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The Art of Storytelling 

 Humans tell stories all the tie, whether they realize it or not. From experiences shared to 
a friend to the myths and legends that drive human’s beliefs in the past, telling stories is an 
integral part of culture. The large difference between games and stories, however, is that game 
stories are interactive. Unlike mythologies, friendly japes, and historical tales, a game’s story 
must involve the listener/audience being involved in some way or the other. Whether the 
player is a 3rd person onlooker or the character the story is revolving around, the interactivity of 
the story needs to make the player feel whatever part they are in. If the player’s role is a 
powerful leader, they need to feel like such during the storyline while still having challenges to 
keep the player’s wits about them. If they are going to an alien world, that mystery and sense 
of discovery should be present within the story and environment. It doesn’t take much for this 
immersion factor to break; once the player has slipped free of the placebo, they no longer see 
the game’s intended mirage and simply see buttons and pixels.  
 A large part about telling a story in a game is that there’s more than just words and 
visuals. Unlike a told story, made-up details and missing details can beak a videogame story, as 
the player is right there as it’s being told. The story has to fit together with the environment, 
the characters, and the gameplay as snug as puzzle pieces. If the player finds a missing piece of 
the puzzle, a hole can form in which the player traps themselves in. No longer do they see the 
working pieces, but the continuous errors of the missing one, as that s how human nature is. 
People are drawn to what is wrong, and it is difficult to tear one’s eyes from it once it’s been 
spotted.  
 

 
Favorite Videogame of All Time:  

 
 

Some games have the main focus of combat, combo, and destruction. Other games 
have the focus being the creation of something, whether is civilization or a military base. To me, 
however, the most remember-able and powerful of games are those whom put the story first 
and use mechanics to define the world, rather than treat it as a separate entity. Undertale 
defines the world with its story seamlessly, making its characters incredibly approachable and 
realistic (t a fault) for whom they are. The world itself is simple, but the visuals and mechanics 



enrich the story and bring it to life. The story is not its own individual puzzle piece instead being 
connected to a much larger sense by all the other features of the game. The player feels apart 
of the story when interacting with the world, and boy does the world interact back. Not only 
this, but the story changes based on how the player interacts with the world. Even the smallest 
things can matter. 
 
 

Story One:  

 
 

Bastion has such a powerful and immersive story, all told by the narrator’s voice as the 
player plays the character the story is focused around. Every action one does is narrated as if 
the game predicted that and told it within the tale. The story is actually spoken aloud similar to 
what one would speak around a campfire, though of course the player is experiencing it all first-
hand. The story is linear in design but the player can often choose which areas he or she can 
visit, creating “pearls” in the linear story in what order events take place. Even the 
weapons/gear the player collects along the way fleshes out the storyline more as each piece 
has potential backstory for “The Kid”. The presentation and drive through the game is what 
makes this story one of my favorites. 

 
 

Story Two: 

 



Legend of Legaia is an older PlayStation 1 game that features using combos in combat 
despite being a turn-based role-playing game. This rather linear story is not exactly unique in 
terms of a fantasy game, but is an intelligently made story that brings in some game-tropes as a 
direct function in the game. Things like a fog of war is actually explained in game as being a 
purpose, and the player’s goal is to essentially purify the land of this corrupting mist. The story 
and environment does a good job at making the world feel dangerous with very few places to 
buy, sell, and rest at. Monster designs, despite their harsh polygon style art (which was decent 
back then), were actually creepy back then and gave a sense of alienation to the story. Each 
time the player felt as though they were saving the world, a wrench was thrown in their path. 
Tension never dropped and there wasn’t as much humor in the game to keep that mood up. 
This story is one of my favorites as it sticks with its own lore, theme, and ideals very well 
without deviating away from its purpose. 

 
 

Story Three: 

 
 

What an old role-playing-game legend Plane-scape Torment is. This game is a perfect 
example of a world where he player is shunted into an alien-like world with no previous 
knowledge on what’s going on or who they truly are. It’s up to the player’s every action, 
conversation, and observation to piece together the storyline and mysteries thrown at them. 
It’s difficult to label whether the story is linear or not, as the entire world changes depending 
upon what the player sees and does. Plane-scape Torment is the type of game that always feed 
the player small hints of information, but leads to more mysteries to be solved. This gives the 
player a powerful insensitive to continue seeking answers, and thus explore the world and its 
powerful story. Unlike most RPGS, each NPC can be talked to in order to learn more about the 



alien world. Eventually, the world and its residents are no longer strange and alien-like, but 
great memories.  

 
 

Story Four:  

 
 

Bio-shock is a unique first person shooter that places the player in an alternate history 
with actual inspirations. Despite the fact that real-world ideals are used to flesh out this world, 
the player still feels as though they are in a place that feels alien and unknown. They discover 
and understand the story of this place as they explore and fight to survive. The story is forked 
depending upon how they treat certain characters within the story, leading to different 
reactions of NPCS. The best part of this story is, just when the player has figured everything out, 
they are given a large twist that throws everything they knew off. Not only does it change the 
feel about everything they have accomplished but it also could change how they view 
characters within the story.  
 

 
Story Five:  

 



Unlike Bio-shock, Metro 2033 is a first-person shooter that takes place in a possible 
future. The player driven through an apocalyptic world caused by a nuclear fallout where things 
aren’t all as they seem. Depending on the player’s actions, the main character’s intensions and 
goal can change. The grim setting could either be fixed, or driven further into the mud. The 
game’s atmosphere, discovered lore, and storytelling keeps the overall mood of the world 
incredibly knit and tight, creating a possible immersion as the player takes on the role of the 
main character. Through scavenging supplies, the treatment of the other survivors of the 
metro, the ties between factions, and the abominations crawling around the world, the player 
has many ways to influence and understand what Russia has devolved into since the fallout.  

 
 

A Bad Story: 

 
 

Realms of Ancient War is a hack n’ slash top down game that tries to be a callback to 
older games like Diablo 1. Players take control of the hero of the journey, going around to stop 
the corruption of the world through a dark lord, typical story. The characters in the game are 
hardly fleshed out and the player ever sees them for a few lines before leaving them behind. 
Weapons and magic don’t matter, as the game treats all damage essentially the same. It breaks 
the immersion incredibly fast as the player loses all desire to push through the game to learn 
more. Once the player finishes the first “area”, they’ve learned everything. There’s no new 
twists, it’s just a repetitive slog from area to area and the inevitable defeat of the big bad.   


