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A Study on the Narratology of Games

( GoalControl-4D)

Zong Zheng

. 2014

Abstract: Narration of games, despite being an important subject in the study of games, has yet to be
carefully explored. Sport communication pays attention to the shooting and broadcasting of athletic events, and
studies of videogames try to prove that the game has a way of narration different from literary works and films.
In this article, I will make full use of theories of semiotics and general narratology to probe into the nature of
game narration. Theories of semiotics and general narratology have obvious advantages because of the special
structure the game-sport text has. There are four narrative levels hidden in the dual structure of interactive of
game texts. All levels are interrelated and interact with each other, constituting the narrative mechanism of

games.
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