
Introduction 

21st century writers 
Writing in the 21st century is a different proposition from writing previously. Children operate in a multimodal, 

digitised world with images and sounds and animations adding to any textual messages being conveyed, and 

often carrying entire meanings of their own beyond and around the written word. We need to teach our 

children how to work with the complexities of such ‘texts’, as readers (or players) and as writers/designers. A 

rich and creative solution lies with Adventure Author, a specially designed education package from Heriot-

Watt University, combined with the commercially available fantasy role-playing game, Neverwinter Nights 2. 

Why Adventure Author, why Neverwinter Nights 2? 
Neverwinter Nights 2 (NWN2) offers children the opportunity to design and play an interactive computer 

game – their very own digital multimodal text – providing a new take on storytelling for the digital age. 

Children work with images, text and sound to develop an animated interactive fantasy role playing story with 

high quality 3D graphics. The child is responsible for creating the world, peopling it with characters, devising 

the plot, deciding the role of the player and the ways in which the player can interact with the other 

characters (including writing dialogue), as well as employing a variety of techniques to support the player as 

they explore this unique world that they have created.  

The Adventure Author software, used in conjunction with NWN2, facilitates creativity and effective 

storytelling. The Adventure Author plug-ins, developed by Dr Judy Robertson, Keiron Nicholson and Cathrin 

Howells at Heriot-Watt University, are specifically designed to scaffold creativity and learning during the 

game-creation process, simplifying aspects of the commercial package and supporting children as they 

develop their ideas, create their dialogue, work out their plot and reflect on the success of their endeavours 

as 21st century writer-designers. 

The Adventure Author teachers’ manual 
This manual is designed to help teachers become familiar with the potential of the NWN2 and Adventure 

Author software, and includes links to exemplar games and demo video footage to support a wide range of 

learning opportunities. The learning outcomes are linked to A Curriculum for Excellence in Scotland, and the 

language and computer game evaluation materials we have developed allow teachers and children to assess 

progress at novice, intermediate and advanced level, relating to levels two, three and four of A Curriculum for 

Excellence. 

A Curriculum for Excellence and 21st century writers 
NWN2 and Adventure Author offer an excellent opportunity to fulfil the Curriculum for Excellence 

requirements in a richly creative way. A Curriculum for Excellence expects children to be using multimodal 

and digital texts and designing their own computer games; it also requires them to become successful 

learners, confident individuals, responsible citizens and effective contributors.  

The Technologies Experiences and Outcomes state that children should ‘gain the confidence and skills to 

embrace and use technologies now and in the future, at home, at work and in the wider community’. In 

particular, at Level 2 they suggest the following outcome: Using appropriate software, I can work 

collaboratively to design a game to help others learn (TCH 215J) and at Level 3: Using appropriate software, I 

can design and implement a game or other application which is interesting and entertaining (TCH 319J / ICT).  

The Languages and Literacy Experiences and Outcomes are similarly relevant to the opportunities provided by 

NWN2 and Adventure Author. The introduction states: 



“The development of literacy skills plays an important role in all learning. 

“I develop and extend my literacy skills when I have opportunities to: 

 communicate, collaborate and build relationships 

 reflect on and explain my literacy and thinking skills, using feedback to help me improve and 
sensitively provide useful feedback for others 

 engage with and create a wide range of texts1 in different media, taking advantage of the 
opportunities offered by ICT 

 develop my understanding of what is special, vibrant and valuable about my own and other 
cultures and their languages 

 explore the richness and diversity of language2, how it can affect me, and the wide range of ways 
in which I and others can be creative 

 extend and enrich my vocabulary through listening, talking, watching and reading. 

“In developing my English language skills: 

 I engage with a wide range of texts and am developing an appreciation of the richness and 
breadth of Scotland’s literary and linguistic heritage 

 I enjoy exploring and discussing word patterns and text structures.” 
 

The unique approach to storytelling offered by NWN2 and Adventure Author provides children with a 

challenging range of reading, writing, talking and listening tasks and encourages them to become reflective 

and critical writer-designers and reader-players. Children are offered a highly creative and enjoyable way to 

produce a sophisticated and engaging product with which they strongly identify and which prepares them in a 

range of ways for the technologies, literacies and learning that the 21st century requires.  

For more about the links to A Curriculum for Excellence, see the Learning and Teaching section of the 

Adventure Author teachers’ manual. 

                                                             
1
 Texts are defined in the principles and practice paper. They will include texts which are relevant to all areas of learning, 

and examples of writing by Scottish authors which relate to the history, heritage and culture of Scotland. They may also 
include writing in Scots, and Gaelic in translation. 
2
 The languages of Scotland will include the languages which children and young people bring to the classroom and other 

settings. 
 


