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Abstract

The attractiveness of digital games does not simply count on its immersive
environment and exciting interaction. The storytelling of digital game is also
something that should not be ignored and is a deciding factor on how the game will
present its content to make the game players feel its intention. This paper will explore
the attributes, media, and structure of narrativeness in digital games and generalize
their essential principles of successful storytelling. In addition, case studies of digital

games regarding storytelling will also be examined for game creators' reference.
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