1707584 CAMF6005 Assessment 2
· With reference to narrative theory in the age of new media, consider and discuss the extent to which it is possible for the player to influence the outcome of a videogame.
In this essay I will be discussing Hideo Kojima’s Death Stranding (2019) in relation to narrative theory and discussing the extent to which the player is able to influence the outcome of the video game. 
I will start by talking about the influences which inspired and helped shape this game and possibly the future genre of game that this will influence. Death Stranding was released in 2019 and was made in Japan by Kojima productions. It is the most recent game by Kojima.
 Hideo Kojima started working in the game industry in the 1980’s, his first most popular game he worked on was Metal Gear (1987). This game series was the first of its genre, Stealth action genre, inspired by book, The Great Escape (1944) where a prisoner escapes a camp. Much how the Stealth action Genre was formed around this time, starting with Metal Gear, it is evident that a new genre of games will come from Death Stranding. In an interview Kojima says it is not for him to name the genre, but others will. 
 Metal Gear Solid (1998) introduces for the first time, cinematic techniques in a game, alongside detailed sets, interesting objects and much better graphics to what had been made previously to the year. It changed everything in games. You weren’t just going through a story anymore but were invested in many different characters and feeling emotion for your character. 
 For example, there is one part where the character, Solid Snake, is in snowy scene with a man and Snake says ‘he has no tears left to shed’ after someone important to him dying. The twist is that you, the character, are the one who is made to kill this person. It played with the player in an interesting way. Through such a complex and interesting story, the player is invested in the story. Many more games in the Metal Gear franchise have gone on to be made and continues to work for players.
Looking next at how this way of storytelling has evolved, brings us to Death Standing. Set in a world where society has apparently collapsed. The Death Stranding was an event where the dead entered the living world and caused chaos, now when it rains, it rains death and aging. You are a character called Sam, who after being given a baby in a pod to carry which helps warn him of danger while doing his deliveries is given the job or reconnecting the network to bring America back to, to solve the mystery and save the world. Having played the game and being familiar with the story, this may sound like an incredibly simplified synopsis of the story, as there is so much more to it, but a novel could be written on the ins and outs of this story. In this game, Kojima has made a something which is a world within a world and as he did in Metal Gear Solid which draws the player into being a part of it, with having a phone number you need for the game on the case of the physical game. At the time of the game being made it was limited how much this way of story telling could be used due to technology. This is now a big way that the narrative is now told, the player really being able to be emmersed in the story and making their actions effect the game.
In a world where everyone is connected by the internet and contact with other people should be so easy. People have never been so lonely, there is a lack of connection in the connections and in Death Stranding, Kojima has made this a part of the game, where in order to make the journey easier you are able to help others, ultimately connecting the network up again across the land with others players in order to complete the game and make the world a better place.
 Kojima wanted the game to not only be enjoyable but something bigger, to make people better people and be kinder to others. Alongside working with other players in the game, you carry around a baby in a pod. Known as Bebe is used as a tool a baby being born to a dead mother which can connect between the world of the living and of the dead, able to be worn by the user. The baby is a real living baby but won't grow inside the pod. During they players journey you carry this around with you, rock it with the controller when it needs to be calmed down. You also get fragments of the story from it through cut scenes. By the end of the game, roughly 40-50 hours of carrying the baby, a connection is formed and when the story takes a turn for the worst there comes and incredibly sad part of the film. Many players of the game reported that they cried and/or made them want to even have a baby. While the character Sam becomes a more caring person and more in touch with his emotions through the game, so is the player.
 The biggest part of the game is travelling across the land from place to place carrying and delivering items for characters, this comes with the risk of the bad weather causing damage to the character and the goods. During these journeys it is like a survival horror game in which he must sneak past the ‘’monsters’’ and find a safe way around. Though they aren’t out directly to hurt Sam, they are there. 
 There are different ways that make it harder or easier to traverse the map which all add the experience of the game and an aspect that makes players affect the outcome of the narrative. You can choose which way to go to get to your destination, over mountains, across rivers, or around mountains and around rivers for example. Also, by how much you carry, this makes it easier or harder to stay balances on hard terrain and also slows you down. These are very real-life issues and not such that have been added to comes before. Very real-life travelling problems that don’t make for the excitement that is usually put in games. It makes it a little bit dull, which makes it more immersive and realistic, more relatable. When you are on a snowy mountain weighed down by a heavy backpack, you can imagine how awful that feels. Using controls  for the game, R2 and L2, you can keep Sam upright and lean into things so to not fall over, as a real person would, you would have to adjust your posture to keep upright on difficult terrain, such as leaning in to a hill when walking down a steep slope or pushing against water in a stream or river to not get pushed over.
 The element of working with others in this land is done by first being able to build structures which help others in the difficult terrain, such as bridges, ladders, recharge stations and small shelters. You can also ‘like’ what others have built, like on platforms such as Facebook or Instagram you can give a like as a reward and acknowledgement to other players which helps everyone, a reward for showing appreciation.
 When starting the game, you are given a brief overview of what has happened for the world to be how it is, where people have gone and what Sam Bridges is doing. Sam Bridges, also known as Sam Porter, or Sam Strand. 
Many different intertextual references were used in the game. There are a few parts that the characters which is interacting with Sam looks directly at the player through screen, breaking the 4th wall, this breaks the illusion of the story world, this was also done in Metal Gear Solid. Where the character tells you to look on the box to find the phone number you need, the physical copy of the game. This technique comes from French New wave cinema.
 Another example would be, during a scene with Heartman he goes to the bookshelf and there are many titles on the shelf which are 20 minutes long due to that time he has between induced heart attack where he does to reach the spirit realm to look for his family. One of the films is holds up is 20 Minutes Of Love (1914). Kijima doesn’t use references for no reason, though Kinjima has not said why he chose to reference this film, perhaps it ties the story world to make us feel part of that world more, or perhaps a joke that the story in that is similar to what they are in, he or us will get into trouble from snooping around. Regardless, it is an interesting aspect to guess what the references could mean.
 Currently the trend for most popular games is not the same as Death Stranding, games where killing others and working against others is the aim of the game and what is most popular, which games such as the latest Call of Duty, Fortnite or Smite for example. Kojima wanted some different for death stranding, for people to work together for something better, to not feel so lonely in their own houses but to feel part of something bigger.
 A story telling technique that has been used in recent years is telling a story where you, the viewer or player can change the outcome of the story. In film this has been done in Bandersnatch, in which the viewer has multiple choices to take the story in different routes. In games this has been done int eh David Cage games most recently with many different paths that the player and choose to take the game with Detroit Become Human. Kojima has put an element of this type of direct multi question to determine and outcome in the narrative of Death Stranding, where you are asked close towards the end if you shoot a main character or not, one of the two options ends the game there and then, one carries the story on to the next stage.
In conclusion the lines between film and game are being blurred and this is another steppingstone in the evolution of narrative through visual means. People have always wanted escape in stories however that be told, stories, books, films and games and there is becoming a time where these lines are crossing and storytelling mediums are merging to create an altogether more immersive experience and bigger escape. Kojima is a huge part of this evolution and it will be incredibly exciting to see what is created in the next 10 years and where this leads to.
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