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Chapter 17

Interactive Multimedia Narrative

and Linear Narrative

“Storytelling is the deliberate crafting of a narrative, with attention to rhythm and pacing, revelation and detail.” – Marc Laidlaw (writer of action-adventure games)
Narrative – what we commonly refer to as a story…a series of events that are linked together in a number of ways including:

· cause and effect

· time

· place

Interactive narratives share many elements with linear film and video narrative.

In narrative multimedia:

· the player explores or discovers a story in the same way a user explores information in previously discussed programs

· the player is often one of the characters in the story and sees action from the character’s point of view

· the player has some control over what the characters do and how the story turns out

FORMS OF COMMUNICATION:

· world structures – the player explores an environment in a virtual world…designers create a physical space where the player has freedom to move about and interact with various elements

· simulations – the player explores all the different possibilities in an activity…if the elements in a program come up in a random pattern it is not a narrative

· interactive narrative – the player explores a story

· has a beginning, middle and end

· nothing is unplanned

· allows each player to discover the story in a different way

· if the player plays long enough he/she will eventually see all the content the designers have created

1. This section of the book focuses on games where the narrative is the primary, or at least a major, component.
COMPUTER/VIDEO GAMES

All types of electronic, computer powered games including:

· those played on consoles (PlayStation, Xbox)

· PC computers

· mobile devices (smartphones, PSP, Game Boy)

· interactive TV

· arcade games

MAJOR TYPES OF GAMES

1. Action
· main focus is speed & action

· lots of shooting other characters or blowing stuff up

· sometimes called shooters or FPS (first person shooter)

· Role-playing (RPG)

2. involve a character taking on a role & exploring a world

3. usually involves a mini quest with limited story interaction

4. limited development of other characters

5. a sub-genre of RPGs is Massively Multiplayer Online Role Playing Games (MMORPGs) that involve thousands of people playing simultaneously

2. Adventure
· telling the story is the primary focus

· strong characters

· sophisticated story development

· characters overcome obstacles to achieve a final quest

· puzzles may be an important element

· strongly goal-oriented

· players have something to aim for

· obstacles easy to establish

· jeopardy built into game

3. Action/Adventure

· a hybrid genre with extensive action elements & a story

WHY SO POPULAR?

· game consoles that are capable of presenting more cinematic & realistic content

· involvement of major film narrative talent like Peter Jackson & Steven Spielberg

CLASSIC LINEAR ELEMENTS
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Figure 17-1 Classical linear structure.





6. Character

· classic linear film & video are character driven

· the character grabs our attention & draws us into their situation

· we must identify with the character if we’re going to care about the story

· identification can be achieved in several ways

· cast an appealing actor

· create sympathy for an underdog

· have the character do positive things

· develop the character so the audience understands the character’s needs (this is the best way to create identification)

Lord of the Rings
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· Structure – key elements are:

· exposition – the beginning of the story must set up:

· the lead character

· the setting

· what the character wants (goal to be achieved or problem to be solved) 

· conflict – three basic types:

· person vs. person

· person vs. environment

· person vs. self

· once the conflict begins, each obstacle must be more challenging than the last in order to build intensity

· climax – as the story nears the peak of intensity, a final event jacks it up to the climax…character either achieves the goal or fails

· resolution – wraps up the story after the climax…in most stories the character changes in some way or has traveled an arc

· Scenes and Sequences
· scene – action that takes place in one location

· sequence – a series of scenes built around one concept or event

· each scene has a mini-goal or plot point that leads to the next scene

7. some scenes have a beginning, middle & end
· most sequences have a beginning, middle & end
· Jeopardy
· character success or failure must have serious consequences

8. it is easy for the writer to set up jeopardy with a life-and-death situation

· it is harder to create jeopardy with more mundane events

· Point of View – defines from whose perspective the story is told

· most common POV is third person omniscient (all knowing)…the audience is a fly on the wall

9. another major type is first person or subjective POV…entire story is told from one character’s perspective…audience sees everything from his or her eyes

10. Pace – the audience’s expectation of how quickly the events of the narrative

     seem to move…writers tend to accelerate the pace near a climax and slow it

     down for expositional or romantic scenes
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