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Aim of this research is to understand how environmental storytelling impacts video games and how it can effectively be used to make a game more immersive for the player. The research included includes many different aspects of environmental storytelling and how it translates from real word architecture to video game environments. The paper goes into depth on research and development of methodology as well as design and implementation of the research gathered throughout the project.

[bookmark: _Toc158218620][bookmark: _Toc158222655][bookmark: _Toc160198120][bookmark: _Toc165901796]

Contents
Declaration	2
Form of Consent	2
Abstract	3
Contents	4
Introduction	5
Research & Review of literature	6
Research and Development of Methodology	10
Design and implementation	11
Conclusion/Reflection	12
Bibliography	13



[bookmark: _Toc166677139]Introduction

  “Environmental storytelling consists of small and deliberate details in the background that enhance the audience’s story experience” [1]
Environmental storytelling (ES) is a method that involves using the game's setting to tell the player a story. ES uses visual, auditory, and textural clues that the player can use to form a narrative. ES can produce a more immersive and dynamic experience by inciting participation and a connection to the story.
This research aims to understand certain elements of environmental storytelling in video games and media and how this technique can help create a more interactive and memorable environment for the audience. To understand this, we can research different forms of media and the different video games that have used this technique; this technique is popular as it allows designers to portray emotions in their environments without using cutscenes or having to use dialogues to create a story within their media/game;
[bookmark: _Int_eQCQ5PPY]	‘Digital Storytelling: A Creator’s Guide To Interactive Entertainment – Carolyn Handler Miller’ is a book that helps to understand the ‘how’ and ‘why’ of interactive storytelling and how it helps to develop structures and storylines specifically for digital entertainment. This book covers effective techniques to help create compelling narratives for various digital media. [2]
	‘Interactive Storytelling Technique for 21st Century Fiction – Andrew Glassner’ helps highlight game design problems, combined with an analytical approach to problems of the incorporation of storytelling elements. Glassner rejects the concept of the interactivity in games and offers his notion of ‘participatory storytelling.’ Participatory storytelling is an approach where groups of people who work with storytelling based on personal experiences, this can help with resilience and positive and positive narrative as well as virtual communities and social media.[3]
	“This is a fantastic technique to increase a player’s immersion in a virtual world, especially when combined with more straightforward storytelling.” [4] 
Environmental storytelling is an important tool for developing video games as it’s a fantastic technique for telling a story without using the more traditional and conventional ways of portraying a narrative. Players can be told clearly what has happened. This allows developers to add extra emotional impact to the information gathered, by designing aspects that allow players to experience the effects of the events through the environment that they happened in.
Players can also create their own narratives from the information gathered through these certain details throughout the environment, which helps to make the game more immersive, memorable, and dynamic.
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 “In the vast landscape of video games, storytelling takes on a unique and also immersive form through the concept of environmental storytelling” [5]. 
Environmental storytelling has become a crucial aspect in many games, especially open world games.
Multiple games were selected including Bioshock (2007) and Cyberpunk (2020) to illustrate a range of environments and genres it further defines the role environment plays in escapism involving audio visual experiences.  Environmental storytelling creates detail to the experience and provides opportunity for immersion and control within the game. The website also describes the process of building environmental storytelling within a game to create the aesthetic feel, atmosphere and setting. It then further describes how a team is involved of people including artists, writers and sound developers, the article comes from a journalistic viewpoint and gives a generalised overview of environmental storytelling with examples.   
The Art of Environmental Storytelling in Open World Games (24-players.com) [5]
[6] The Rise, Fall, and Place of Environmental Storytelling in Games (escapistmagazine.com)
[image: ]
Figure 1 Bioshock
[6]
Video games are inherently spatial, the environment is able to tell a story for the player by conveying clues that could help understand what has happened within the environment. Environmental storytelling is very important within video games as it allows players to immerse themselves within the game.
As Associate Professor Elizabeth Goins write, “space itself can convey meaning albeit in a s supportive, rather than primary role.”  Literary critic Frederic Jameson extends this idea to the real world, in his 1998 essay he argues that “Postmodernism and Consumer society” that narrative theory can be applied to architecture. Buildings are able to layout patterns where we able to understand its purpose within the community. [6]

