
 

 
 

 

 
 

 
 

 
 
  
 

 
 

  
 

  

 
  
 

 
 
 
 
 

 
 

 

 

  
 
 
 

CMS.300 – Intro to Video Game Theory 

Catch Up Class: AGENCY/NARRATIVE 

Readings 
Murray, Agency 

Juul, Games Telling Stories 

Costikyan, Breaking the String 


Goals 
 Introduce concepts of agency (in an ideal world, recap of contents) 
 Discuss the relationship between games and stories 

Ludology Terms 
 Agency 
 Components of story (chatman) 
 Narrative 
 Embedded/emergent storytelling 

AGENCY: Q: Definition: 

“The satisfying power to take meaningful action and see the results of our decisions and choices” 

(Murray, p. 126) 

 More refined term than “interactivity” - it's not about the response of the system alone, but 

about affecting the world of the game 
 Relates to MEANINGFUL PLAY – dusting chess pieces is not part of the game, moving them 

according to the rules is – what the system lets us do or not has meaning in the system, e.g.: 
 problem-solving 
 maze navigation 
 The player is an agent in the story, creating DRAMATIC OPPORTUNITIES which the player 

has to reenact 

 Examples: 


o	 Second Sight – IM Conversation 
o	 Final Fantasy VII – Aeris' death 
o	 Grand Theft Auto IV – Pick up your hat 
o	 The interactor is not the author of the narrative but has power on the world → it's 

AGENCY 
o	 Example: MUDs 

Pretend Agency – Actions that feel meaningful but do not have an effect on the world 
Ex: talking to your pet in Nintendogs consciously. 

Games as Narratives 
 We're dealing with 2 CRITIQUES of approaching games as narrative (introduce Juul and 

Costikyan) 
Q: How are these games narrative: 
 Tetris 
 Super Mario Bros. 
 Zelda 
 PacMan 



 

 

 

 

 

 

 

 
 
 
 
 

 

 
 

 
 

 
 
 
 
 

 

 
 

 

 

 

 
 

 

 

 

  

 

 

 

 

 

 

CMS.300 – Intro to Videeo Game Thheory 

→ NOT AL L GAMES TTELL STORRIES 

LLudology vss. Narratologgy → NARRRATIVISM 
 initiaal controverssy 
 Helpped start disccussion on gaames and naarrative 
 LUDDOLOGY 
 (narrrow definitioon) – Study oof games as systems, forrmal propertties 
 (morre like it) – SStudy of gammes as a cultuural form, annd as a sociaal phenomennon, includinng 

playeers – what wwe do. 
 NARRRATIVISMM focuses on the relation between gaames and narrrative. 

GO THROUUGH JUUL'SS ARTICLE , COUNTERR-ARGUMEENTS TO ALLL POINTSS
 
(INCLUDINNG POSITIVVE) 

FFocus on: 

 Introos/Backstoriees are not thee only part oof the story 
 Partss of Story (CChatman) 

 Adapptation – alwways change s the originaal 
 Retelling doesn'tt translate dyynamic systeem 

oo Retellingg is ONE TYYPE of NARRRATIVE INN GAMES 
 Embbedded Storyytelling (Costikyan) 
 Emergent Storyt elling 
 algorrithmic systeems 
 multtiple approacches to probllems 
 Naraativist RPGs – LARPs 

FFiguring outt the story is also a gamee (eg. detectiive stories) 
EEmergent Sttorytelling wworks well foor humans too process – sshow cardgammes Once UUpon a Time and 
Gloom 
ggenerating sstories for coomputers is eeasy, but theyy are not sattisfying. Gennerating stories is notr
nnecessarily aa game 

DDifferent 
 gamees about gennerating storiies 
 gamees where stoories generatee from the wworld (The SSims, Grand Theft Auto) 

AAre Choose Your Own AAdventures ggames/storiees? What is tthe relationshhip? What iss game-like iin a 
CYOA? 
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