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Storytelling Concepts (Recap)

• Environment/Setting

• Events

• Characters

• Goals

• Causality

• Drama

• Emotional Impact



Storytelling in Games (Recap)

• Problem with agency
– Rewards (player actions ‐> outcome)

– Coherence of narrative

– Dramatic and Emotional impact

• From linear stories to branching storylines

• Two types of narratives
– Character‐centric

– Plot‐centric



Façade

Mimesis

Examples





Mimesis Architecture

• Pre‐planned story
– Goal Oriented

– Causality is represented

• Interactivity
– Accomodation and Intervention



Story Elements

• Game State 

• Actions/Events
– Preconditions

– Effects 

• Goals 
– Overall story goals

– Character sub‐goals



Story Representation



Action Representation



Unreal Implementation



Unreal Implementation (Contd.)



Execution Management





Façade Character Behaviors



Façade Action Example



Readings

• A Behavior Language: Joint Action and Behavioral Idioms
Michael Mateas and Andrew Stern Book chapter in Life‐like 
Characters. Tools, Affective Functions and Applications, eds. 
H. Prendinger and M. Ishizuka, Springer, 2004

• An architecture for integrating plan‐based behavior 
generation with interactive game environments, by R. 
Michael Young, Mark O. Riedl, Mark Branly, A. Jhala, R.J. 
Martin, C.J. Saretto, Journal of Game Development, 1, 2004. 
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