. This consumption is tracked by a timer. 
• Ownership: This resource is owned only by the Narrator until the start of Scene 3, when the 

Narrator provides the Wolf with it. 
• Storage: The Narrator has the option to make a note of what time limit they chose, but the 

Wolf’s only means of storing this resource is by memory and keeping track with a timer. 

Bakery and Recipe Items 
• Resource: These are the different baked good items (pie, cookies, muffins, donuts, cake) that 

are mentioned in the town bakery and recipe card at Gran’s house. 
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Resources (continued) 
Bakery and Recipe Items (continued) 

• Purpose: The items mentioned at the bakery location in town and the recipe card at Gran’s 
house reveal which of them are relevant to Gran. 

• System: This is part of the elements (enemy/obstacle) system, specifically the Speech Check 
system. What bakery/recipe item(s) has a connection to Gran (as indicated by the Bakery town 
location and Recipe card at Gran’s house) is information that is needed to successfully pass a 
Speech Check in Scene 4. 

• Production: The bakery items and recipe items are decided by the Narrator before the game 
starts. 

• Consumption: This resource is not consumed. 
• Ownership: This resource is owned by the Narrator until the Wolf investigates the Bakery in 

Scene 1, and later the Recipe card in Scene 3.  
• Storage: The Narrator has the option to make a note of which bakery and recipe items they 

chose, but the Wolf’s only means of storing this resource is by memory. 

Playbill/Theater Roles 
• Resource: These are the roles (actors, lighting, costumes, set design) that were part of a local 

theater performance and are mentioned in the playbill at Gran’s house and at the Town Hall 
location. 

• Purpose: The theater roles mentioned in the Playbill indicate what part Red had in the play. 
• System: This is part of the elements (enemy/obstacle) system, specifically the Speech Check 

system. What role Red had in the play (as indicated by the Playbill) is information that is needed 
to successfully pass a Speech Check in Scene 4. 

• Production: The theater roles in the Town Hall investigation and the Playbill are decided by the 
Narrator before the game starts. 

• Consumption: This resource is not consumed. 
• Ownership: This resource is owned by the Narrator until the Wolf investigates the Town Hall in 

Scene 1, and later the Playbill in Scene 3.  
• Storage: The Narrator has the option to make a note of which theater roles they chose for 

Scenes 1 and 3, but the Wolf’s only means of storing this resource is by memory. 

Gran’s House Location 
• Resource: This is the location mentioned by the citizens in Scene 1. 
• Purpose: This is the location where Gran lives (neighborhood or cabin). 
• System: This is part of the elements (enemy/obstacle) system, specifically the Travel system. 

Gran’s house location is information the Wolf uses to choose the correct travel location in Scene 
2 and continue the game. 

• Production: The location of Gran’s house is chosen by the Narrator before the game starts. 
• Consumption: This resource is not consumed. 
• Ownership: This resource is owned by the Narrator until the Wolf talks to the citizens in Scene 1. 
• Storage: The Narrator has the option to make a note of whether they chose the neighborhood or 

cabin option, but the Wolf’s only means of storing this resource is by memory. 
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Resources (continued) 
Postcard Travel Location 

• Resource: This is the location (beach, mountains, city, farm) where Red went on her vacation. 
• Purpose: This provides information on where Red went on her vacation. 
• System: This is part of the elements (enemy/obstacle) system, specifically the Speech Check 

system. The vacation location is information that is needed to successfully pass a Speech Check 
in Scene 4. 

• Production: The location of where Red went on her vacation is decided by the Narrator before 
the game starts. 

• Consumption: This resource is not consumed. 
• Ownership: This resource is owned by the Narrator until the Wolf investigates the Postcard in 

Scene 3. 
• Storage: The Narrator has the option to make a note of which location they chose, but the 

Wolf’s only means of storing this resource is by memory. 

Elements/Obstacles 
Travel and Speech Checks 

• Purpose: The purpose of this element is to check if the Wolf and the Narrator are correctly 
remembering the information resources they collected (Wolf) or gave (Narrator) in previous 
scenes. 

