
Getting started – time to play! 
It is very important that children are given plenty of time to explore the NWN2 environment – time to play, to 

experiment and to share discoveries will ensure firm foundations in terms of creativity as well as effective 

game design, so teachers should resist the temptation to push on into instructor mode! There are a lot of new 

things for children to learn about in this software, but we have found that direct teaching is not the best 

approach at this early stage.  

Give the children a few useful starting points (see below) and then leave them to see what they can do. This 

can lead to what we have called the ‘brush fire effect’ – as children make discoveries they share them, often 

excitedly, with their neighbours or even the whole room and so ideas spread rapidly from one to another with 

the net result being greater than the sum of the parts. The children are learning, and teaching each other, but 

the teacher is not directly involved at all, which is great for all concerned!  

An exploratory approach also allows the children to invest in the software, developing a strong sense of 

ownership as they find their own answers to their own problems. The software is quite complex, so a project 

is likely to take quite a number of weeks to complete; by allowing the children time to explore and make their 

own discoveries they can bring their own agenda to the game and really feel that it is their creation. The 

children become highly motivated, wanting to add to their game world at every opportunity – not necessarily 

something we find with conventional story writing sessions. 

The risk for the teacher in all this is that the children will discover something the teacher hasn’t met before, 

but the joy of a play-based, exploratory approach is that the chances are someone else in the room will 

already have found an answer; if they haven’t, then start a query board and build it in to plenary sessions or 

lesson openings to encourage children to find answers, or to allow teacher-time to research an answer for a 

later session.  

Promoting a culture of openness and risk-taking, not being afraid of the unknown, and encouraging sharing of 

solutions will all add to the richness of the experience, and fits very well with the principles of A Curriculum 

for Excellence, which promotes successful learners and confident individuals. With new technologies, children 

are often the best teachers, so we shouldn’t be afraid to let them discover what they can teach each other – 

and let them help us along the way! 

A suggested sequence for exploratory play sessions (area design, basics of Toolset, 

etc) 
We tend to give the children a quick introduction to area creation, using the data projector to introduce just 

enough to get them going so they can begin to build a world. The important thing is a brisk pace, just show 

the children enough to get them going, and have faith that they will pick it all up quickly – they will! 

The areas they build in these early sessions may not be the ones that they end up using for their final game, 

but it allows idea to evolve and they can practise their techniques with the terrain tools. They will discover 

lots for themselves, and by watching them and listening in to their conversations you will be able to judge the 

moment to introduce the next set of toolset features. 

Encourage the children to visit their world by testing it within the game engine. They can play as a default 

character rather than taking time to create their won each time – for speed and success we have created a 

fairly indestructible player-character called Abigail Shepard and we would recommend her use to avoid 

disappointment and frustration (to download Abigail, visit the Downloads page on the Adventure Author web 

site: http://judyrobertson.typepad.com/adventure_author/). 

http://judyrobertson.typepad.com/adventure_author/


And do make time for the children tell the rest of the class about what they have found out in a plenary 

session. 

Remember to be brisk when demonstrating! You should be able to achieve all five steps below in a one hour 

session . . . N. B. There is also a video tutorial of these steps on the Adventure Author web site 

(http://judyrobertson.typepad.com/adventure_author/). 

1. Opening up and making a new area: 

Load the NeverWinternights2 Toolset, and then use the File menu to create a new module. 

 

 

 

Click on the File menu and select 

New module. The dialogue box 

blow will appear . . .  

Name the module (the child’s name is good at this stage) 

and click OK. A green grid will appear in the middle box of 

the screen. This is your scratch pad where you can try things 

out and learn how the toolset works. Sometimes children 

end up using their scratchpad as a proper part of their game 

instead of just a test area – that’s fine. 

http://judyrobertson.typepad.com/adventure_author/


2. Navigating around the area in the toolset – you need a mouse with a wheel! 

 

 

 

3. Painting terrain (hills, lakes, streams), adding water, texture, grasses 

 

 

To zoom in and out: roll the mouse wheel 

To tilt and turn the view: hold the wheel down and move 

the mouse 

To move around: hold Control, then left-click and drag the 

mouse to ‘pull’ the area across the screen. 

Select the Terrain menu, 

then maximise it by clicking 

here to allow you to see 

more of the contents. 

When designing and adding to the terrain, be 

aware that this white boundary is the outer 

limit for player or creature exploration; 

anything beyond the white rectangle will act 

as a backdrop but cannot be accessed by the 

player. 



Raising and lowering the landscape: 

 

Test the terrain at an early stage to get a feel for the scale of the hills – they can be smaller than you think! 

You will need to add a Player Start before testing – see ‘Visiting your world’ below. 

 

Adding water: 

 

 

Experiment with the 

Terrain Tools to raise and 

lower the landscape.  

 
You can experiment with 

the terrain tool size and 

pressure, and you can 

always flatten things again 

if you need to! 

Scroll back up and select 

water from the 

Environment Tools . . . 



Setting the water height: 

 

 

Colouring the water: 

 

 

 

Set the water height at just 

below 0 (ground level) to 

make sure it stays in the 

trench. You can always use 

the eraser if you need to. 

The water 

can be any 

shade you 

wish!!! 

The water 

can be any 

shade you 

wish!!! 



