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This thesis has two components: a practical part and a written part. The practical 

part is a 2D side-scrolling game titled Elisabeth Scrivener and the Great Library. 

It is an adaptation of the bestselling novel Sorcery of Thorns by Margaret 

Rogerson. Like the novel, the game is set in the Great Library of Summershall. 

This is a place where magical grimoires of varying strength and benevolence or 

malignance are managed and contained. The player character is Elisabeth, an 

apprentice librarian and the player follows her as she progresses through the 

library taking advice from benevolent grimoires and defeating and containing not 

so benevolent grimoires. The written component of the thesis provides 

background information on the game itself, how the game functions as a literary 

adaptation and details the creative process of the making of the game. 
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Introduction to the Game 
 

The practical part of the thesis is a digital game titled Elisabeth Scrivener and the 

Great Library made with Unity, a cross-platforming game engine (Technologies 

2019). It is inspired by the bestselling young adult fantasy novel Sorcery of 

Thorns written by Margaret Rogerson (Rogerson 2019). The main character in 

the book is Elisabeth Scrivener, who begins as an apprentice in the Great Library 

of Summershall, a place where magical grimoires of varying strength and 

benevolence or malignance are managed and contained. Grimoires are books of 

magic and spells that are innately magical themselves, all seemingly somewhat 

sentient, with many having at least the ability to move or even speak on their 

own. These spell books are created by sorcerers, magic users who gain their 

powers through contracts with demons, produced using varying amounts of 

magic and sacrifice, as the sorcerous power of the spells written would reduce 

mundane ink and parchment to ash. The more advanced the magic, the more 

sacrifice needed to make the grimoire. Elisabeth is unique in that she grew up in 

the library instead of an orphanage and as such has developed a special 

relationship with the lower-level grimoires and some enhanced physical abilities 

thanks to her proximity to so much magic throughout her formative years. 

Notably, this has led her to discover unknown hidden passages and other secrets 

with the help of the books. She is also taller and more physically resilient than the 

average human. This library is one of the Kingdom of Austermeer’s five Great 

Libraries, with a fifth, the Royal Library, situated in the central capital city of 



2 
 

Brassbridge. The more powerful grimoires are particularly dangerous, as a loss 

of control over or accidental damage to one can provoke its transformation into a 

Malefict, a dangerous monster that, when injured, bleeds ink. Although the 

multiple Great Libraries feature heavily in the book, she does not remain in the 

one at Summershall for long after the story begins.  

 
I chose this book because I like it but also because the conflicts and enemies are 

clearly defined. The methods for negotiating the conflicts are also straightforward 

and explicitly stated in the text. This makes the book an ideal candidate for 

adaptation to storytelling through gameplay because enemies and conflicts are 

easy to isolate. 

 
My game represents one level in a larger multi-level adaptation of the novel. It is 

a demonstration of the player character, the environment, as well as conflicts that 

the character must overcome. The final conflict is abbreviated, and there is no 

win or lose condition. However, if the player character loses all their health 

hearts, the interactive portion of the game restarts.  

 
At the beginning of the game, Elisabeth, the player character, receives a note 

from Director Irena, the head of the library. The player experiences this scene in 

the first-person perspective. The note tells Elisabeth that some of the grimoires 

have become loose and are causing trouble in the library and asks her to subdue 

and collect them. The director warns Elisabeth of the dangers within the library, 

the grimoires and damaging ink puddles, explains the movement controls, and 
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instructs the player to use salt rounds to subdue hostile grimoire enemies. Then 

the game begins and the protagonist, Elisabeth, is now a third-person player 

character. The player can control her movement in four different directions in the 

style of a 2D side-scrolling game. As the player progresses through the game, 

speech bubbles appear on the bookshelves. These are representations of docile 

grimoires. If the player navigates Elisabeth close to the speech bubbles, the 

player will see instructions on new controls. At the beginning of the game, a 

grimoire’s speech bubble changes upon the character’s approach and explains 

the button used to throw a salt round. As is common in the first level of a side-

scrolling digital game, the player is introduced to the main hazards in the game. 