• System: This element is part of the conflict game system, as it presents the player with a 
problem to overcome. 

• Production: The travel check occurs in Scene 2 and the Speech Checks occur in Scene 4. Both of 
these come from the Narrator. 

• Consumption: Travel and Speech Checks are removed from the game once the Wolf gives their 
response to them. 

• Attributes: There is one Travel Check and three Speech Checks that must be performed. For the 
Travel Checks the Wolf is presented with a visual choice between two locations (see Scene 2 
section of Game Levels for more details). The Speech Checks come in the form of three dialogue 
interactions, are as follows:  

 
Scene 4 section of the Script 
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Elements/Obstacles (continued) 
Travel and Speech Checks (continued) 

• Behaviors: The Travel and Speech Checks are triggered by the start of the scenes they are in. 
They involve presenting the Wolf with questions that have a true or false answer and must be 
answered correctly in order to progress through the game. 

Time Limit 
• Purpose: The purpose of this element is to make the investigation and information collecting in 

Scene 3 more challenging.  
• System: This element is part of the challenge game system, as it makes investigating more 

difficult for the player. 
• Production: Determined by the Narrator before the game starts, and then provided to the Wolf 

at the start of Scene 3. 
• Consumption: This element is removed from the game when Scene 3 ends, since once the time 

runs out that marks the end of Scene 3. 
• Attributes: The Time Limit can be one of four options: 30 seconds, 45 seconds, 1 minute, or 1 

minute and 30 seconds. 
• Behaviors: The Time Limit is triggered once the timer is set, which should be after the Narrator 

provides the time limit in the Opening Statement of Scene 3. The Wolf will try to investigate the 
objects in the scene quickly to not run out of time, and the Narrator will ideally provide the 
information quickly. Once the time runs out, there is nothing more the Narrator or Wolf can do 
in the scene. 

User Interface 
The user interface elements can be displayed on a screen (phone, computer, tablet, etc.) 

via pdf file or printed out. Ideally the images/interface should be in color if the players are using 
a printed version. All game documents are designed to be printed on an 8.5x11 sheet of paper. 

 
An example of one of the game materials (the Script) displayed digitally 
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User Interface (continued) 
Both players start out with Scene 1. After a scene concludes, then it will be removed and 

replaced with the next scene. Scenes are displayed in numerical order. During the game the 
Narrator will also have access to the Script. The Wolf should not be able to see the Script while 
playing the game. 

 

Flowchart of Scene interface progression 

Narrative and World 
The Plot 
Backstory 

Red’s dad killed the Wolf’s children. As revenge, the Wolf plans on killing Red. After being 
transformed in Red’s Gran by a witch, the Wolf traveled to Gran’s hometown. The Wolf is so close 
to vengeance, but the road ahead won’t be totally smooth. 
Complication 

The Wolf may have Gran’s body, but they do not know anything about her or her life. Even 
simple things like where Gran lives are unclear. To remedy this they should investigate and 
interact with the world to get more information. Some information may seem irrelevant, like 
opinions on a local play, but it may be useful later. 
Body 

Upon arriving in the town (Scene 1) the Wolf notices several areas that seem like they’re 
worth investigating. These are the Town Hall, Bakery, and some citizens. Looking through the 
Bakery window the Wolf notices a flyer about those who participated in a baking contest. Gran 
appears to be one of the contestants, and the flyer lists the item she made. Next the Wolf 
approaches the Town Hall, where they see part of an article from the local newspaper. It’s 
regarding a play and people’s impressed reactions to a specific element of it. Before heading out, 
the Wolf talks to the citizens (who do not notice they are talking to a wolf because of the 
transformation provided by the witch) who reveal the location of Gran’s house. 

