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[bookmark: _Toc529260472]Introduction
This is a proposal to test how narrative works in video games compared to films. There will be two tests: the first test will discuss how interactivity can change the narrative between a video game and a film counterpart, and how the responses differ between people depending on which they experienced first; the second will aim to find out whether reactions to either media change when interactivity is changed i.e. when gameplay is placed on a single player while others watch as exampled by online YouTube gamers, versus watching the same story in film format. These tests aim to find out how interactivity affects how the media is experienced, and what differences can be found when the method of interactivity is changed.
[bookmark: _Toc529260467]Project Specific Research
[bookmark: _Toc529260468]Video Game-Based films and their Failures
When games are adapted into film, and films adapted into video games, a key component to their popularity is lost in translation. When games are created from films the overall reception is higher on average than when games are adapted into film (the highest rated video game-based films on Rotten Tomatoes and Metacritic exceed the halfway mark for scores on 4 occasions, out of 34 games). When games are adapted into film, the interactivity of the narrative is taken away, as discussed by Torben Grodal in Media Entertainment: The Psychology of Its Appeal; Video Games and the Pleasures of Control. In his book he discusses the popularity of video games through the player’s ability to control the outcome and become a part of the narrative, as opposed to the passive viewing of films. Becoming immersed in games through the control exerted through play is what makes video games popular these days.
In Playing with Power in Movies, Television, and Video Games by Marsha Kinder, it is posed that film is no longer an important pastime (though this was written back in 1991, and the perpetuation of cinema to this day shows that this wasn’t entirely true). She writes that “the history of entertainment is driven by the pleasure principal—the alleviation of boredom and the pursuit of control or mastery” when speaking of her son’s interests. This shows in more recent studies into the spending culture and pastimes of people in modern times: in 2016 the US video game industry generated $30.4 billion in revenue in comparison to $11.38 billion revenue earned in the film industry.
Upon reviewing these figures, it is understandable that the film industry would try and adapt the popular games into film, to try and take back some of the revenue. But, as discussed above, when it comes to ‘alleviating boredom’ video games are more popular, and it is likely attributed to the interact-ability of said games. When that interactivity is removed, the story is less engaging and suffers as a result (as seen through the waning scores of films based on video games). A review by Roger Ebert for the video game-based film Doom (2005) (based off a popular first-person series of games where the player character fights their way through the hordes of Hell from 1993) pertains to this, saying: “The movie has been inspired by the famous video game. No, I haven’t played it, and I never will, but I know how it is to not play it. Because I’ve seen the movie. Doom is like some kid came over and is using your computer and won’t let you play”. Once again this implies that while video game stories can be interesting to watch, when the interactivity is taken away it loses much of its charm.
Some films suffer from poor screen writing, such as the Tekken film in 2009, which currently holds a 0% rating on Rotten Tomatoes, and was said to have suffered due to the lack of collaboration between the film producers and the developers of the game series, as said by director of the series Katsuhiro Harada. This study aims to understand why games are not easily portrayed through the film medium.
[bookmark: _Toc529260469] The popularity of YouTube gamers and eSports
Interactivity seems an integral part of games, yet there is a rising popularity in both eSports (watching teams play competitively in designated games) and the watching of people playing games on YouTube (often referred to as Let’s Play). The popularity of eSports is arguably like the popularity of regular sports such as football, where viewers identify with specific teams and bond together over the feeling of belonging to a community (as described in an article by Christine Emba in the Washington Post titled Why do we care about sports so much?). Following a team in a popular sport has been integral to social relationships for centuries (even in Wales, with cnapan being a popular sport before rugby and football), but the rise of gaming on YouTube clashes with the theory that taking the interactivity from video games ruins the experience.
Jessy Garza, in an article of ODYSSEY, discusses possibilities of why watching other people play games online has become so popular. In her article she writes about the entertainment aspect of these videos, in which the person playing is a part of the entertainment. The example provided is when viewers are watching these individuals playing, it gives off a “comfortable atmosphere as if they’re right there next to you as they play these games”. Thousands of people come to watch these ‘Let’s Play’ers reacting to different games despite there being no interactivity with the game itself (though through the advancement of the YouTube’s website, it is now possible to communicate with players as they play live via video ‘streaming’), which puts it at odds as to why films based on video games aren’t popular despite interesting narrative. The interactivity has been taken away and left nothing but story for the viewer, with the addition of simply another person speaking over the game as they play. Referencing back to the negative review of the Doom (2005) film by Roger Ebert, where it felt like watching someone else play, it contrasts against the theory that the popularity of games is because of the interactivity.