The hazards in this game are grimoires, books with varying degrees of 

movement that must be subdued, made docile, and collected, and puddles of ink 

that must be avoided. Contact with either of these hazards causes the player 

character a point of damage. Both the amount and speed of movement of the 

grimoires changes and increases as the game progresses. After the first 

grimoire, each of the subsequent grimoires is accompanied by a bookshelf 

barrier to prevent the player from simply going around and skipping enemies. 

Once the player defeats and collects a grimoire, the matching bookshelf that 

previously obstructed the player’s way disappears. This is repeated a few times 

and then the player encounters the final area. The player approaches a sword on 

the ground, which disappears upon contact to indicate that it has been collected, 

and another docile grimoire’s speech bubble changes to explain the button to use 
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to attack with the sword, which is necessary to defeat the new enemy, the final 

boss which happens to be a Malefict. In the current version of the game, the 

player sees the final grimoire transform into the Malefict. The Malefict attacks 

once and then the scene fades to a “to be continued” screen with the option of 

playing the interactive portion again. 

 

 

Figure 1: The opening title scene of the game. 
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Figure 2: The player character, Elisabeth, throwing a salt round to subdue 

a hostile grimoire. 

 

Figure 3: The player character, Elisabeth, faces the Malefict, the boss of 

the game. 
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The main achievements of this game are the characters and their animations. I 

designed the player character based on what a standard 2D character can do in 

terms of basic movements. However, I added movements that are specific to this 

particular character and the story, specifically the throwing of the salt rounds and 

the more common sword slash. All of the elements used, the free premade 

assets from the Unity Asset Store (Szadi Art 2020), the others found online and 

then edited by me, and the ones created by me from scratch, were chosen and 

designed both to match exact elements from the novel and to appear to have a 

consistent, synthesized aesthetic. The player character and the albeit 

minimalistic depiction of the sword are both designed to match their respective 

descriptions in the book, from Elisabeth’s apprentice robes and the crossing 

leather straps across her chest to the garnets on the pommel of Demonslayer, 

the director’s sword. The player character’s design was based around some of 

the designs of other similar pixel art characters. The player character and all of 

her animations, the salt rounds, the grimoires and their motions, the ink puddles, 

and the Book of Eyes Malefict and its motions were all hand-drawn by me, 

although I did take the base of the books’ closed front design from the bookshelf 

asset package (POINT08 and Corporation 2015) I used. 

 
Players who have played the game describe the game as immersive and visually 

appealing. The controls are easy to understand and the structure and logic of the 

game are clear. The story is easy to understand without having read the book, 
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although one player who had also read the book mentioned that, if one had 

knowledge of the book, the source material was easily recognizable. 
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The Game as a Literary Adaptation  
 

As explained above, I based the game on a novel. However, I adapted it to 

create an engaging experience. Games are interactive experiences and therefore 

gameplay is an important device in digital game storytelling. Frans Mäyrä says 

about gameplay “it’s the part of the game that absolutely requires the player’s 

participation” (Mäyrä 2008). Mäyrä distinguishes between “the shell” and the 

“core gameplay”. In the case of Elisabeth Scrivener and the Great Library I used 

the core gameplay of a 2D side-scrolling digital game. I translated the story into 

this format by taking a section out of the book that describes a major conflict and 

adapting it to the 2D game format (core gameplay) that usually has a single 

player character who has to defeat simple “enemy” characters to eventually land 

upon the main “boss”. In the case of my game, the simple enemy characters are 

the grimoires and the main “boss” is the Malefict, which I based on the Malefict 

version of the Book of Eyes from the first few chapters of the novel. The events 

of the game vary greatly from the book. As in the novel, Elisabeth wakes to find 

the director dead and the Malefict of the Book of Eyes already outside the Great 

Library and heading to attack the town of Summershall. However, I added the 

letter from the director as a simple, quick way to introduce players to the setting 

and premise of the game and added the hostile grimoires as a way to follow the 

standard format of a 2D game.  

