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Throughout the years, videogames and their way of expressing or sending a message have been changing a lot and very quickly. Nowadays one of the main discussions about videogames is the perception that everyone has about them. Some perceive this medium as a simple means of entertainment that could always be, defend that a videogame is a means to entertain by stories or fun mechanics that make the player enjoy. On the other hand, a large part of the industry perceives videogames not only as a mere means of entertainment, but as an art form in the same way that cinema or photography is. This part of the industry affirms that through the games philosophical ideas, messages and stories can be transmitted as an artistic concept, but in many games, this story or message is contradicted by the gameplay and the mechanics of gameplay which give rise to the main theme of this document.
 “Ludonarrative dissonance” means when the gameplay mechanics (from the Latin ‘Ludo’ to play) of a game are not in harmony with its narrative, its story, message, and aesthetics. The term first emerged in reference to the game most often used as the poster-boy for viewing games as an art form: Bioshock. In a 2007 blog post, Clint Hocking, a former creative director at Lucas Arts, wrote that Bioshock promotes self-interest through its gameplay whilst simultaneously promoting selflessness through its story. By giving the player the choice to choose between sparing/killing the ‘Little sisters’, Bioshock offers ludic freedom to choose between altruism/objectivism, but by denying the player the choice of choosing between Atlas/Ryan, narrative freedom is withheld by the design of the game. Hocking argues that, in this way, Bioshock violates its own “internal consistency.” 
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However, to get to understand this concept that has become popular in recent years, we must, in the first instance, dissect it and analyze the parts that compose it. The word dissonance refers to a couple of things that do not reach a consensus and, more specifically in music, when a sound is unpleasant (due to the incompatibility of the notes that compose it). Let us now look at his partner, the term Ludonarrative. This buzzword designates the relationship between the what and the how. Between the story that a game tells us and the mechanics that it uses for it.
Although, for e better understanding of the “ludonarrative dissonance” we need to split the term in three keywords; Narrative, Gameplay and Dissonance.
NARRATIVE
The narrative is the set of tools that indicate the changes of state of a fictitious fact, it is an ordered account of how an event evolves. It is interesting to clarify what is a fictitious fact, more when we are talking about a medium like the video game, capable of formulating itself without a background story, because Pong has no history, does it lack narrative then? Not if we look at the description given here.

The point marker of its upper zone indicates the changes of state of the fictitious fact that is the game of ping pong that takes place. Once a player loses or earns a point, that is collected in that marker. That is, Pong does have a narrative, with which it recounts its fictional fact.
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It is common to point to the video game as lacking narrative, and why? Because the narrative refers to the recount of a past event, but what happens in a video game is always in the present tense, but is that true? No. If we return to the example of Pong, first a fact is produced and then it is collected, respecting that limitation of the narrative term of functioning in the past tense.
There is a factor by which the narrative in the video game is so interesting and must (and indeed is) to be the object of study: by its variation depending on the player as actant of the fictitious fact. In a literary or film work, the rhythms, the speed and the times in which these changes of state take place are immutable, they are preconfigured by the author of the work, but not here, in the video game that varies according to the actant of the fictitious fact: of the player embodying the playable character and setting up an avatar. The narrative of the video game has to adapt to this interaction, which is why the narrative in the video game is usually classified as "interactive narrative".
But this label seems to indicate that the narration varies with the interaction, but this is not really true either. Think of a title like Super Mario Bros. The recount of the fictitious fact that is the evolution of the plumber for the game, his narration, is always the same and is reflected through the narrative space that is his point count. Varies the obtaining of these values, but the count itself remains fixed throughout the game, pre-programmed by the game developer.
This confusion gives rise to expressions such as "such a fact produces a change in the narrative” but is an incomplete expression in terms of its content, yes that fact can change or alter the rhythm of the narrative, but not the recount of it. However, and we return to why the videogame is a medium with such an interesting narrative to analyze, there are indeed titles that alter its narration, that recount, adding new metrics that reflect the player's progress and the changes of state that it produces through of the game time.





