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[Abstract]

Digital storytelling has the characteristics of an interactive narrative experience, infinite scalability, nonlinear structure, and
user-centered narrative, all elements that play an important role in digital storytelling based on interaction. This study analyzed the
interactive storytelling structure and technical characteristics of Detroit: Become Human based on the balance of difficulty and
technology, clear goals, and immediate feedback, which are the main elements of immersion theory. The various options that
appear while manipulating each character branch the story into several branches. It follows a typical narrative film structure, such
as the initial setting of the character and the beginning of the story, the development of the conflict that each character
experiences in the middle, and the end of the conflict at the climax, thereby deepening the understanding of how content that
crosses the boundary between games and movies promotes audience immersion and how it can enrich life.
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Table 1. Non-linear Interactive storytelling structure

Type Structural diagram Interpretation
- The Pearl String narrative still tells the story in a linear fashion, but the game
String of o ° designers create the illusion of a non—linear narrative for the player by hiding
Pearls - ./_, PO ./;* o_— - eo—_-. a |thelinear story behind story interactions. In this model, there is ultimately
Storytelling \ \ only one game—ending, but the game gives the player varying degrees of
(a) RO . freedom, even though the player’s ability to trigger the game’s progression
e remains under the game designer’s strict control.
A
Branching / o= A In this model, the s’gow is designed to branch off in dlffere'nt directions,
Storytelling n rather thgn remain linear. When the player reaches a certain game node,
(b) \ A they decide what they want to do, and then the story follows one of several
o— successive paths until they reach another choice point.

This structure of parallel storytelling solves the problem of branching

Parallel o—0 \ narratives by maintaining the advantage of a player’s decision—making while
Storytellin . / \ > - — \' ¢ ~. still keeping the total story manageable. However, because the player is
H ¢ e ~ — forced to participate in certain events, the entire plot structure is essentially
(c) \ /' o—— 0 . ’ _ . h
o — 9 linear again. Players will lose a sense of story direction because no matter

what they do, certain parts of the story will be the same.

In this storytelling structure, the story may have multiple beginnings,

e U0 midpoints, and endings, and the game is divided into smaller segments that
Interpolated ° il } o . )
Storytelling - N . may have multiple disjoint episodes at the same time. Players then choose
() ~ A " 1 the path and order to follow. Players can follow certain storylines depending
= — . ° on how they want to improve their characters, and players may find other
quests or subplots that they choose to pursue (or not).
This narrative structure has multiple story starting points as well as multiple
™ ° 5 endings, and for each mini—story, the player has their own choices and each
Dynamic ° \ story is independent and eventually leads to a different game ending. A
Storytelling ] < o—— A typical example is the “Mass Effect” and “Fallout” series, where at the
(e) o o - beginning of the game or shortly after, the player can choose their side, and
L o —— A the different sides will trigger a completely different story experience with

multiple different endings.

Notes: "Arrow" means "Gameplay"; "Green Circle" means "Story Event"; "Blue Square" means "Beginning"; "Red Triangle" means "Ending".
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Table 2. Features and differences of storytelling in the

game

Criterion Plot-Driven Story

Character—Driven Story

The outcome of events
Main Focus | and the structure of the

The fate, growth, and
relationships of the
protagonist and other

story characters
Character traits, inner
Key Events, obstacles, conflicts, personal

Elements | conflicts, resolutions

growth, interpersonal
relationships

Engaging the player
Player through event—centric

Experience | storylines that generate

tension and interest

Connecting emotionally
with the character(s) and
experiencing their growth

Story Events and their
Progression | outcomes drive the story

Decisions, changes, and
relationships of
characters are central to
story progression

To immerse players
through a cycle of
tension and resolution
via events

Objective

To foster deep
immersion and empathy
through emotional
connections with
characters
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Table 3. 3 Preconditions for Flow

Condition Description

Balance between difficulty and skill is a central
concept that describes the need for the
challenges presented by an activity to be in
harmony with the individual's abilities to perform
that activity. This balance is essential for
achieving a state of flow, a deeply immersive
and enjoyable state of focus and engagement.