Adding texture to the terrain: 

 

 

 

 

Use different textures to 

create paths, cliffs, snow, 

desert and a variety of 

textural interest in the 

landscape, and create areas 

where different aspects of 

the story might occur.  

Scroll back up to the 

Environment Tools and select 

Texturing to add paths, snow, 

etc. You might want to change 

the brush size and pressure, 

depending on the effect you 

are trying to create. 

You will need to remember this 

scroll bar, which allows you to see 

all the textures that are on offer. 



 

Adding grasses and flowers: 

 

 

4. Adding blueprints, e.g. trees, buildings, creatures 
Once the landscape begins to take shape, children will want to add buildings and people – they can also add 

trees, which can add greatly to the atmosphere and interest for the player. Till now we have been working on 

the Terrain tab, but now we can look at the Blueprints that come with the game. 

Click on the grey Blueprints tab at the bottom right of the screen. Enlarge the window when it comes up so 

you can see the contents more easily. 

For buildings, select the Placeables icon from the group of icons on the right hand side; for trees select the 

Tree icon or for creatures select the Creatures icon; these are the three main menu items you will need at this 

stage to add interest to your world: 

Choose Grass from the 

Environment Tools and 

have fun adding grasses and 

flowers. Deselect previous 

choice unless you want to 

add more than one type at 

once. 



 

To add to your world, click on your chosen object on the list (in this case a temple), and the object appears 

attached to the mouse. Place it where you would like it and then click to hold it in place. You will find there is 

another copy of the object attached to the mouse – simply press Escape to make the floating object 

disappear, unless you want multiple copies, in which case, just keep clicking!  

Adding an object: 

 

Using the Blueprints tab: 

 

2. Click to 

place object 

on the 

terrain 

3. Select 

relevant 

icon 

4. Undo lists 

to see 

contents 

2. Maximise window 

1. Select 

Blueprints 

tab 

1. Click to 

choose an 

object 

3. Press Escape to 

remove ‘floating’ 

object 



The object you have placed in your world can then be moved into position and rotated until you are happy 

with it. Note that anything you add to your world appears in the window to the left of the screen. 

Positioning and rotating an object: 

 

5. Visiting your world 
It’s really important that children visit their world on a regular basis to see it from the player’s perspective. In 

order to do this, you must set a start location (see below) then bake and save the module (File->Bake and 

File->Save).   

Setting the Start Location: 

 

1. Click to 

select object 

2. Hold click, 

and drag into 

position 

4. Area contents 

appears in left hand 

window 

3. Click on 

rotate buttons 

to orientate 

object 

N. B. If the mouse will not select 

an object, click on the ‘Select 

Objects’ icon on the menu bar 

then try again. 

2. Click on the 

terrain to place 

the start 

location 

4. Use rotate 

buttons to orientate 

the start (or other 

object) 

3. Click on ‘Select 

Objects’ then select 

the start (or any other 

object) 

1. Select the 

Start Location 

tab 

Note: Rotating the start location allows 

the designer to decide which way they 

want the player to be facing when they 

enter the world. 

 



N. B. Forgetting to bake your module or set a start location are the two most common problems that 

prevent a module from running successfully. 

Once the game has been baked and saved, close the Toolset. Run the NWN2 game software and follow the 

menu options to load your module. You will need the NWN2 CD in the drive to do this.  

a) Click ‘Play’ 

b) Click through the screens for Atari, Obsidian, etc 

c) Select ‘New Game’ then ‘New Module’ 

d) Scroll through the list of modules to find your saved module 

e) Click ‘Start Module’ and the game will load 

f) Choose ‘Select Character’ (rather than ‘Create Character’) – we tend to use Abigail Shepard because 

Keiron has specially designed her to cope with anything that she encounters, which is very useful 

when you are trying to test someone’s game and survive to see the end of it!  

Meet Abigail Shepard, our redoubtable player character! Abigail is able to use most of the items you can 

place in your game – not being able to do this is a common source of frustration for players, and would leave 

a game designer unable to fully test the potential of their ideas. 

 

 

g) Select ‘Start Game’ 

 

To navigate in the game, turn the mouse wheel to zoom in and out (this is more limited than in the Toolset); 

click and hold the mouse to roll and rotate the view; click to make the player run to a location so you can 

explore. The player will not be able to walk over terrain that is too steep nor through water that is too deep.  

Take time to explore all parts of the terrain and take note of anything that needs to change – there will be 

some surprises in terms of scale. You may feel you need to add more detail – paths, tress, buildings, etc, and 

of course creatures for the player to interact with.  

 

 



Arriving in the game: 

 

 

To leave the game, press the Escape key. Select ‘Exit Game’ and ‘Quit to Desktop’ from the menu buttons. 

Reload the Toolset to continue editing. 

On returning to the Toolset, children should be encouraged to take the opportunity to edit their game, on the 

basis of what they have learned by seeing it through a player’s eyes. Regular visits to the game world 

throughout the development of a game will result in a game that is playable and that fulfils the designer’s 

hopes – a game is more than a picture, and if a designer spends too long in the Toolset they may lose sight of 

that important fact. 

 

 

2. Map gives 

area overview 

to help with 

navigation 

1. Player arrives in game 

at start location; some 

terrain may be too steep 

to explore 