 
In “Slaying the Dragon: Writing Great Video Games,” Bryant and Giglio identify 

gameplay as the central device within a digital game (Bryant and Giglio 2015). 
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The authors compare the structure of a play written by Aristotle (or any other 

playwrite) to the gameplay of Mario, a 2D side-scrolling digital game. The 

differences they describe can be seen as the differences between Elisabeth 

Scrivener and the Great Library and Sorcery of Thorns written by Margaret 

Rogerson. Bryant and Giglio call a play by Aristotle “The Author-Defined Story” 

and Mario a “Player-Defined Story”. The writers state that in Mario, the author 

and the player of the story are the same whereas in a play, the author and the 

protagonist have different voices. They say that in a play by Aristotle, “The 

Author tells a story and evokes emotion in the audience that sits passively and 

does not participate in the story”. Whereas in Mario, “the player ultimately has 

control” of how the game unfolds and the author is providing a framework and not 

a predetermined story. As far as games go, Elisabeth Scrivener and the Great 

Library requires the player to collect instructions from books and apply the 

information to the battle with the grimoires. They could not complete the game 

without being involved themselves, making choices, and navigating this 

interactive form of storytelling. 
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The Creative Process of Developing the Game 
 

In this section of my thesis, I will explain the process of developing the game. 

Rather than detailing the entire process, I will focus on choices that I made that 

are important to the final version of the game. Specifically, I will describe how I 

created the visual style. I will also explain some of the technical hurdles that I had 

to overcome to create this game. 

 
My first choice was in the visual style and type of gameplay I should use. I chose 

to make a 2D side-scrolling game as they have an existing structure and rules 

that can be adapted. I made the aesthetic choice of using a simple pixel art visual 

style for multiple reasons. It is a throwback to the earlier days of video games, 

but it is also still a style of art used in a multitude of more current games, 

including the popular role-playing game Stardew Valley (Barone 2016). 

Moreover, I felt it would be a style that would make it somewhat easier for me not 

only to design my own and other assets and animations but also to match them 

to any premade assets I utilized. Creating a 3D game would have severely 

limited my ability to supplement my game with my own artwork. I have no 

experience in the creation of three-dimensional digital art or the programs used in 

such an endeavor, but I have ample experience in two-dimensional art both in 

physical and digital media. 

 
After deciding upon the subject and general visual and gameplay style, the first 

difficulty was in designing the map for the game. I chose to keep it very 
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straightforward, with minimal movement on the vertical axis as most of the game 

progress would be made through moving to the right on the horizontal axis. The 

map developed into a corridor through multiple rooms that gradually increased in 

size to accommodate more obstacles in the form of greater areas of movement 

for the hostile grimoires and some static toxic ink puddles. 

 

 

Figure 4: An amalgamated map of the game. 

 
For those not familiar with coding, much of it can necessitate not only trial and 

error but also researching websites and forums to find methods used by other 

programmers. Although some of the methods I used to create the game were 

explained in a Unity tutorial, there were many other techniques that I had to 

discover through research. I found a method of changing the polygon colliders for 

each frame of the animation of the floating grimoires so that the player character 

would only be damaged if it collided with the visible pixels. This taught me how to 

use animation events to enact portions of code, which would later help to better 
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finesse the throwing animation with the instantiation of the salt round projectile. 

When I originally enacted this portion of code and animation, the salt round 

would instantiate and move away from the player character before much if any of 

the throw animation would be able to play. The hitherto unknown method of using 

animation events enabled me to make the custom function to create and move 

the salt round play at a later frame in the animation rather than at the same time 

the animation began playing.  

 

Figure 5: Sprite Sheet for the player character. This shows the player 

character in all of her animation states.  
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Figure 6: The player character’s animation blend tree. 

 
Overall, I spent equal amounts of time between coding and researching coding 

methods and drawing the basic sprites and the larger sprite sheets for the 

animations. This process is common in game development. As explained above, 

I adapted a common game development process to further develop my own 

strengths and knowledge level to make a game that is a unique creation.  
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Portfolio of Related Work 
 

Over the course of two classes related to video games and their design, I created 

two other games. These games are related to my thesis and work in the creation 

of game concepts, game characters, and playable game environments. In the 

following, I will give an overview of the games and how they relate to the thesis.  

