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From “Donkey Kong” (1996) to “Black Myth: Wukong” (2024):
The evolution and role of narrative in Video games
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Abstract

The article aims to study and explore the dynamics of storytelling in video games,
focusing on both the tools and the role of storytelling. It categorizes the evolution and role
of storytelling in video games into three distinct eras: (1) The Foundational Era : The For-

mation of Narratives and Storytelling in Video Games (1970s — 1980s) - During this period,
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narratives were conveyed simply through text and linear plot structures. Storytelling served
as a basic context to help players understand the game. (2) The Era of Interactive Storytelling:
The Integration of Storytelling and Gameplay (1990s — 2000s) - Storytelling design emphasized
greater narrative interactivity, allowing players to shape the direction of the story. Stories became
more complex through diverse tools, and video games were influenced by Hollywood films,
resulting in a true blending of storytelling and gameplay. (3) The Era of Immersive Storytelling
(2010s - present) - This period focuses on enabling players to deeply immerse themselves in
the narrative or the in-game world, rather than being directed along a predetermined path by
game developers. Key tools like environmental storytelling play a significant role.

The evolution of storytelling in video games reflects the close relationship between technology
and art, especially the art of storytelling. Modern video games have developed storytelling into a
space where multiple art forms converge, creating a unique new medium. The rapid advancement
of technology will enable video games to become a medium capable of conveying even deeper
and more influential narratives in the future.

Keywords: Narrative, Storytelling, Video game, Narrative design
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peadalaalay (Oscilloscope) Wuasuaniwa (Lambert, 2008)
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WNUUITLAN “INUNARYABRUUTEAIIN” (Text-Based Adventure Games) againu Zork (1977) wag
Adventure (1976) v3a7i§iniuludie Colossal Cave Adventure FsfioduffunidnnisianGoadsldney
(Interactive storytelling) iunfignluadleiny Tasnislidenralunmsussersanminaden Tag
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At End Of Road

You are standing at the end of a road
before a small brick building. Around
you is a forest. A small stream flows
out of the building and down a gully

29 2

o o

UMl 3 (Augneu - SUAL 2568)

NE End o' Re ositor

any uch thing

~d rof ar
Dropped

»drop mark
Dropped

>i
You are carrying:
a velvet pillow
a brass lantern

(providing light)
a small bottle (which is empty)

>drop pillowll

mwilsznaudl 1 1nx Colossal Cave Adventure
111 © https://www.youtube.com/watch?v=03etkSoHrR8

vauidniulAATenaLUUINLeNSiaaliUsINgIn Tifinsaeaunsniaaaegneing 4 ity
dlagaszasveansiawnuinnty wu luinu Space Invaders (1978) fauazldsuundutndui
#osuntadanainnisgnsnuvesieidou iiewns Asteroids (1979) flaudesaiunuemuoINALazds
vanenrassitesiidiiuning Wudu egnslsfiauandiuldin “Geud” nanelurdesiiondsly
nsmusuniuguvenny ieliiaudilaaniunisal wasimangvesnuiniy uidnedld
i3 “id3es” lusunuusdedndla

frddyrenisndedidilonudulutiiatenmssudl 1970 wazdunmssuil 1980 dedie
Huganesasnuenan N5anawes Donkey Kong (1981) iilvinisianFesnaeiludiunilwenaln
Msidueeeie o Fauaglasuumdu Jumpman @desniamnanidy Mario) Aifesdiemdeidvds
9n3s8n¥ Donkey Koneg TnswnufinmsianSesiiensléandndu (Cutscene) lunsuduvanny ie
wandliituisnisuaunivosdedndfinudmdsluie ynedsifiauhusunuasuandfivuideding
et mde uastuiuludiiuiigtu uenanidiluedudunasdonnumundniitisdioven
dedesegadonnu “Help” Tuanadudenruiuiidadmdaiiolfununmsiowenutiomdesn
e (Stone, 2019)