Having done everything there is to do in town, the Wolf moves to the next stage of the 
plan: going to Gran’s house (Scene 2). Remembering what the citizens in town said, the Wolf 
travels to the appropriate location. Upon arrival at the location, the Wolf goes inside Gran’s 
house. 
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Narrative and World (continued)  
The Plot (continued) 
Body (continued) 

Once inside Gran’s house (Scene 3) the Wolf realizes Red will be arriving soon, and so 
there is a limited amount of time to investigate. Before starting to investigate, a timer is set to 
keep track of how much time is left before Red arrives. There appear to be three items worth 
looking at: a postcard, a recipe card, and a playbill. Looking at the playbill, the Wolf finds out 
what theater role Red had. Next the Wolf inspects the postcard, which is from Red and includes 
an indication of where it was sent from. Lastly, the Wolf looks at the recipe card and makes note 
of what the recipe on it is for. Just as the last investigation wraps up, the Wolf hears Red enter. It 
is now time for their confrontation. 
Climax 

The Wolf finally gets to interact with Red (Scene 4). In order to successfully kill her, the 
Wolf must convince Red they are Gran by using the information they have gained from their 
previous investigations. If the Wolf fails the first two Speech Checks Red provides, which are 
related to the postcard and theater performance, they lose. However, even if the first two Speech 
Checks are passed, they must still pass the third one in order to win. This third Speech Check is 
the hardest because a possible answer appears multiple times (e.g. is it what Gran cooked for the 
bakery or the recipe found in the house, or the player may mix up what Gran cooked for the 
bakery with what one of the other people cooked). 
Denouement 

After the Wolf successfully passes the speech checks in Scene 4, they are able to push Red 
into the oven and eat her. This makes the Wolf the winner and the game concludes. 
After the game concludes players have the option to restart the game and play again. Should the 
Wolf incorrectly answer the speech checks in Scene 2 or 4, then the Narrator will reveal the 
Wolf’s error. This leads to the Wolf loosing, the Narrator winning, and the game concluding. 

The Setting 
The game is set in a wooded remote rural town. There are trees in every scene/level, 

indicating that the surrounding area is wild and vast. The buildings are also somewhat run down 
and rustic, further indicating that the game is in a rural setting. These choices were done to make 
the player feel that they could easily get away with nefarious activity, since the game’s location is 
closer to wilderness than to civilized society. 

The Characters 
Main Character/Player 1 – The Wolf  
Goal: To explore the world to get information to help succeed in killing Red. 
Personality/Appearance: Not represented in the game itself. Personality can be determined by 
player. 
Abilities: Can interact with objects, places, and NPCs. 
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Narrative and World (continued)  
The Characters (continued) 
Main Character /Player 2 – The Narrator 
Goal: To provide information based on where the Wolf has explored, and remember the 
information provided. 
Personality/Appearance: Not represented in the game itself. Personality can be determined by 
player. 
Abilities: Chooses what will act as hints and provides them to the Wolf. 
Citizens (NPC) 
Goal: None. 
Personality/Appearance: Generic stock photo people. 
Abilities: Provide information to the Wolf about where Gran lives. 
Red (NPC) 
Goal: To talk to Gran. 
Personality/Appearance: Young teen girl in a red hoodie. 
Abilities: Gives Speech Checks to that allow the Wolf to either win or lose the game. 

Game Levels 
Scene 1 

• Level’s Purpose: Introduces the players to where the game takes place. It allows players to 
explore the game world while gaining information that will help later in the game. Since it is the 
first level, Scene 1 is low-risk compared to the other levels (i.e. there are no time limits or 
speech checks). 

• Relation to Other Levels: It provides information that will be used to successfully pass Scene 2 
and 4. 

• Difference from Other Levels: It is the players first experience in the game world. It is also 
optional, as the Wolf can choose to skip investigating the town and go straight to Scene 2. 

• Level Layout: 

 
Scene 1 
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Game Levels (continued) 
Scene 1 (continued) 

• Player Starting Point: For the Wolf, looking at the Scene 1 slide. For the Narrator, looking at the 
script, Scene 1 slide, and (optional) notes. 

• Strategic Locations: The Town Hall, the Bakery, and the Citizens are strategic locations because 
the provide resources the player can use in Scenes 2 and 4. 