 
The first is titled Albatross (Farmer 2018). I programmed it in Processing, “a 

flexible software sketchbook and a language for learning how to code within the 

context of the visual arts” (Fry and Casey). The project uses gameplay and game 

mechanics to explain the struggles of a person living with a psychological burden 

(an “Albatross”). The game simulates a day in the life of the player character. The 

player first sees the title of the game and the definition of “Albatross”. In the 

game, “Albatross” is defined as “a psychological burden”. Then the player sees a 

silent flashing alarm clock displaying 08:00 (morning). Next, the perspective 

switches to the third person game view. The player controls a character who is 

navigating a maze of what looks like concrete blocks with a constantly changing 

background resembling television static. The special part about this maze is that 

it changes position roughly every five seconds. This creates an evolving 

challenge for the player character as their situation changes with every shift of 

the maze. The player character may at one point in the game be able to move 

swiftly and then suddenly find themselves completely blocked in at another point 

in the game. The goal is to get to the bottom right of the screen. Once the player 

has struggled and finally attained the goal, the game transitions to an ironic 
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“winning” screen that says “momentary success” and invites the player to play 

again. The game has formal similarities to my thesis insofar as it is a 2D game 

designed with pixel art and there is a switch from the first person to the third 

person perspective. Conceptually, this game uses the language of 2D games to 

explain the many complicated situations that people with mental health struggles 

encounter. It is insofar conceptually related to my thesis game as it features a 

female main character who must fight through an adverse situation.  

 
This 2D game featured a player character who had to make their way from the 

top left corner of the play screen to the bottom right corner through a constantly 

changing maze. The opening scene, the walls of the maze, the player character 

and her movement animations, and the flag denoting the finish were all pixel art 

images I created. 

 
The second game has no title but was dubbed The Alice in Wonderland Game by 

my professor (Farmer 2019). It is a 3D first person perspective game created 

using the Unity game development environment. To create the visual 

environment, I combined and adapted different free assets found in the Unity 

Asset Store and other free online resources. This is a common way to create a 

3D Game. In the game, the player character has to collect a number of glowing 

crystals hidden throughout the game environment to restore a larger crystal at 

the top of a tower. Although it is not directly an adaptation of Lewis Carroll’s 

Alice's Adventures in Wonderland novel, I used elements inspired by it to create 
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game mechanics, notably the consumption of liquid or sweets accompanied by 

notes stating “Drink Me” and “Eat Me” respectively, to cause the player to shrink 

or grow (Carroll 1865). I also added this mechanic to a wand that is carried, 

allowing you to change the size of other specific game elements when they were 

shot by the wand, namely mushrooms, which can also be a reference to Alice in 

Wonderland. These were all necessary to the player’s ability to complete the 

game. This game is related conceptually more closely to my thesis game in that it 

takes the game mechanics from a work of literature but is not a direct translation 

of the literary work. The player must navigate through an environment inspired by 

the novel, but like in the thesis, there are challenges and situations that are 

unique to the game.  

 
The games detailed above are two examples of my work in storytelling through 

games, gameplay, and game mechanics. Like in my thesis, I am reducing 

complex situations to easy-to-understand challenges. While designing games 

based on literature, I have found that it is more effective to not just stick strictly to 

the source material but use the source material at strategically important points 

to support the main points that I want to get across.  
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Conclusion 
 

In this thesis I explained my game Elisabeth Scrivener and the Great Library. It is 

a loose adaptation of a work of literature. This thesis explains the creative 

process of making the game. It also explains the challenges of creating a literary 

adaptation using game mechanics and gameplay. The main conceptual 

achievement is the adaptation of a complex story into an easy-to-navigate 

interactive environment. The main technological achievement is the main 

character because she has complex movements that are unique to this game. I 

designed a cohesive environment that combines both pre-made assets and 

original artwork. Similar to the character in the game, I fought a lot with the 

software environment, but eventually I prevailed.  
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