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Introduction:
My three key works for this dissertation proposal are as follows:
. Gameplay.
. Story.
 . Narrative.  
Here I will be exploring how the elements of story and narrative effect gameplay as it has become more of a key feature in resent games to have a story element, for example there have been a number of video games that have been praised and even won awards just because of the depth of their story. First I will have to explain the meaning behind the three key words I have chosen. 
Explanation of each of the three key words:
Gameplay defines as; the specific way in which players interact with a game, gameplay is the pattern defined through the games rules, it is the connection between the player, its challenges and overcoming them, the plot and the player’s connection with it. Gameplay is one of the most crucial parts when creating a game, it exists to give the player entertainment, but in order to talk about gameplay I must talk about game design first, it is here all the important decisions of how the game will play out will be made, for the game designers they must examine every decision from the player’s point of view. Parts of game design include; making the game fun, every aspect of the game must be fun to the player, for example a player of a driving game just wants to have fun driving around fast cars but doesn’t want to deal with real world issues such as refuelling the car. But in order to understand how gameplay is effective for the players, one must understand what it is that the players want, ‘I believe that most gamers don’t know what they want until it is shown to them.’ Scott Rogers, 2014, page 35. This quote from Rogers sums up one of the most crucial parts of the design process for design a game, the developers must design a game that follows a curtain demographic, this is the audience that are the main target for the game, for instance there are different demographics for all genres of games, there are curtain people who play first Person Shooter games and other people who play Puzzle games. Understanding this, one conclusion is definite, ‘GAMERS WANT GOOD GAMES.’ Scott Rogers 2014, page 35. Players want to have fun while playing games and it’s up to the designers to do this task.  

Story defines as; a description, either true or imagined, of a connected series of events or as; a narrative, either true or fictitious, in prose or verse, designed to interest, amuse, or instruct the hearer or reader. A story is something that we all have experience with, many stories have been passed down through many generation though out time, it is nothing more than a sequence of events that someone relates to someone else. One way in which a video game story is experienced differently from a film or book, is that the story here is interactive, the player can be made to be the main character and player though the entire story or can the player can try to not follow the tasks set before them and do something different, depending on the genre of game, whether it’s a ‘Role Playing Game’ or a ‘Massive Online Multiplayer game’, the player can become the main part of the game’s story, making the player feel immersed in the game while they are playing it  ‘A good game is a machine that generates stories when people play it.’ Jesse Schell, 2008, page 266. When video games first appeared they were simple, traditional games that included no elements of story or narrative at all, then around about the mid-1970’s adventure games started to appear, these games included storylines and introduced stories to video games and what followed was an experimentation by many game companies that were trying to implement more stories into video games. These games would allow the player to become the main character in the game’s story, this allowed for greater immersion for the player and this gave positive feedback to the game developers and they continued to add stories into games, however some gaming companies made the decision that not all games need to have a story element included in order for the game to become a success, this is true as many of the first original games have been rereleased many times throughout the years and even some new modern games that are based on these originals that people play today. 

Narrative defines as; a story that connects and explains a carefully selected set of supposedly true events, experiences, or the like, intended to support a particular viewpoint or thesis. Narrative is the understanding of the story and its structure through analyzation, it is a prodigious variety of genres it has been suggested that we humans have a narrative language within us that consists in part of “sequence titles” that we use to make sense of stories. Narrative can be found in all forms of human creativity, art and entertainment such as literature, theatre, music, comics, film and of course video games.  Narrative includes four elements used to identify aspects of stories; situatedness, event sequencing, world making/world disruption and what it’s like. Narrative in relation to game narrative includes; simple and/or violent themes, relying heavily on cosmetic factors, precise hand-eye co-ordination, puzzle solutions and resource management. In cultural storytelling a narrative can take up the shape of the story, many cultures in the past have used this as a way to record histories, myths and values. These stories can be seen as living entities of narrative among cultural communities, as they carry the shared experience and history of the culture within them. Stories are often used within indigenous cultures in order to share knowledge to the younger generation. Due to indigenous narratives leaving room for open-ended interpretation, native stories often engage children in the storytelling process so that they can make their own meaning and explanations within the story. This promotes holistic thinking among native children, which works towards merging an individual and world identity. Such an identity upholds native epistemology and gives children a sense of belonging as their cultural identity develops through the sharing and passing on of stories.

Examples of games with their story elements:
The Halo series (2001-present)
The story for this game series spans all of its games and involves humanity alongside many alien races, the series main protagonist is the ‘Master Chief’ an enhanced super solider (Spartan), he, with the AI ‘Cortana’ to assist him, most of the story elements have religious references as most of the alien races are fighting because of their religions, there is also a lot of mystery as there are then ancient ring shaped structures floating in space known as ‘Halos’, which are an ancient weapon meant to destroy an alien parasite known as ‘the Flood’, the story elements of this game series are the main reason Halo has become one of the most iconic game out there and one of Mircosoft’s most popular trademarks.   

Horizon Zero Dawn (2017)
This games story revolves around the main character Alloy, she is part of a tribe in a dystopian future world where machines dominate the planet, the is a peaceful coexistence between the two to begin with, but a phenomenon known as the "Derangement" has caused machines to become more aggressive towards humans, and larger and deadlier machines have begun to appear. It is up to Alloy to unite her tribe with two others for survival and to discover the reason the phenomenon is happening. Since this games release, it has been praised by many people and critics alike not just for its gameplay, but for its story, Alloy has a realistic and believable character and the player can feel all the emotions and the sense of struggle that she is going through on her journey to save her tribe.   

[bookmark: _GoBack]Pong (1972)
This game is one of the earliest examples of arcade gaming and is often regarded as the first video game ever, in which it came to establish the video game industry following its release and it was at this time that it was one of the most successful games sold and fully cemented its place as the foundations for video games as a whole, it has also received many remakes and sequels on many different gaming consoles and handheld systems. It is a simple table tennis sports game for two players, this game has absolutely no story or background lore to it what so ever, this is because it was the first video game ever and at that time there was no meaning behind the gameplay story wise, as well as it was only after the release of this game and others that followed it, did people start to explore elements of storytelling in video games. Its gameplay is so simple and basic by today’s standards however it has still remained extremely popular with it still being played to this day, this is what is often regarded as the genius of its gameplay, it takes something so simple and turns it into an incredibly rewarding experience for player that makes them keep coming back to play it over and over again.   

Conclusion:
These examples of games and their story elements show a relationship between gameplay and story, but this is a delicate balance, both of these must be looked at closely by the developers so that the correct balance for the game can be found. This occurs more often now as that have been many games in the past that have got the balance wrong and have either got a good or bad story with either good or bad gameplay, despite this there have been many games that where greatly successful even have little to now story elements what so ever, one example is ‘Tetris’, it has simple gameplay and it was one of the most iconic games ever made. This gives on indication, that a game doesn’t need to have an amazing story with massive plot twists to be a great game, the story has to flow around the gameplay and has to be fun as well. the game developers also know that many player don’t just look at the gameplay, they see the story along with other features the game brings, the game designers are the story tellers and the player are the audience, the designers create something for the audience to view and give their opinion of what they have seen, this is all part of the role of the game designer, using their research on what people take interests in and creating something that follows the demographic and targets the correct audience and is experienced by the people who play these genres of gaming, since the gaming industry has become so vast in recent years there are many different ways for this industry to carry on moving forward and depending on what will happen, the designers will continue to decided what story will be the best for they games.
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