GAMEPLAY/MECHANICS
The game mechanics must always answer the question: how does someone play a game? Therefore, they are any action taken by the player that modifies the game state, that is, the position and specific characteristics of all the objects and environments of a game at a precise moment in time. Then, we must understand that the game state is modified due to one of the defining characteristics of the games: interactivity. This is the main difference between games and other artistic manifestations, such as comics, literature, cinema or theater.
Therefore, we must understand games as complex systems defined by mechanics and rules, through which players interact with that system.
Elliott Avedon determines in his book The Study of the Games ten structural elements to understand the interactions in games. These are: the purpose of the game, the procedure to carry out the action, the rules that govern the action, the number of players, the role of the players, the result or reward, the required skills, the interaction patterns, the physical activity necessary to play and the precise equipment.
All these elements define the type of interaction of the player, so that modifying one of them will cause fundamental changes in the others. We can affirm, therefore, that these elements are interrelated.
In other hand, Miguel Sicart defines, in his article "Defining Game Mechanics", the mechanics as methods invoked by agents, designed for the interaction with the game world. Therefore, we can say that the definition of Sicart is based on the agency, that is, the competition that players, characters and elements of the game have to interact with the environment. The agents, according to Sicart, are both the players and other elements that have the capacity to carry out the interaction.
Each agent, human or not, has different methods to be able to act and influence the game environment. Therefore, the game mechanics, according to Sicart, are methods that constrain the actions of the player. In this way, we can affirm that for Sicart the mechanics do not determine the game, but rather the players interpret the mechanics, being able to appropriate the methods and apply them in a way not foreseen by the game designers.











DISSONANCE
The word dissonance refers to a couple of things that do not reach a consensus and, more specifically in music, when a sound is unpleasant (due to the incompatibility of the notes that compose it). Let us now look at his partner, the term Ludonarrative. This buzzword designates the relationship between the what and the how, Between the story that a game tells us and the mechanics that it uses for it.
A good example of ludonarrative dissonance in games can be “Uncharted”,  
In this game franchise there have always been people who consider that the protagonist, Nathan Drake (an explorer and treasure hunter), does not adapt to the consequences of his actions by killing a lot of people, there is even a trophy in one of his games for being a murderous machine and kill 1000 enemies. This trophy was a joke from the developer to show their disagreement with the community since they don’t believe in the ludonarrative dissonance as a thing to worry about in the videogames."If we had a realistic approach to Nathan's profile, maybe he would end the day in a crying ball". Explains Josh Scherr, screenwriter in Uncharted 4.
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Another remarkable example is “Chrono Trigger”. This video game deals with a very interesting topic, it shows us if an event is really inevitable or not. There are several ways in which the game exploits this concept, one of them for example, is that the first part of the game has a fairly normal progress, problems appear, eliminate enemies, bosses, level ups, improve your weapons, etc. Then it arrives the moment where the main antagonist appears, Lavos, who not only completely ruins the future of the protagonists, but who has also been present throughout history and has been the subject of a series of conflicts. The game subtly shows how the first quests have no effect on the temporal flow, I say subtle because for a player (who is experiencing the gameplay) the victories he has experienced in part can convey the idea that he is competent enough to change the history and avoid the appearance of Lavos. To then be surprised and killed by the enemy, completely opposing the triumph experienced by the player until then (suggested by the gameplay), who must deal with an inevitable defeat.
[image: ]
Putting it all together we understand the ludonarrative dissonance like the incoherence between the history and the mechanics, something that during the first years of the industry was undervalued, but that in the last decades, under the umbrella of the videogames like art and form of expression, it has been developed until being the source of authentic controversies.














Do we want so much maturity in video games?
As mentioned above, the industry is divided between people who perceive games just as an entertainment and people who try to express a feeling or tell an interactive story with complex characters and plots. However, de we really need to decide just in one side? There are many games who seek, merely, to be a means of entertainment, fun and that cannot be judged by the story that counts. We can find here many MOBA or FPS that only look to unload the adrenaline of the players. In the other hand, we can also find games with deep stories about how the war affect to a certain minority such “this war of mine” and games that try to just look as an interactive piece of art like “The Witness” in which the player just walks through different and wonderful environments solving puzzles.
To summarize, ludonarrative dissonance is the inherent consequence of considering videogames as something mature, as a form of artistic expression, and it is still one of the new tools available to creators to make us feel truly within a new story every time.
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