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Game designers often struggle with balancing an effective narrative experience with engaging
gameplay in their games. This difficulty arises because player interactivity with the game
creates a potential for the player to directly and freely impede or deviate entirely from any
narrative experience intended by the developer. The phenomenon of interactivity and narrative
coming into direct contention with each other in modern digital games is referred to as
Ludonarrative dissonance(LND), and this problem constitutes an obstacle towards the

enjoyment of a game on both the gameplay and narrative levels, respectively.

In order to address the problem of LND, it is firstly necessary to understand how both
narrative and interactivity exist and function in and of games, as well as how both of these
inherent and potent forces behave in each other's presence. In this dissertation, I seek to
elucidate the phenomenon of what constitutes a comprehensive interactive narrative experience
in a game in order to better understand ways to maintain a beneficial harmony between
interactivity and narrative in games. By attempting to understand both narrative and interactivity
in terms of their essential qualities separately, then as a synergistic system which also requires
player input and subjective interpretation, I propose a concept of "Player-side Emergence" as a
potential solution for instances of LND. Lastly, I propose the idea that an overall narrative
experience in a game is not simply the existence of narrative and interactive systems/mechanics
of a game, but rather a synergy or phenomenon which forms only when a player actually plays
and interprets the game. Based on our findings, I conclude that such a narrative experience
exists not simply in one part of a game software, system or player interaction/interpretation, but
rather, it exists as a connective phenomenon which pervades all of these components and
systems. I propose a new model for conceptualizing this overall narrative experience which is
called the Narrative Experience Trinity, and I contend that this narrative experience model can
be utilized by game and narrative designers to better conceptualize the narrative in an
interactive game as a whole system as opposed to a compartmentalized part of development
(that which potentially leads to narrative and interactivity colliding, and thus, the occurrence of
LND).



K. 4 | Christopher Michael Yap

G HEERRDER)

WEDOFT VAN —NTBITDA ¥ T 27T 471 (interactivity) & #)35M% (narrative)
OWSIIEHE L, AV F T 07T 4 7T EWFEMHENTJE L 72 KBBIT Ludo-narrative dissonance
aﬁmk@ﬁﬂ\E~A$H%K£wfﬁﬁfﬁ%ﬁﬁﬁ%é&énf%thD%%%
WO T2DIZ, BRI TIHA VFE T 0T 4 7T RWEBERREZ AL HTERICOW TEED
BT ERZIgoTWVD, KX OEREEIT, UTICENESND,

1. RERBI DY EERIEE N R T XN T — LB WTED XY IHERT 22 miT L., 5
AT 4 TR DEREEDCHREICONTOLHER ST 21T o7, ZHICED | =X
TR B THESL ST 04T 95 Td D Close Critical Reading %, FOMAIAENT- T T
T AT OFHICBOTEAFRETHD Z & 2R LI,
2. TUENT = DB T 2V AT L, BIPTOHENV—NVBTTT 4 T OBREICED L
SIHERT 2 &0 Liz, M FIELE LT, F—LPlEZ Bl ~A 7 oy Fv—
7 %475 CIMI Method A EA FIRETH D Z &AM L. '~ 2ABENR T Z 7 4« TITRE
EHZ, ERARLY BT EEFRL
3. LR 2TBEOT 7T 4 TS VA Y= AT L EHREREZ M A T ABRA RS AT L2 B
9 5 7- D OMEA & LT Player-side Emergence ##2Z L, Z#172% LND MBI T2 0& D
DIRRFHER/RL I B LER LT, D&, TUVENT—LITEBT 2WEEERITY 7 b
VT VAT EHDLINET VA Y —EDHEERO—MrLELD bOTIERLS, Th
SBOMBHRIZLVAEINDILDOTHD Z L %25%H U WEBEEROFEMAHTIZE S S Narrative
Experience Trinity 7 /VERE L, RETVEREE, KFEEMERT 52 L TLND & #
HWLY?DZ LERLT,

LED X 512, RERSUIHEER A T 1 7TICBIT 2B BRI LRI RRSITET V72

IS EREL . FOOFTEZ S LITHREEL TV D, ENENDRRIT 1RO FTHR
X, 3MOEFMEERESHZRLL LTERINTEY ., MERROFEHEEZ RS Z &M
TX 5, Lo TRMNE, B (I%) OFMHRIXE LTOMERHLHDERD D,