An article named Authoring Emergent Narrative-Based Games discusses the differences in video games and film by attempting to create a narrative that allows players complete freedom during play, with different consequences for different actions. This article explored the importance of interactivity, pointing out how narrative is often back-benched in favour of graphics and, understandably, the gameplay mechanics. When it comes to narrative in games, interactivity is pivotal to the experience and what most companies focus on primarily, with “narrative aspects relegated to decorative backstory or only developed through non-interactive cut scenes”, as written in the article. Interactivity is key to entertainment in video games: a game with good mechanics and a bad or no story can still be enjoyable, but a game with a good story and difficult or bad mechanics is rarely as well received. The important point of video games is that they are entertaining through their interactivity, which explains why many films inspired by video games don’t work. But it doesn’t explain the popularity of online ‘Let’s Play’ers.
Critical Review
The above article—Authoring Emergent Narrative-Based Games—explores and tests the way narrative is written in respect to video games and interactive storytelling. The aspects of their article that pertain to this proposed test are as follow: the concentration of gameplay and graphics quality over narrative; the importance of narrative and gameplay working together to create player immersion; the importance of multiple narrative threads to promote a truly interactive environment, allowing multiple choices for story; and the importance of narrative regarding the immersion of a player for successful entertainment.
The authors bring up the constant march of technology, and how this affects the video game industry every year. With improved computers comes better visuals, providing an immersive experience by simply looking as real as possible. This doesn’t pertain only to realistically rendered graphics and textures—games that can look as if players are controlling cartoons such as Cuphead (Studio MDHR, 2017) (see fig 1) or even balls of wool like in Kirby’s Epic Yarn (Nintendo, 2010) (see fig 2) allow immersion by looking like the player is controlling characters in an otherwise unbelievable world.
Games that focus more on gameplay, while leaving narrative at the wayside in favour of mechanics, do not suffer from this. As explained above, a game with good mechanics and a bad story is still fun. The interactivity is what draws in players, and the entertainment value is gained from playing. Films cannot benefit from favouring graphics over story, as the story is what brings in an audience: in this case, a variation of the reverse bears more truth, in that a film can have a good story and bad visuals and still be entertaining, though a bad story with carefully crafted and well-polished visuals will not fail as badly as a badly-made video game. Where video games are about interactivity, and bad interactivity ruins the experience, a badly made film can become popular for a variety of different reasons other than a good story.
[bookmark: _Hlk531704923]The writers of the article also touch on this, by saying that “a potential audience that is oriented to movies will find nothing in supposedly narrative-based games as they currently are that movies cannot do better”. They explain that games do not offer much beyond puzzle solving, strategic planning and other such basic interactivity, but as games have developed this has gradually been proven wrong. Narrative heavy games, such as Naughty Dog’s Last of Us (2013), that players are still drawn to and enjoy experiencing well written narrative alongside motor-based challenges (Last of Us is an action-survival horror game focused on the father figure-daughter figure relationship of the two main characters, Joel and Ellie as they survive a post-apocalyptic world). This game in particular is still ranked highly in Most Popular Games lists such as Metacritic’s Best Video Games of All Time coallated by Buisness Insider UK, ranked number 42 five years after its release. Narrative is popular amongst players, with role playing games (or RPGs) being the fourth most popular genre in America (0.3% behind Sports games), and despite a lack of truly free narrative exploration (beyond branching or ‘rubber band’ narrative, where there is some elasticity to plot that allows a few changes to the main core of the story).
This goes on to another point the article explores: the importance of narrative and gameplay working together for the sake of immersion. As briefly explored before, developing technology allows for players to explore completely new worlds in high detail. This is important towards immersion: if something doesn’t fall right, or if textures don’t work together, the player can be torn straight from their gameplay. The breaking of immersion can result in the player leaving the game entirely, which in the context of game design is completely against the aim of the game, which is to keep players interested and immersed to assure that they continue to play and spend money on future games. 
The progression of a game brings about the natural progression of the narrative therein. If the player can’t continue and the narrative halts as a consequence, this is another cause of immersion-breaking. Breaking from the narrative, particularly in RPGs or any story heavy game, can easily break the player from the empathetic responses immersion brings about. When players more readily believe that the characters they are interacting with are real, the more they readily interact with the game world and the more natural their responses. The article uses a game called Farenheit to explain the cohesion between narrative and gameplay, which uses the ‘rubber-band’ approach with its story. The game has a set beginning and end, but the actions of the player can determine different responses within the game: “Players had, in this game, to live up to their actions and decisions which could not be undone” they explain—another reason to maintain immersion. By preserving the believability of the world and the characters, the more empathetic the player becomes towards them, and the more likely they are to play a particular way (for example, saving an incidental character as opposed to letting them be killed).