wennnNesianLdy inuesulsaffiunumliuitulunstglinnnafeduifenuisuvey
vouln wawdlvwanBununbely ety The Legend of Zelda (1986) iﬁﬂiwﬂgﬁaﬁmmmﬁu
fhoghainvesnaiauiiiodesiiduianudndanniulugaidudul fiduerldsuondu Link s
gonuanyAeluAuueu Hyrule ietoidmds Zelda 910 Ganon @Wweuvisauile Tnedndusinasiod
flufine LLawmumumq MR wanslidiuiinmsBuuszaunsianidestunalnnsiaunuanny
wu roudnuiifornudy q uansunuihae e domdmesdessmiiAatumelunumag sz
vingyeansiaulsifiaunsu sesndiduazsioddtevesnugadunalamis vilgiauidusuiuing
dauﬁ@ﬁu%ﬁw@aﬂmmmmimaﬁmm%ﬁﬂmﬁwﬁaLLasLémﬁuﬂﬂimﬂzgﬁa Jugu mndregaiingn
infrsdunansiiiiuisdnuarvesnisesnsuumsadadagnisndasauies wuumudsu (linear
narative) iludnunzassnmndasadesuuuiie 1 lidudeu muddune wasmmnsaififndy
anuvnduneunioliuusild Wneldiasesiionsadaazas (Character) anvienisasialan (Setting /
World Building) a1nfndu (Cutscene) waruvaunin (Dialogue) lunsianizes
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Key: Linear:
Gameplay —=— O c c c : c c A
Story Event O
Beginning [
Ending A

awisznauy 2 1As9asen1Sa1EeaIkuUAIEIaU (Linear narrative)
11 : https://www.gamedeveloper.com/design/the-evolution-of-video-games-as-a-storytell-

ing-medium-and-the-role-of-narrative-in-modern-games

Tusuvesiasesiulinseenuuusasasetnensilunsan wardanulidudeu violishazas
#ULUY (Character Archetype) titelsifiaudlafisunumuesinazasifodnsmnd wu Isyge
Bnds e Wudu warldfazasifiedhiislunmsiiiudewenny venanduudrenaiisazas
3u 9 Aflunumaneluny wiensldlidumazastunisiiiudes Weaduadsussennewaslan
younulauaieBatu saiaitunumlunsadrsnnudauds (Conflict) uasduguassaliiugidu
wuieafumssenuuusiazas andnduesiidnumzdy 9 Hngusrasilumadidoadsadniios
wihthu sinlfifteiuasuneu vieanveandliiduluegnssuiunnniringuszasdlumsianFes une
finseenuuuain viemsalanlunuEuduniiunumegiannlunisaiFearaineusseinia
vouny ielrfiauinlaviun uazdumailaluiuinlenudnsie

unaunniusnglhiamenuiiduluegraSeuie du q lidudeu Tneiteihdunnaesussnsves
nslunaumndmiunaaideduifleny fe Yssnsusn unaunuilimenslugadduiidnume
Husmidsde (Text) luliduama (Voice) Ananmsming uazsindriadonrmegifiedsiiussiin vie
diesdornuduy q with Usznnsiiaes unaumniidetunelunudldfosunaunniidoanssewing
Mazaseiues uiduderuSounaununidoasiudiausne eliiaudlanaln Fossm
waztmnevesniniy q Fadudnvasanzvemnsiiunaunnlunisadeduimleny wu msld
Gﬁammﬂﬂ “Help!” Tuinu Donkey Kong wona i ndaazdeansiu Jumpman 1‘17mhamﬁaLﬁaLL53
tu Sadunsdomstudiau Famumudu Jumpman) ELvmnmimvuaamau Aoogls Wusu 3
Hudnwurvesunaumniiuansnnunauninlunmeuns Ajaudemsssrisiazasniglubes
e

