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Study on the effect of narrative in games with stories
that are considered good by players

Fuko IMAGAWA'

ENDOH Masanobu "

'Faculty of Arts, Tokyo Polytechnic University —2-9-5 Honcho, Nakano-ku, Tokyo, 164-8678 Japan
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Abstract "Story/Narrative" of a game is different from a novel, comic, movie and animation and is Narrative. This
paper investigated the game to which a story was preferred, and analyzed Narrative which felt good by players. It was
considered about an offer of a good Narrative in a games from there.

Keywords Digital game, Narrative, Story, Tale
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