As detailed in a report titled Measuring and defining the experience of immersion in games, immersion is about emotions both good and bad: illiciting an emotional response in a player through strong narrative (as opposed to frustrating gameplay mechanics) allows players to form connections with video games similarly to how people can connect with films, music, and books. Empathetic responses are beneficial to mental stimulation and growth, allowing for the development of important social skills.
To create believeable and immersive video game worlds, the main article discusses the use of multiple narrative threads to try and improve interaction. Multiple story threads allow players to explore various ‘what if’ scenarios (the article uses the filme Sliding Doors as an example). Though replaying the game breaks immersion in regard to keeping a story on track (such as reloading a save file to correct a badly-handled scenario), allowing multiple story threads adds to the interactivity in the way that players can experience the same situation in multiple ways. This comes back to improving empathetic responses: taking part in the same situation under different circumstances can help a person to empathise better with the player character, and once again develop healthy social development. This also encourages the sharing of experiences with other players, which pertains to the joined experiences of an audience.
This once again comes back to the importance of multiple story lines within one gaming experience, and even the suggestion of breaking down further into smaller ‘micro-stories’. This comes about at the concept of immersion and empathy with the player character through experiencing the story at a more intimate level. To quote: “…an emergent approach to interactive storytelling focuses on the actions and paths of individual characters rather than an overall general story. It is concerned with the experience of the character and its trajectory in the story world and not with an ‘objective’ spectator’s view.” By focusing more on the more personal interactions a character in a video game makes, as opposed to the broader strokes stories tend to be painted with, the more the player can empathise with them and feel more a part of the game world. While stories told through film (or similar media) can be immersive, they can lack the intricacies of such proposed story telling. The minor details of a character or a situation suggested here are possible, but the act of personally choosing those actions for the character isn’t possible, and isn’t the intention of films. Interactivity isn’t key for static stories such as film and book, but is a narrative option that video games can explore as technology develops.
As suggested in the article, in-depth writing and a huge number of different outcomes would be necessary and would require a large amount of time and dedication to create, but would suit certain types of video games well to increase immersion. They cover branching narrative—where multiple story options can create different situations—and discuss the limitations of them in regards to the still-limited options open to the player, and the need to return the player to the intended ending.
Video games follow the same archetype as other forms of story telling in this regard: all stories must have a beginning and an end. The human brain has a need to finish what has already been started, as is explained through the ‘Zeigarnik effect’. The Zeigarnik effect is when the mind recalls unfinished tasks more often than finished tasks, and can once again feed into the compelling idea of allowing players to experience multiple scenarios  -- to satiate the ‘what if’ desires. These thoughts can often come as ‘intrusive thoughts’, where the brain is reminding the cognitive system that something still needs to be completed. This is often used in television and film series, to keep viewers ‘hooked’ or eager to continue watching, but when playing a video game the player is more involved with the story than with other static narratives. To leave the player without an end to a story, particularly when time and effort have been put into the task, may leave them dissatisfied and even make them abandon the game altogether.
This article has helped bring understanding to why video games are a growing medium through the exploration of multi-story narratives to help deepen the empathetic response of the player, and help towards immersion. It has also helped explain how interactivity with games is important towards immersion, and how taking the interactivity away can reduce enjoyment. 
[bookmark: _Toc529260470]Methodology
To cover the complexity of the subject, and to gain as accurate a response as possible, the testing portion would be split into multiple tests. This is to study the responses to films and video games based on the same story: also, whether the same game and film can be enjoyed with others similarly to the situation displayed when people watch an individual playing a game as part of a ‘Let’s Play’.
For this test, a short gameplay demo and a short film or animation would be created based on the same story. A completely original story, or one based on an already popular story such as King Arthur, would be suggested, to create as neutral a situation as possible in the experiencing of these pieces of media. Both would be no longer than thirty minutes, to give those participating enough time to familiarise themselves with the material (particularly with the controls and mechanics of the game).
Two test groups would be required: one group would be shown the game first, and then the film or animation, the other would be given the opposite, before both groups would be asked to express which they preferred and why. They would be shown these media alone, with no audience and no outside stimulus, before giving their responses. The responses of both groups would then be brought together and compared, to see whether the ‘game based off the film’ was better or worse than the ‘film based off the game’. This is to test whether there is an actual problem with changing narrative between the two media, or if it is a biased gained from comparing the follow up to the original. They will be given questionnaires upon experiences the media (see fig 3 and fig 4), before completing a third questionnaire (see fig 5) to compare both media and offer opinions on the narrative of both.