nsrefvesdond wazmsaFesluiilenslunmssudl 1970 wae 1980 deiluduneuusn
fiddyuesnmstaudenadiunsauny wihndesidamanaluladasilndond lunusslyl
annsofiazidnetnedudou whnlugadfldGuianedosilouazuandiiufenmdululilunsg
eBesrinddleny uazldnanguddgdmiunsiaiGosiasiamdenlugands o AiFeasd
audnduazdudousnnty
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ﬂqﬂmstdﬁﬁ}mﬁﬂﬁmu: msgsmﬂmiizwiwmﬂmF}mLm:mmiumu (1990s - 2000s)
ndanmsiawmanaluladegnsininsylaauazanudnsaveanuenan Intewnulanatedu
drunilevesTusssudsendeussnaiass iunuenan waznunsulvafizudhlueglutiuseis
unsTanesausiUaenessei 1980 wariunlduivtudes o lundassuil Nsudatuiumagsialy
gnavnsIIny desaliAnnsiaunmeluladuesaieaduns uagmaiameeniuuinanuegiamn
quiinsnamieisannsudediuiindu “amsununoula” (Console wars) weiiiien (Harrs, 2014)
Frmamssudi 1990 Inewnunananuldnateduiitey uaslivinadensesnuuunsianedluny
pgalitidn Ay Lﬂ:ummﬁié’%fu5m%wamma’3§1uﬂmmL'%'mmﬂqﬂﬁauwﬁmasﬁmmgﬂLLUUsuaaéhLaa
JuaNIaREUINMSEEefiiendnual dudeu wasnaunaun1sEFpsTUNMSIEUNNBE LU
Pafuddguanmeiaumaneluladivuatosudunaunanammensulunsusdilugnamns
nusaiildnauuds weluladmeeufinneslnl 9 dalenalinuanansediznisin o lumsiddes
F9E1TY NITHRAIUINTITN SDTHE!F]‘IQ‘: 19U OpenGL %38 Open Graphics Library (1992) wag DirectX
(1995) fignltiagnaunsvanglunsiaunidleiny taelfnsesnuuuindiifuazanaienndsdu Vil
aranuannsandesiiunm uardanedeunelunldedrdndunndeiu Snransfinfiaua3adh
Helviauannsadeslosiuiazns LLaVIaﬂmmmulmmmwu mamﬁmmmmauisuaa&m Sony Play-
Stat|on (1994) Nintendo 64 (1996), PlayStation 2 (2000) filensauasiinsadidtusisiusinnsi
‘uaaﬂawmﬂmu Wi msld CD-ROM uax DVD fdaelisasiuiilom uaznalnmsidunudidudeuls \Wudu
Tugunisiendes Fasduvemessull tnueehs The Secret of Monkey Island (1990) l6iTn
1/|maw’lmié’mmsLa'wL%"aamumil,eiumuLmea,;ﬁ’aLLUU%LLasﬂﬁﬂ (Point and Click) fifin1sian3os
filorsuaifunasiaule inlanwiudemsidndesienisidunaununiianduavidend n1seenuuy
matanFesuuumddu ilsiauldsuiudededlunslasai dgneenuuuentiamih luvos
Weariu Wing Commander (1990) tnukuidnassnisdueinie (Spaceflight simulator) ladinsiiaus
TvmL’%'aaﬁél,dummmﬁwam'ami@i’ﬂLﬁuﬁaaLLazmau%mmaémw 5 YNNI ITLATIASLUUTANBLEY
9114 (Branching narrative) Insnsdindulanasmsuiivusvesfidulusiaznsivazdsnaseiiiodoman
uazwpnuvLseenlUmuwsiazIduns Fsasifiauluggravesiesluiign

Key: Branching:
Gameplay —
Story Event O
Beginning [
Ending A

awisznaud 3 lasadanisianEosmuunatedumig (Branching narrative)
17 : https://www.gamedeveloper.com/design/the-evolution-of-video-games-as-a-storytell-

ing-medium-and-the-role-of-narrative-in-modern-games

©,
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nMsiinTuvedasEdsnsaSosuunatadune axveuliiiuinanumensalunisadng
Uiduusssrnediautudoadnnndetu viesnifondsiasioulfifuisanuneisilunisesniuy
nalnalnmsiwnuiiruduiudfunsiandoannddutiues whdumass 9 delailadimanu
wannvaneviedudousnniin uifkandiduiiunumvesSendwionsan Bedudilenylilsdu
desuAitmunusuniug e anudndelufuunlunmssuieunii uAdoud warnaaidos
Isnaeidudundsvenny earsssaumsniuazensuallviiugiaund

