[bookmark: _Hlk196741505]Student Name: Laura Woodfin
Student Number: 2404218
Programme of Study: Illustration
Module: Ways of Perceiving
Tutor: Chris 
Word Count: 1646

				The Escape from Reality

In the world of videogames, there are many key components and attributes that help to create uniqueness and intrigue as well as an overall well integrated game. In this essay, I will be particularly looking at a brief overview of storytelling, how storytelling is used and implemented within videogames, why storytelling is used, why it is important within videogames and the difference between old videogames, that didn't have storytelling, and more recent videogames, that have storytelling aspects. 

Storytelling can be shown/presented in multiple different ways and has been around for quite a long time, 'some of the earliest evidence of stories comes from the cave drawings in Lascaux and Chavaux, France. The drawings, which date back as far back as 30,000 years ago, depicts animals, humans, and other objects. Some of them appear to represent visual stories' (National Geographic Society, 2023). This implies that even before modern times and technology, storytelling was depicted in various other forms and has been developed into the larger platform for making more immersive movies, videogames and more. This also reinforces the idea that storytelling has not been a recent, modern idea and instead it has been drawn upon from older times to help create new, unique ways of portraying various stories from the past or even stories based on real life experiences reimagined within games or movies.
	This links into the escape from reality idea as games offer unique mechanics and gameplay strategy that, for the most part, players can enjoy. The variety of plot makes videogames a learning experience for both older and newer players and can offer diversity in the context and content within the game.

Storytelling within videogames can be presented in various ways such as cutscenes, books/logs, background dialogue as your fighting/doing something, ‘can be introduced in a two-minute cutscene at the beginning of the game or can be spread across the world in books, tales told and in quest backgrounds’ (Carolyn Handler Miller, 2004). This allows for a more diverse experience and allows the player to connect with the game along with the characters within the game. This also can help to reveal the true nature of the world that the player is in or help to reinforce the issues and the need for help or assistance. For storytelling to be even more effective, game designers add music/sound effects which can help to create a particular atmosphere depending on that section of context from the story.


Videogames have advanced a lot from the past to now. In the past couple of years videogames started introducing storytelling to make their games more immersive and to try and make the player feel like they're part of the world. 'The player is an active participant in the story' (Porokh, A.,2023). This states that although it may only just be a story, the game actively wants the player to get involved with the story, whether that's making tough decisions/choices or whether it's trying to deduce, what's going on. Story plots allow for the player to feel like their decisions will impact the world around them, which actively gives the story more depth and realism, which can make the player feel cautious about which answer they might or should pick.
	This can actively link with the idea of escaping from reality as there are many tough decisions in the real world which will actively start to change the course or affect the lives of the person or the people around them whereas in videogames, it affects the player mentally but, on most games, they can always just simply change their decision. Storytelling that cannot be actively changed when the player feels like it, helps to show the player that they must think carefully when making tough decisions.
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Older videogames like Pac-Man, Space Invaders and other older videogames never had any storylines. They were just simple games that only follow one task which is repeating, which could sometimes make the game feel more tiring and can sometimes become more enraging as the game progresses. However, with newer, more modern games like Poppy Playtime, Bendy and the Ink Machine, Five Nights at Freddys, Genshin Impact, Honkai Star Rail and many others, they all follow storylines that help make the games feel more interesting and immersive as well as provide context to what is going on in an easy and straightforward way. ‘One of the things that distinguishes digital storytelling from classical storytelling is that members of the audience become active players in the narrative’ (Carolyn Handler Miller, 2004) which infers that storytelling in more modern games actively see the player as the main character and actively try to push the player into many various situations that they must deal with. It is also stated that modern videogames ‘have far stronger story lines than in the past’ (Carolyn Handler Miller, 2004) inferring that with progression of time and technology, the creativity for storytelling, narrative writing and story plots have all steadily increased allowing for more diverse, unique experiences for players. When it comes to modern videogames, there are some downfalls when it comes to creating the story or narrative. This can happen when even though they have a story to be told, the storytelling aspect can sometimes get lost within the game or can even get quite confusing with clashing evidence or clashing timeline structure.

One commonality that both old videogames and new videogames have in common when it comes to storytelling is that ‘the story of videogames revolves around the game world and its central character- the Protagonist, who possesses the power to achieve remarkable feats in the game, and the Antagonist- challenging the Protagonist’ (Dave, A., 2023) which infers that most games have one features that is consistent throughout and it is that the player is the Protagonist and they have to deal with an Antagonist. In Genshin Impact, the Fatui Harbingers are the main Antagonists, In Five Nights at Freddys, it’s the animatronics, In Poppy Playtime, it’s the plushies and the original creation subject who come after the player.
	These examples link to the escape from reality as sometimes these games project the harsh truth of reality but in a more combat driven way. It allows for the player to take their mind off of reality and just have fun running away from dangers or even facing them head on.

Aside from Storytelling development specifically in games, stories can also vary in context. As an example, the Five Nights at Freddy Franchises game lore/story is vastly different from its novel counterparts. The first boxset, the novel trilogy came out around 2015-1018 and follows a similar but vastly different story from the games made around those time periods. The next two sets of boxsets, Fazbear Frights and Tales from the Pizzaplex both made their debuts around 2018-2022(for Fazbear Frights) and 2022-2023 (for Tales from the Pizzaplex), which all books consist of three short stories. These differ from the game lore and story as they view perspectives of different other characters and other perspectives of their own story which can get very confusing when trying to piece the story together. 
	

Storytelling has been actively more involved in the video game industry since the 1980s-1990s due to 'Console gaming becoming more popular' (Unknown) around those time periods. As video games progress onwards into the modern era, some video games to start introducing and applying voice acting, to make the storytelling even more compelling and emotional to the player. This also allows for player to be able to listen to the story rather than reading long lines of dialogue or books themselves. This enhances the storytelling aspect as the player can feel the emotions portrayed in both the characters and the game lore as well as being able to connect with the in-game characters and feel like they are there with those characters. It evokes a range of emotions within the player, both happy or sad, scared or excitement. An example of this is a game called Genshin Impact. This game uses voice acting to bring its characters to life as well as bring the stories they tell, to life. This game is an example of how voice acting affects the storytelling aspect as this game in particular has had issues within its voice acting industry and the effect of no voice acting in the dialogue for the storytelling has lead to players constantly skipping over non-voice acted sections, meaning that they are not delving into the story as much as they would have before the issue.
	This reflects on the ideals of escaping from reality as being able to feel a connection to a specific character or multiple characters, through storytelling and voice acting, who might act in a similar way to the player might help the player to feel more at ease and more relaxed than the stress from reality.

Semiotics is used within storytelling to help the player visualise the story or narrative or underlying meaning behind something and this can come in the form of various symbols or… An example of semiotics used within a videogame is Genshin Impact who use symbols to represent different groups or symbols on characters that could link or reference to a dark or deeper story to unfold.
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In conclusion, through the research gathered, it shows that storytelling plays a key role within the development in videogames. However, it does not mean that all videogames need to have stories to be successful as shown within my research. This research into storytelling will benefit me as it will help me to get a better overview of character designing and their behaviour structures based on their story and lore. It will also help when it comes to creating concept art for character designs as well as how they should act or speak.
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