• Resources to Acquire: Information about Gran that will be used to successfully complete Scene 2 
and pass Speech Checks in Scene 4. 

• Obstacles/Enemies: The obstacle for the Wolf is to gather and retain information from the 
resources. The obstacle for the Narrator is to remember their responses to the Wolf. There are 
no enemies in this level. 

• Intermediate Objectives: To gather (Wolf) or provide (Narrator) information from exploring the 
resources to learn more about Gran and the surrounding area. 

• Victory/Loss Conditions: There are no victory/loss conditions for this level.  
• Level’s Exit: Once the Wolf indicates they are ready to move on. 

Scene 2 
• Level’s Purpose: Acts as a bridge between the first and second half of the game. It introduces 

the Wolf to a simple version (referred to as a Travel Check) of the Speech Check element that 
will feature in Scene 4. It is slightly harder than Scene 1 (i.e. the player needs the information 
gathered from talking to citizens, and the game will end if they don’t pass the Travel Check), 
but not as hard as later scenes (e.g. no time limit and only one Check element).  

• Relation to Other Levels: It uses information from Scene 1 and determines if the player can 
continue to Scene 3.  

• Difference from Other Levels: The Wolf must make a choice about where they want to travel. 
• Level Layout: 

 
Scene 2 

• Player Starting Point: For the Wolf, looking at the Scene slide. For the Narrator, looking at the 
script, Scene slide, and (optional) notes. 

• Strategic Locations: None. 
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Game Levels (continued) 
Scene 2 (continued) 

• Resources: None. 
• Obstacles/Enemies: The obstacle for the Wolf is to choose the correction location to travel to. 

The obstacle for the Narrator is to determine if the Wolf chose the right location by 
remembering their responses from earlier. There are no enemies in this level. 

• Intermediate Objectives: For the Wolf, choose the correct travel location. For the Narrator, 
correctly determine if the Wolf chose the right travel location. 

• Victory/Lose Conditions: Victory if the Wolf chooses the correct travel location. Loss if the Wolf 
chooses the incorrect travel location or the Narrator misremembers information. 

• Level’s Exit: Once the Wolf decides where they want to travel and the Narrator reveals if that 
choice was right or wrong. If it’s wrong the game is over. 

Scene 3 
• Level’s Purpose: Allow the Wolf to explore Gran’s house and get information to use in the 

Speech Checks in Scene 4. It also builds upon the investigation mechanic introduced in Scene 1. 
It is slightly harder than Scenes 1 and 2 (i.e. there is a limited amount of time that can be spent 
on the level). 

• Relation to Other Levels: It provides information that will be used to successfully pass Scene 4. 
• Difference from Other Levels: The Wolf has a limited amount of time (which is determined by 

the Narrator) to finish the level. 
• Level Layout: 

 
Scene 3 

• Player Starting Point: For the Wolf, looking at the Scene slide. For the Narrator, looking at the 
script, Scene slide, and (optional) notes. 

• Strategic Locations: The Playbill, the Recipe Card, and the Postcard are strategic locations 
because the provide resources the player can use in Scene 4. 

• Resources to Acquire: Information about Gran and Red that will be used to pass Speech Checks in 
Scene 4. 
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Game Levels (continued) 
Scene 3 (continued) 

• Obstacles/Enemies: The obstacle for the Wolf is to gather and retain information from the 
resources within a limited amount of time. The obstacle for the Narrator is to remember their 
responses to the Wolf. There are no enemies in this level. 

• Intermediate Objectives: To gather (Wolf) or provide (Narrator) information from exploring the 
resources to learn more about Red and Gran. 

• Victory/Loss Conditions: There are no victory/loss conditions for this level.  
• Level’s Exit: Once the time runs out. 

Scene 4 
• Level’s Purpose: To act as a conclusion to the game. The Wolf has the opportunity to employ the 

resources (information) they have gathered throughout the game by using them to correctly 
answer the Speech Checks. These Speech Checks also reveal why the resources (information) are 
relevant. 