soulunmssuil Svswavesnmeuniseaiinudsfunumiunadidesduileinsiliig
LUUTBINISLEN S s U B LRSI NaLRauAUIRTewn neliAnnsidndedluiflanufidudon
wanlvei fanududeunisensual warfageiiduinndsdu nsusvauanudifaves Final Fantasy
VI (1997) LﬂuumﬁqaﬂﬁﬁmuazdﬂNaﬂizm‘uaEhmmmaﬁiamm'wL%‘Iaa‘[,ummlm RPG (Role-Playing
Game) felaseesiiandauasdudou favasiiifuasimuinisidaau aghslsiniu Final Fantasy
Vil Ssadlfiedasiiolunsididosiiugruesuandniunastonnuduunaunudy 4 Wnousswineh
azas wielifiduilaBessmveanuiidduduludremii

uena NN Metal Gear Solid (1998) Sufusnuianulunmssvilinaunanunsiaidesuy
anpussifUnsEuALegLUieY Fnuiauenndntuiiieuen wasdudeunnndiu
unaununiilawennudndeesiiazes Inedalonaliiduiiduinlunsdadulafidmasionis
fududes nsaausseimeafinaaien uaensimaluladadedlunmsidndes wu msliaund des
Uszneuwazimafiavnann Wien1sadsensuaifidudy ﬁﬂﬁmuﬁlﬂuqmLﬂéﬂuﬁﬁiﬁmﬂwﬁﬂuﬁm
msadedidaleny

Pnamunergiunsiamsadedduidilanlunmssunount vilvinalunassei 2000
annsaimwnoliog15InEy mmﬂ%yuﬁwﬁ’fgﬁammw&nmﬂumﬂﬁ@&iuﬁﬂﬁﬁuﬁuﬁ(ﬁuL%"minmrmdw
fazunagiinssvilunuBossniigninun wazduesivilfiAninuegns The Sims (2000) s
$100938%3n (Life simulation) filvifiduanansafmuniFessiuazldnoudumnnisaling q flazidn
Juinalldogadasy shunsmuaufiasasiifiduasnsluny wasdaudansosuldogedes
ogslaifgnaumeluny SuAnannisiannssuuliyeiussing (Artificial intelligence; Al il
#azAs NPC (Non-player characters) fnginssuiidudounazannsnnouaussogiauldegisausds
1Nty a'waiﬁ’m3ﬁﬂ§é’uﬁu§mmﬁéuﬁuﬁaazm NPC fianuidnds unaunuiuazmsdnaulaluin
ANUNLIBLNTY am/mmms’lw,n:ummimﬂ,ﬂsaaswLiaﬂinmi‘uLﬂaaulﬂmqumssmaamLaulm
(Dynamic storytel ling) aaL‘LJuaﬂ‘mmLﬂmumﬂmwLﬂummwmaiwﬂu‘lamﬂiammmmwmiiw

wenmuwdmelulatdumesidaiiintu Sdwaronisdrdediilemnlutamenssui wu
\NUUIEAN MMORPGs (Massively Multiplayer Online Role-Playing Games) vilyiiauanunsaiauuay
fufauusilulanideriuls SadudnumenaidZesuuuyuvu (Community-Driven storytelling)
fiflauaiaessnvesiiesiniululanvesny warsruua1sia (Quest) wazfanssusng 4 figndn