[bookmark: _GoBack]The second portion of the test would see an audience experiencing gameplay through a single player, similarly to how an audience would watch a ‘Let’s Play’er. The test would be run twice, once with a silent player and once with an engaging player: audience is free to react as they please. Research has suggested that the engagement of the player with the audience will increase entertainment: this will gauge whether the narrative was still enjoyable despite no immediate interactivity between the audience and the game itself. Observation notes will be written by the overseer of the test.
Evaluation
The aim of the questionnaires and observation would be to try and gain a better understanding of how narrative is affected by the media through which it is portrayed, and any changes that need to be undertaken to improve immersion. By studying the article Authoring Emergent Narrative-Based Games a greater understanding on the importance of in-depth narrative is to the immersion of a player during game play. This knowledge was applied to the questionnaire, and it is presumed that these questions will be able to gather the necessary results to gain a greater understanding of how narrative works.
Their discussion on how multiple narrative threads may help immerse a player has been applied, with questions pertaining to how narrative is applied to gameplay and film, and whether it is necessary to have a lot or to even remove what is unnecessary to better streamline the experience. Their research was created through analysing video games in particular, but in regard to narrative and immersion the same can be applied to film for this particular questionnaire. By finding and attempting to understand the differences in how narrative is written for both games and film, it is hoped that a better way to translate the stories of games to film, where interactivity is taken away.
Interactivity has been a key point in a lot of how best to understand why video game narrative is engaging in a different fashion to films, or at least why video game stories don’t often translate well to film. By taking away the interactivity, it is assumed that the enjoyment is also taken away during play: video game narrative is a little more relaxed than film narrative but is still not fluid enough for a truly immersive experience. To improve the engagement and immersion of players into video games story will need to become more open, for example the exploration of multiple what-if scenarios that bear consequences closer to the player character as well as in larger scale story decisions. The stricter static narrative of films can’t be altered in the same way, but an expansive world can still be built around them through supplement materials such as books, television shows, and even video games (as evidenced by the popular game adaptations of the Harry Potter games, which were also initially adapted from books).
During the group observation, more attention is brought to the audience and their engagement with the player. The single player of the game will be either silent or engaging, and audiences will be gauged on their participation to gameplay and their immersion in the narrative. Through the study of ‘Let’s Play’ers, it is assumed that the audience will be more likely to enjoy when the player engages with them through conversation, eliciting a type of team effort when it comes to completing the game. When the player is silent, and without the interactivity of the game, the audience is likely to quickly become bored or irritable when trying to communicate with the player, and quickly disengage from the activity. When interactivity is removed, and in this case all entertainment removed through the silence of the player, there is no reason for the audience to remain, and it is highly likely that no interest will be garnered from the narrative either.
This part of the study is to discover whether the narrative in games can still engage a player even when interactivity is taken away, similarly to how films about video games become less engaging in the same way. Through studying the phenomenon or ‘Let’s Play’ers and reading through Watching The Game: How We May Understand Let’s Play Videos, it’s understood that the person playing, and their personality and their stories separate from the game (which has become a sort of background noise) has become the entertainment instead, similarly to how people watch television or films. The purpose of study goes back to Roger Ebert’s review of the film Doom, where the enjoyment of the film is reduced because it “is like some kid came over and is using your computer and won’t let you play”, where someone else is currently playing and yet an audience is still engaged.
If these tests were to be performed, it would be preferable that both the game and short film followed the same narrative, down to the time spent engaging (with time allowed for exploration of the game level or skipping of dialogue, etc). Both the game and film would contain the same beginning, character, environment, second character to engage in conversation, incidents, and ending to ensure that the narrative is interchangeable. The test is to measure the differences in how these medias show the same narrative, so ensuring that it remains the same is important.
With the group test, an engaging one player game would be preferable, that does not require much practice or understanding to play. This is to allow the audience to quickly follow what is happening without needing much knowledge on the nuances of how the game is played. The popularity of the game is nonessential, as the parameters being tested are the engagement and immersion of the audience, and their interactions with the player.
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Is the player silent or

