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Abstract:  This paper describes an authoring tool called “Odyssey – the 

Adventure Maker”. Odyssey was developed to allow the creation of educational 

games in the Adventure style without the need of computer programming 

knowledge, allowing teachers and/or students to create their own games and use it. 

Furthermore, Odyssey’s site provides an environment to share the Odyssey based 

games with other users, who can use, modify and even improve them. 
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1. Adventure games 

Adventure games can contribute in the teach-learning processes being a catalyze 

element to rescue the student’s interest in the attempt to improve its affective 

entailing with the learning situations [1]. Adventure games those games the 

adventurer must move through complex worlds, accumulating tools and booty 

adequate for overcoming each obstacle, until finally the adventurer reaches the 

treasure or goal [2]. 

The existing educational games, particularly those available in Portuguese, are 

very limited in the subjects covering and usually can’t be personalized or modified 

by their users. To offer both to students and teachers, we developed an authoring 

tool called “Odyssey – the Adventure Maker” that provide to teachers and students 

a tool that allows them not only to build their own educational adventure games - 

without any previous technical computer programming knowledge – but also to 

share their games in the Odyssey virtual community where people can share their 

creations with others. 

mailto:rodrigotakase@gmail.com
mailto:ggh@unifal-mg.edu.br
mailto:eg@unicamp.br


2 Rodrigo Dias Takase, Gabriel Gerber Hornink, and Eduardo Galembeck 

 

There are some software tools that may be used to game developing and 

presentation authoring some of them are very complete with many features, but 

none of them is simple to use. A good free adventure maker is the Adventure 

Game Studio1, it is possible to use a scripting language to make the games and 

consequently it is complicated to use. 

2. The Tool: Odyssey – The Adventure Maker 

The Odyssey is free software designed for people who have no knowledge in 

computer programming at all, to build educational adventure games and 

presentations. It was developed with Delphi2 and open source components. 

The Odyssey is unique in their major purpose, to be as simple and intuitive as 

possible, so their users need only a little familiarity with computers to use it, 

without any scripting. The Odyssey is delivered with no costs in a website that 

offers lots of tools that contribute to the collaborative learning and knowledge 

sharing. The Odyssey files authors may publish their adventures or presentations 

made with Odyssey for both online access or to be downloaded. The Odyssey 

website3 made use of Web 2.0 technology to offer a library of pictures, obtained 

from the Digital Library of Science4 (BDC) or from the Odyssey files uploaded by 

the users. 

The Odyssey allows a wide spread of applications: The teacher would be able to 

become a developer of educational games to be played by the students, or may use 

it to build presentations to be used by their self in a lecture. The Odyssey may be 

used also to bring the students to a computational game developer status, by doing 

it, the professor can act in the teach-learning processes recognizing the zones of 

proximal development-ZDP [3] of the students, guiding them to the knowledge 

construction process. 

In the top of Odyssey’s window, there is a frame line. For each frame it is 

possible to import a background image, other images, animations, texts, sounds 

and music. All imported images must be previously edited in other programs, like 

Paint5, Gimp6. They can be turned into buttons, animations, items or simply static 

images. 

                                                           
1 Software development environment for Ms. Windows applications and published by 

Embarcadero Technologies. (http://www.codegear.com) 
2 Software development environment for Ms. Windows applications and published by 

Embarcadero Technologies. (http://www.codegear.com) 
3 Odyssey Website. (http://www.bdc.ib.unicamp.br/odyssey) 
4 Digital Library of Science. (http://www.bdc.ib.unicamp.br) 
5 Simple graphics painting software of Microsoft Windows. (http://www.microsoft.com) 
6 GIMP (GNU Image Manipulation Program - free software. (http://www.gimp.org) 
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2.1 Major Features  

Odissey doesn’t use scripting language. It’s an easy-to-use tool, drag-and-drop 

game editor. All functions of the object are shown on the right side of the window. 

An image, animation or text can be turned into item or button. The function of the 

button is possible to be set up, like which frame the player goes when clicking on 

it, and other options. The game made with Odissey can have animated or static 

buttons, collectable itens that can be used to solve puzzles, animations, music, 

sound effects and much more. Other interesting feature is the accessibility for 

blindness. Each scene, object, button and image in the adventure can be described. 

A speech synthetyser will read that information, and the player can choose the 

action through the keyboard. There are some free speech synthetysers in the 

internet, a good one is  eSpeak7, with supports several languages. 

3. Conclusion 

This tool can have a huge potential in multiple aspects: 1) as an authoring system 

to be used by teachers to build educational adventure games or presentations; 2) as 

an authoring system do be used in class having the students acting as games 

developer; 3) to nucleate a virtual community to share and develop computational 

adventure games. These games could be reused in different classrooms, making 

the learning process more fun and intuitive. The students themselves can use this 

tool to make games, stimulating creativity, thinking and even artistic skills, if they 

do their own drawings, in the creation of stories and/or challenges. 

The use of adventure game can potentiate the learning processes and the student 

motivation to concepts involved in the game. Its also change the passive position 

to an active position in the teach-learning processes. 
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