U
v
=%

Fulunuifiaulunistigvensvsuwausinisiaseseantluintu 919 EverQuest (1999), World of
Warcraft (2004) wudu
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amveaneluladiiutadelunsiauiflonuaudndutisaienassud 2000s nTesduinign
Tmaloga Xbox 360 (2005), PlayStation 3 (2006) waz Nintendo Wii (2006) snwieufumaluladi
aduayunmnaiinszdu HD vhlsiauninuanunsoadslanlung Alleasdengeuavauaieiy
wiu n5liing 1Fee uazuannluny deauesuaiuayuiunveadossm (udu dwalvininanFes
KALIAdeN (Environmental Storytelling) L'%'mgﬂau’k]uazﬁ’]ﬁzyma?jﬂ%u 19U Bioshock (2007),
Assassin’s Creed (2007) L8usiu Snitadsvlsiaindndudaumanvanstnaula uasgnliifleveanian
Ba9siTutouNNB st us 8w LN WU 1Ny Uncharted : Drake’s Fortune (2007), Metal Gear Solid
4 : Guns of the Patriots (2008) 1ugu

nsaduiusseninadiauiuinleny femetinalnnsaunuiudenainelung vl
iAnnstanBeadsufduniug (nteractive Storytelling) ﬁ"ﬁ’mLausﬁuiuﬁaqqﬂaﬁaﬁﬁ@éuﬁwmmﬁﬁm
Tunsfvuniduniavesdessnliies fmeonslilassadsnisadeasuuranedunia Branching
narrative) daldfuanudenduegiaunn uasinifenuiidFewnslassairedsnananninglugag
Uaneimssuil 2000 817 Mass Effect (2007), The Witcher (2007) iusfu uaz aamamamaﬂﬂmﬂia
nalugedioly venintuwduwnAndoanslifiduionumadylunsimusfienisesdessmil &
danaliAnnaAulavesnuuuulemuisd (Open World Games) iulvifidudisalanluinauas
i nmlunsaiadessnvessuedldedisdasy nefldnvarddgylunsiaifesde Gossmlildgn
Sarududumsa uinszaseglulaniilinniha wu 1na Fallout 3 (2008), Grand Theft Auto VI (2008)
Husdu Seresnuundedinanaznaefumnaaiidigluniseenuuumaanzesiflemsilugaasiodaly

Tugaiiflenildfigaisauedunmssunounti sudrdaniudundmesfausssussn
fouegawiaie madFeduialoinuimtwannsiduiisasiun vieanvddiiunalnnisidy
i videinumadnanundududdniiaaszaumssl wazensuallvifudidu weluladiifanih
Peasualaniadonsiuashliidedowamnsaianudnduasvarnvaieinntu nalnnndun
fagn ysanmshAunsaGesegnauuuidsuaueiananliidalenuldnaeududslumsiaibes
DYIILVIRIIE uaﬂmﬂijLé"quammsuﬁLa‘uimasi’mr’fnﬂﬁﬂmmé’aL%T,amzﬂﬁlﬁm?ﬁiamuﬁwmﬂ
vangluipsmaauaznaoduauumanosinsiaidedvl q Ussneufudvswanisidnidesannmeuns
goadniiisndiunumsenisianBesuialeny suthlugnmsiannuumsnsianFeduileins 7
dudunagdutousniulugeos

a.lﬂumn'mmﬁmt%aﬁuﬁﬁ (2010s - 11aq1i)

lurhemmsswil 2010 gramnssAflenuveneiuanivlniuegienn Fileunuldidrdyating
i@deadsium (Immersive storytelling) nanewdumiladdayluniseenuuuing N1seenuUUNISE
Fodlunugeil TildhinogfswdnninaueFesiiudomunienndnduvintu udinelulad
astelmifiannluogann uazsindlddalondlrinesnuuuinuldadeUssaumsaiiiauaunsa
fusuasiduintudededusssuiilineiatumnton

mM3UsINgFe3 The Elder Scrolls V : Skyrim (2011) lidunisgnisienFeadsiuslunmssuil
Tnenudialondlsifiduaunsadinalandanie Adluseneasdoauazessmees q Maiuaing
mwaNa lulifvesnsdeans maaFeadsauadunsianBesiifigesjmnedwhliiuansidni
wnudunilwesSosiiida IﬂUmil,a'wL'%iaaquﬁmﬁi’aqmamﬁaﬂmmaﬁaﬁﬁﬂﬁé’uﬁuﬁ‘ﬁu@%’uem

