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Appendix B: How games were selected for content analysis 
 
From our initially compiled list of 37 games, we sought to determine which games were narrative 
centered. To do so, we used the heuristic described in Jackson et al. (2018), which specified that a 
narrative game must have all of the following: 
 

• Events: Ordered plot points that drive the story from beginning to end. 

• Characters: Figures within the story that the player or main character has interactions with. 

• Setting: A clear location or framing within which the story is occurring. 

• Structure: The story generally has a beginning, rising action, climax, and ending. 

• Point of view: The story occurs from the viewpoint of a specific character, or multiple characters. 

• Time: There is some sense of chronological order to the events of the story. 
 
Figure 4 provides three examples of how we systematically went through the 37 initial games to 
determine if they were narrative centered.  
 

 
Figure 4. Examples of using Chatman’s (1980) definition of narrative to determine if a game was narrative centered.  
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