Lost in the Funhouse

Postmodern meta-reflections in videogames
Jelle van der Ster
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Stories in videogames, the current sate of being
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Instead of narration and description, we may be better off thinking about games in terms of
narrative action and exploration (...) movement through the game world is one of the main
narrative actions "#h!  $ 0&

Postmodern narrative theory
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