©,
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%50 Interactive media ’Lums’lwmumsumuﬁmuLiaumuu q mnniuavy uiidugiviilizes
suilultauuniine warlumufnvesiaies ‘UE]EJF’TNLSUE]M‘UEN’J’]\ﬁuWJ’NIaﬂVlNﬁi’]x‘iWGMUWaS’WU‘u
waziiFuanslaenss (Puttaprasart, 2022) FsvananlasagUlufiivesmsianBedluialony ns
ieFeudeusiduimsdunndiFesiieenuuunlifiauianviioududuniwesdosm Tne
shilsfaulivsraumsaifints uesdeulostuilovuaslanlunueiadiuil wndndinlluiileins
Weriumnuauass uazaauduiusilnddasevinaglauiuGessn madFeadsiue laildfien
dHomitgnideulfdamiifissegaier wilfinalulad nsoenuuulanluiny uasUfduiusvosiau
Wioaseuszaunsaiiifiondnvaluazdudaush

in3nsfloddnusznisuidunsiaiSeondediu Ao nswBeudainden (Environment
storytelling) auanananilddn iuiladAgvennulugaidagtu Inenislieuddyiunisesnuuy
anminaden viatonw sssumAnay ingene q AuslusmeBesmmelulanveany anitundaman
ifusfmunussaunsaiuasFossniifiduarldfuunuioay Wy Death Stranding (2019) 414
pivieiuazanmnadoniileianEes fiduansafunuFessnuazanuvsngainmsdisalanlung
Taghidesilamandnduvounaunun ene1s Ing (Lavenasiufesessosvesiiaunudu ) Faiig
mmwmEJLLasL%"miwﬂﬁ’@.fiulﬁmuﬁaﬁuwuLLasﬁm’mL%"aqiwﬂé'ﬁwﬁm,aq w3eLny Little Nightmares
(2017) uaw Little Nightmares Il (2021) inuU3aun avesuley wanfefiadesdiudevendn 4 i
nseenuuulanmeluiny Tasusannunaunin Tasudesligiauiinusazas Usaun uazGossm
Ane 9 melunusedes Wudu

dnwaiziidfydnuszmsniaesnsanFesdeiusi A ensudeslifidudugimuauumisves
Fossrmhunsnszyiwiemsindulavesiidu vieenaFenliindudnuasmsiaBoauudisudug
fmun (Player-Driven Storytelling) Jufudnwaiznsiandesiidudnvazianzvesdensiflean
TnefinslilassadunisaSesuuuvaradumedidudon waslidumsdunannuaneduiussunaln
ASLAUNLPEN LU fpE1aiwi inal Detroit : Become Human (2018) iddeswadian
TuswmaniivukeunsosdsTiunu Mg F]1u€1’qﬂmwwéﬁ]wﬁmmmsﬁ’ﬂLLE’J’Q%u‘Luﬁmu Hiawarlasy
unumiBuiuieunsessiifimuianinanduresiieasdesindulavhnisiaig q melun 3
;;J"LfdummmLﬁaﬂumaummLLazmsmzﬁﬂﬁ'ﬁmaﬁialﬁummawamwmL%ﬂﬁLL@ﬂmaﬁuaaﬂlﬂlﬁ
MILAILEY N3DIALBLNUMLIAERIYIRYLeNTINTER (Survival horror) YA The Dark Pictures Anthology
1n8 Supermassive Games dutsgnaulumeinu 4 tnulaun Man of Medan (2019), Little Hope
(2020), House of Ashes (2021) wax The Devil in Me (2022) fididassiaseswialnenislilasasng
msEBesuunansduns faudnduiissesdadulauazdiiumsisnelung lnonsdaduls
n3nsevi wagnswivurluusasiamsniazdmaneFessaaranaunigluny Suaraszaunisal
funnsnsfusanluuraznisiay udu