engaging?

Silent / Engaging

Is the audience engaging with

the player?

YES / NO

Is audience participation

higher or lower?

HIGHER / LOWER

At what level does the overall

enjoyment appear to be at?

LOW / MODERATE / HIGH

Does any behaviour stand

out?

Is the player more active?

YES / NO

Is the audience dissatisfied
when engagement with the

game is removed?

YES / NO

Can they comment on why
they think that might be? (ask

audience)

Does the audience pay
attention to the narrative

during group play?

YES / NO

Additional Comments
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INARRATIVE IN GAME VS FILM

‘THE RESULTS OF THIS QUESTIONNAIRE WILL BE USED TO GATHER INFORMATION IN REGARD TO
HOW NARRATIVE CAN CHANGE BETWEEN MEDIUMS (IN THIS EXAMPLE, BETWEEN VIDEO GAMES.
AND FILM). PLEASE ANSWER TO THE BEST OF YOUR ABILITIES.

PLEASE CIRCLE THE APPROPRIATE ANSWERS

Do you watch films often? YES / NO

If s, how often? Oneina week
232 week
452 week

More than 6 films a week

‘What types of films do you Science Fiction
2
prefer? Horror

Action/Adventure

Comedy
Drama
Thriller
Fantasy
Romance
Other
If other, please specify
Do you enjoy exploring additional
media related to the film that
expands the original narrative, YEs / NO
such as in the case of world
building or character history?
Does additional story or lore help
you become more immersed in
YES / NO

the world displayed within the

film?





