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This writing workshop delves into the design of gamebooks from the perspective of 
non-human protagonists, including forests, rivers, and urban environments. 
Participants will create interactive narratives by developing character frameworks, 
mapping decision paths, and experimenting with branching structures. Through 
guided exercises, you will translate narrative choices into flowcharts and construct 
short gamebook prototypes. 

The workshop foregrounds questions of agency, perspective, and environmental 
storytelling, prompting participants to consider how procedural design shapes 
interpretation. Integrating elements of narratology, game studies, and creative 
writing, the session features concise theoretical input, hands-on design tasks, and 
peer feedback. It is designed for students, writers, and designers interested in 
interactive fiction and ecological approaches to narrative.​
​
This writing workshop explores the design of gamebooks from the perspective of 
non-human protagonists, such as forests, rivers, and urban environments. 
Participants will develop interactive narratives by constructing character frameworks, 
mapping decision paths, and experimenting with branching structures. Through 
guided exercises, they will translate narrative choices into flowcharts and produce 
short gamebook prototypes. The workshop foregrounds questions of agency, 
perspective, and environmental storytelling, encouraging reflection on how 
procedural design shapes interpretation. It integrates elements of narratology, game 
studies, and creative writing, and combines concise theoretical input with practical 
design tasks and structured peer feedback. The workshop is intended for students, 
writers, and designers interested in interactive fiction and ecological approaches to 
narrative. 

The workshop adopts a Research Through Design methodology, combining 
analytical reflection with creative practice. It opens with a brief introduction to the 
formal properties of gamebooks and selected examples of branching narratives, 
followed by guided exercises in character construction, decision modelling, and 
narrative prototyping. Participants will work individually or in small groups, present 
work in progress, and engage in moderated discussion focused on design strategies 
and their interpretive implications. 

Prospective participants are invited to submit a short statement of interest 
(150–250 words) outlining their motivation to participate in the workshop and any 
relevant interests in interactive narrative, gamebooks, or environmental storytelling. 
Participants are not expected to have prior experience in game design or to submit a 
developed project. The workshop is open to individuals at all levels of experience. 
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Applicants will be notified of acceptance shortly after the submission deadline. The 
workshop will be conducted in English and is for a group of approximately 10–15 
participants in order to ensure a collaborative working environment. 

Submissions should be sent to: j.lenik@uw.edu.pl​
Submission deadline: 06/11/2026 
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