wenamudmelulatadelvl Aldalenalfinesnuuuny uasheenuuumsaideshuiale
nuldResfnenmeinisadesdeiumenninldedrafiuiunty wmeluladnsfinuazidudung
%u&jﬂ (Advanced Graphics & Game Engines) vilmsianideduilownuanadanndsdulusn msindewes
Unreal Engine 4 wag 5 5aulUfis Ray Tracing ﬁaﬁuaqummiuiaﬁm Global Illumination Wag Lumen
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yhlFnsiasuamasaNI3Bity hefiuauanTiuarTeasdeavedaniaiiou wu Cyberpunk
2077 (2020), The Last of Us Part Il (2020) \udyu avuanasewesudaasie viliniseandeamiu
Awndouiienunteedu Yredudminmeersuelliiudidu Ferrumang wavaseuarwidn
vasshazasladdunuluse Sninsiiinfiazidenauae wWunsldimalulad Motion Capture uaz
Facial Animation Ataevilfimsuanseantesiasasiinuauaiainisadeulmuazmsuansonn
9@ 6“33a'qwaslﬁrfjla'uLﬁﬁ’lﬁqa’liuaim’1uﬁﬁﬂmmé’ham‘ﬂé’a&haﬁn%@mﬂ?iﬁgu

weluladfilunwagiouvegnasislviognanaluladtagUszivg (Artifical Intelligence;
A grihanldlumsashssiavas finevaussuazUiufinunisnsyyiivesiay fazasiinuausie
Hyauseivg (A-Driven NPCs) annsniiwginssunazunaununiiaiiousts yuluiueiesilondns
Procedural Story Generation fianansnasnaessmiuasuldnmunisduresiisu rifiauldsu
Usvaunmsaifiduanzs wu Red Dead Redemption 2 (2018), No Man’s Sky (2016) iJugiu 8n
waneluladiaiioua3s (Virtual Reality: VR) ﬁi%shuqﬂﬂﬁzﬁ Wi Oculus Rift, PlayStation VR, HTC
Vive Judu uagmnuaseasy (Augmented Reality; AR) unasnsalnunavuiiuldnagia ARKit uay
ARCore figaglvifiaudnds uarfduiusiuiodomielannglunuluseiufiangetety wu inu
9819 Half-Life : Alyx (2020, Valve) 71 VR gnlfifioasrsuszaunisaimsianZesiiausosdsie
wazuAlvtlygfesumouuyanadivil uag Pokemon GO (2016) fmalulad AR grldiiteian
Fodulanuisnnuiuads Taefiaudoadiuma uaslineufulanludinasaiteduiubessn Wudu

Mnanumieumameluladiifanth uazusanmsiaGomeansilugeaioneunyinliialewns
Tugeaiod annsoveeveusnmadidoswentuldesnamuasdudounndeiu Faleinuansn
YiaueFossildlunaneseiu (Layered Storytelling) Wadessmdn (Main Storyline) Fass1aeio8
(Side Quest) IngandelassasansianFesuuumuaiy slifiaudinsiamuiBessnlsoedliduan
FilasaainenisianFeauuuadeslisn (String of Pearls Narative) fiflausfinlassainsnisianFoauuy
fenanazUsnglulanvesmsianBesuialemnssnogvenunuudfing uiddsadulassaiaign
Tdnuiuegnaunsviany

Key: String of Pearls:
Gameplay —
Story Event O
Beginning [
Ending A

nwilsznaui 4 TassaismsianFeauuuaseslisn (String of Pearls narrative)
w1 : https://www.gamedeveloper.com/design/the-evolution-of-video-games-as-a-storytell-

ing-medium-and-the-role-of-narrative-in-modern-games
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e