• Relation to Other Levels: It uses information from Scenes 1 and 4, and determines who wins the 
game. 

• Difference from Other Levels: The Speech Checks draw on information obtained from different 
scenes in the game (i.e. Scenes 1 and 3). After this Scene there are no other levels and the game 
ends. 

• Level Layout: 

 
Scene 4 

• Player Starting Point: For the Wolf, looking at the Scene slide. For the Narrator, looking at the 
Script, Scene slide, and (optional) notes. 

• Strategic Locations: None. 
• Resources: None. 
• Obstacles/Enemies: The obstacle for the Wolf is to correctly pass the Speech Checks provided by 

the Narrator. The obstacle for the Narrator is to check that the Wolf correctly passed the Speech 
Checks by remembering their responses from earlier. 
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Game Levels (continued) 
Scene 4 (continued) 

• Intermediate Objectives: For the Wolf, correctly pass the Speech Checks. For the Narrator, 
correctly evaluate the Wolf’s response to the Speech Checks. 

• Victory/Lose Conditions: Victory if the Wolf passes the Speech Checks. Loss if the Wolf fails the 
Speech Checks or the Narrator misremembers information. 

• Level’s Exit: Once the Speech Checks are successfully or unsuccessfully passed. Upon the level’s 
exit the game ends. 

Art Style Guide 
Overall Art Style 

I wanted the overall artistic style of the game to be realistic. This is why I used mostly 
photographs or realistic drawings to create the composite images used for the scenes. Overall, I 
wanted the world to be closer to the wilderness then to a city. To achieve this, I included parts of 
the forest in every scene. This reinforces the remoteness of the location and implies a sense of 
danger, as the game’s location is closer to nature than “civilization”. 

 

Forest image used to make scenes 

In order to connect the game to the original fairytale, I included red as much as possible. 
This was achieved by giving all scenes, the Script, and the rules a red border featuring a wolf and 
a red hood. The red of the border is a reference to both Red Riding Hood and the violent 
intentions of the wolf. 

 

Border from game 
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Art Style Guide (continued) 
Color Palette 

As previously mentioned, I tried to include red as much as possible. The heavy presence of 
the trees means that the game also has noticeable instances of green. The contrast between the 
green of the trees and neutral colors of the buildings helps the red stand out more. 

 

Red Hunting color palette 

Game World 
For the forest aspect of the game world I was inspired by the Pacific Northwest. The 

buildings, especially those in the town, are intentionally run down looking (in looking for images 
to use I looked up pictures of ghost towns). The reason I went with this style was to give the 
player the sense that although there are other people living in the area, it is a town that is 
removed from the wider world. Therefore, the murder of a young girl (i.e. Red) would not cause a 
huge calamity, since news of it would take some time to reach the wider public, if it even reaches 
them at all.  

 

LEFT: Wallowa Whitman National Forest, Oregon  RIGHT: Main Street in St. Elmo, Colorado 
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Art Style Guide (continued) 
Characters 

The NPCs are more realistic and modern. This reflects the game taking place in a 
contemporary setting. I chose to not show their faces so that players can use their imagination as 
to what they look like. This allows them to speculate who they could be (e.g. are they one of the 
individuals mentioned from the baking investigation, do they live in the nearby neighborhood, 
etc.). For Red, I wanted to make her a teenager instead of a little girl. This was done in order to 
explain why she would go to her Gran’s house by herself, which would be a strange thing for a 
young girl to do in the modern time period the game is set in. By making Red older, she also 
comes across as less naïve, thereby giving the player a sense that it will be harder to trick her. 

 

LEFT: Image used for citizens RIGHT: Image used for Red 

The wolf images on the border imply what the Wolf character looks like. The red hoods on 
the border also could theoretically symbolize the Narrator. However, officially I did not want to 
specify what the Wolf or the Narrator look like. I did not want to lock players into one idea of 
what their characters should or should not look like. 

           

LEFT: Wolf image used in border RIGHT: Red hood image used in border 
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