[7] Storytelling in Games as compared to Film | UX Collective (uxdesign.cc)
Storytelling in games has been compared to the storytelling used in films since many games have taken inspiration from certain films by using similar techniques and using certain aspects of the films such as audio.
One game that has been mentioned is the Metal Gear series where the director Hideo Kojima has mentioned how cinema has influenced his work, “70% of my body is made of movie”. Metal Gear Solid 3: Snake Eater has taken inspiration from a James Bond film, which was a title sequence created by Kyle Cooper and the main theme was also a tribute to Bond’s female vocals performed by Cynthia Harrell.  Kojima cites Hitchcock's North by Northwest as also had an influence on Metal Gear Solid “It is Hitchcock’s use of this first person-view that resembles one of the key features in MGS” [Kojima 2003]. [7]
Another game that has had influence from film was God of War, Don Arazi (Director of Photography) has explained some challenges that he had faced when coming from a film background and mentions how a knowledge of optics was crucial to his success. He states how his team was able to create a 15-80mm zoom lens with a 1.8f aperture which was not yet possible on the professional market, however Arazi mentions how the PS4’s computational power was a limiting factor when it came to lighting. However, this showcases the benefits of using a virtual camera within games.
	“No society exists that does not tell stories. Humans are constantly experiencing stories – from fantasies to religious myths, to dreams and nightmares, to pro-wrestling, videogames and children’s make believe” [Gottschall,2012] [8]
This showcases the importance of storytelling within communities and how it could shape a persons ideology and how they can impact their viewpoint on situations. Environment storytelling is the technique of telling an incomplete story, where it allows the player to interpret the story in their own way based on the clues and narrative that have been provided.
[image: Cases | L.A. Noire Wiki | FANDOM powered by Wikia]
Figure 2 LA Noir
[8] Cases | L.A. Noire Wiki | Fandom
One game that has been mentioned is LA Noir where ES is a vital aspect of the game. LA Noir is an action-adventure neo-noir crime game, environmental storytelling makes it so that the players are aware of the clues that are scattered throughout the environment. Throughout the game there is a unique sound que to indicate when the player has come across a crime scene and there are subtle sounds to hint whether the player is within an area of a clue. This is one of the main of uses of ES by using visual and auditory clues (this is also called indices) throughout the environment. Indexical storytelling is storytelling by revealing indices that require interpretation in order to continue the story.
ES can be used to help with decision making in games for example like Detroit Becomes Human, ES can subtly be used to influence decisions throughout the story depending on the sequence of clues when found which can influence the decision being made. There are many more applications for ES such as conveying emotions or teaching the player something.
[9] Environmental Storytelling in Games | Jethro (jethrojongeneel.com)
Environmental storytelling will mostly be used for 3D environments however it can be useful on other environments as it will be useful to be able to see how it could impact your design as well as the game’s outcome.
Another area that environmental storytelling is used for is within films, this could have the same impact as it would in video games however there are different techniques that could be used in order to make the environmental storytelling more effective in filmmaking.
Environmental storytelling is a crucial aspect of contemporary filmmaking this can be made by using colour, lighting, and atmosphere. Lighting is a key aspect in films as it can indicate a time of day, seasons or even a character’s psychological state or a character’s role within the story. One tool that could connect with environmental storytelling in films is the films establishing shot. The establishing shot can help to indicate the theme, mood, and context of the film. Typically establishing shots are wide shots as these are used at the beginning of the film which help to portray snippets of the plot and some characters in the film, sometimes director and producers might add some extra lighting or audio cues that would help to build suspense and mood for the rest of the film.
Within film setting and world-building can have a high impact on how immersive of a film could be since when you watch a film the time, place and environment is the first thing the audience key in on at the beginning of the film. 
What is an Establishing Shot? Creative Examples that Set the Tone (studiobinder.com) [9]
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Analysing the different video games and film environments to see how it impacts immersion of both type media.
When researching different films, the main aspect that was researched was establishing shots within the beginning of the film, these shots were the key things to look into when it came to film, these scenes are able to convey mood, time, and the overall atmosphere of the film.
Another thing that was researched into when it came to films was the audio and lighting, these are important as they are able to establish the mood and setting of the film, they can also be used to help showcase the plot of the film as well as how it could showcase a character’s role within the story. 
When researching there are some key concepts that are included within both types of media, such as world-building and environment design, however there are some cons when it comes to using environmental storytelling especially within the use of video games when it comes to the technical limitations as it can depend on the engine and hardware, there is also the issue of narrative consistency this can be challenging, especially in open-world game. 
One issue that can come across environmental storytelling within video games and film is the accessibility part of the design, this can have an issue because many of the audience could struggle with understanding subtle hints and clues that are spread throughout environment.
Throughout this project the primary research was to watch films and play different video games in order to see how environmental storytelling effected how the film/game would play out.

[bookmark: _Toc165901799][bookmark: _Toc166677142]Design and implementation 
As the aim of this project was to analyse and understand the effects of environmental storytelling and its impact, the idea is to create an environment using the different techniques and the information learned in order to create an environment that will showcase environmental storytelling.
The idea for this environment is to use visual and auditory aspects to convey the story behind the environment, this includes using colour, lighting and visual cues to help influence immersion for the audience. The goal is to use different techniques that have been learned and discussed throughout this project.
When researching a repeating genre that has come across is horror/thriller the idea is to try and use the same genre that has been researched so that we are able to use the tools and techniques that have been found throughout the research process


[bookmark: _Toc165901801][bookmark: _Toc166677143]Conclusion/Reflection
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Overall after the research discovered environmental storytelling is a key aspect of video games and films and how environmental storytelling can impact on how immersive the media being used could be. Environmental storytelling allows the creator to create a story that can be incomplete without it being an issue throughout the rest of the game/film.
Environmental storytelling is a great technique to be used within video games and films especially open-world games as it allows the creator to be able to create a more atmospheric world which would help to create a more immersive environment as well as being able to use different narrative clues to help with the proceeding of the story.
Overall environmental storytelling is a very good technique if the objective is to use less dialogue and less traditional techniques in order to establish a story/plot for the movie/film and it also allows the players/audience to interpret the story in their own way.
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