NyanstwmaaanIUIvial

vauzifeafuuennilennessmdnuaziFessngesudn SalinsaraFessiigeusy (Hidden
Lore) wileainalaniiauysaluazvandia Q’La'ummsaﬁﬁnLﬁaﬁfam&lﬁmmmmaﬂa AT IZAUAIY
Anfisinanisuaausiagiidu 1wy Horizon Zero Dawn (2017) filiFessaferfuuywd flendinsesiulan
niHngraudndutansssusig q SwenuilonnidedemdnuanieFesseuds Afsdnmsdoudes
5129019 9 Miutuiinddvia wazdsyidaansvestanneluiny wiownueg s Elden Ring (2022) tha
wnudnduamunumililassaianisanFeauuaiuayn (Amusement park Narative) Aifidnuass
dfy ManFemudundon LLazL%“aﬁnﬁsziauagj wulan Tng wagunaunuisng 4 laglildfiduses
wéniidaau fiauaunsadisitlan wazFessniinssdanszneegliulanveanlsognsdass 1usu

dletudl 20 Favneau A.A.2024 10y Black Myth - Wukong toalsiusnisfugiaunis PlayStation
5 wag Windows Iéai1susngmaninisnsiandes Alduaunaniiuimisnisesnuuunsianides i
megrouudingeiy WumedsiiasviouliiuisnmsianFeuuumasssivluimeinuasisll ina
IivBuBudendn wagfazasmsunssuaaadnuesiueddledundaulauazianFedlniniudh
azAslenvedesiiFaanumsuesumens inszdnnszaendiinnisineuiidoivdudu Tnsina
IsonuuulnsedodasnisuiamsiarBesesnidu 6 un luusiasundiduazannsndisg wazdualy
fudessmniiAntululan ieluiiuiifinuimunvesumiy 4 fusngeglurssanssy Snitdsanunsn
fagnslandrunduludsituiiunnounthld wandldiudsnsussndldilassadansaFesuuiada
sgemMaFesuaduiulasEssiaE e uUmuayn WelriaususlufuBessmue
16 vndendufitianunsofudilufulaneendasefewuietu
wona Nt inudliselovdanandndusng 1 lunsameiiazasuas 309513619 9 7ign

Y
Ao

aonunanogluiny Teiliandadudofidudgiuiidimualy wu mstuuvilnd viefuiifiden
avas NPC Uszdnagmunilaidos funaunmniiandaasiouidomfesnsiifavs uarldueduturun
Suitiendnualiamesimuusazunlunsianedduneusuresutarundniae Snidddnisianides
WAsnndeuldognslaneu Black Myth : Wukong teeenuuulanmelunulaglesuussiunalaain
a0uiising q 91MIsIRINTTL LaveRnuUUANMWIRdeLluansl L enuanAesEr s
Tuuslazuy eutsnadumsegnedmaulifisulfiiuisniusuasiumlufuiuilussunsueaade
verudediildedradiui

mﬂé’ﬂwmwmmﬂéﬂL%ﬂu%ﬁ‘[amﬂuqﬂaﬂaﬁlmi AdumsdGoadenuaii aupulaingaiu
mstanmalulad wernsianZesaeiasuriuanmsiudinalnmsidunuluginitussaunsal
morsualuaymsiandesiiandunnday masdeduialenunanadueiesdieddydsynisusn 4
vosnseonuuuinlawmilugeadioiifieilauszaumsalifiauldiufsuiusiuiflenuetiouiass
nilufifvesdsssnuarnalnmnauny frsviuldnaiaunnsvedialanuiitiauensiandead
ﬁuﬁﬂﬁﬁuﬁmu u,az‘u&nasuawmmil,mL%@ﬂlﬂ@i?iaﬁu 9 (Transmedia Storytelling) iiovenelanues
iy inseunguuazvainviany aﬁQm:J:LEiumﬂLLWﬁGlW@‘%ﬁJﬁIMaWﬂMaW*&J LLa%ﬁﬂ@Lﬁﬂlﬁﬁu@?’ﬁUhﬂ%m
nulADEN9Uias
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unagu

nnmsdrnaesesdienmsidFeduialeinuangaiiinvesifloinuauistogiu uandiidiu
fapnuneneuvestnesnuuuiny waztnesnuuunisaeduifleny fiavaeaunsndaaandn
fumalulafasivlmiogndileny Mauinisvesnsdieduiflenvasisuiinisasuulasd
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