Difficulty and
skill balance

"Clear short-term goal" refers to a well-defined,
immediate objective that a person aims to
achieve during an activity. This concept is crucial
for entering a state of flow, as it provides a sense
of direction and purpose, helping the individual to
focus their attention on the task at hand.

Clear short-term
topic

"Immediate feedback" refers to the instant
information an individual receives about the
progress of their actions towards achieving a
goal within an activity. This feedback is a critical
element for entering and maintaining a state of
flow because it allows individuals to adjust their
actions in real-time to better align with their
objectives.

Immediate
feedback
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Decision Outcome Story Impact Ending
Save Ignore ini?g;nsges Ignoring loses | Affects the scale of the android uprising and Large—scale Struggle with
Androids® | Androids® strength® allies® public perception of androids uprising® insufficient force®
Confront Evade anfrontatlon Evaglon Changes human perception of androids, Violent b
. a S increases avoids . a Peaceful protest
Police Police . 5 b affects government response resistance
violence conflict
Violence Peaceful Violence Peace wins Determines the level of public and Androids gain Androids are
Protest® | Protest® |causes panic®| sympathy® government support® freedom? suppressed®
. . Sacrifice Nc.)t. ) )
Sacrifice Inspire sacrificing Strengthens or weakens the moral influence | Martyrdom leads Continued
N b becomes a . : b ) A C b
Self Others' 2 continues of the android movement’ to victory’ leadership’
martyr e
leadership
Treatment of Captured o b . ) ) Improves ) worsens
Humans" Merciful Cruel Affects human views on the android rebellion | human—android | human-android
relations? relations®
) Strengthened
Handlmg.of Irjternal Forgive? Punish® Unity or division internally, affects morale force through weakgqedbby
Traitors A division
unity’
Influences public understanding and opinion Increased public Mis—
Strategy with Media” Cooperate® Confront® . support through . b
of androids s understanding
media
Attack Qn Andr0|d* Attack?® Do not attack® Temporarily strengthens fqrces or avoids vEnhanced . Mamtalned mciral
Production Center human casualties resistance force high ground
Negotiations with the a b Affects the method through which androids | Peaceful conflict Continued
. Negotiate Refuse : A s
Government seek rights resolution confrontation
Strategy in Final Battle” Conf?cl)ﬁgt“ona Srg?rteea%'bc Determines intensity of conflict and casualties Potﬁggzgﬁqv;nns Lei\éisfﬁafsbfor
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2ol LIEHE T2t DA AALS] A
Table 5. Relationship between Kara and Marcus's
narrative at the end

E 6. A 72 7f2E(S0| Noist 21
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Table 6. Goals faced by the three key characters

Short—term

Character e

Narrative Analysis

Investigate and
resolve android
crimes

As a CyberLife manufactured
police android, Connor's mission
involves identifying deviant
androids and resolving situations
through evidence collection,
witness interrogation, and scene
investigation.

Character Choice Outcome | Impact on Other Narratives
Choose a Gains If Markus's movement is
Kara safe escape | freedom in | successful, society may
route Canada offer more support
ggr?oesrecjs Survives in a | If Markus's movement fails,
Kara 9 hostile societal hostility could
escape : ) -
environment | increase, raising the danger
route
Improves .
. Creates a more supportive
Peaceful public . .
Markus . societal environment for
protest perception o
; Kara and Alice's escape
of androids
Increases
Violent social Puts Kara and Alice at
Markus " )
protest hostility and | greater risk
conflict

Protect young

Originally a domestic android,
Kara decides to rescue Alice from
an abusive environment. Her

Offers the possibility of
improved societal
perception and protection
for Kara and Alice

Negotiate Secures
Markus with the rights for
government | androids

Refuse to Continuous | Weakens the societal
Markus . conflict and | protection that Kara and
negotiate ) " ) . )
instability Alice might receive

girl Alice and TR I
objective involves navigating
escape to a .
through various obstacles and
safe place ’ )
making choices to pursue a
Kara journey to safety.
Starting as a caretaker android,
Markus evolves into a leader of
the android liberation movement.
Advocate for | His objective includes awakening
android rights | fellow androids, rallying them to
and liberation assert their rights through
peaceful protests or physical
Markus resistance, aiming to make their

voices heard by humans.
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