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CAVE! CAVE! DEUS VIDET. (We Are Müesli, 2013)
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The Great Palermo (We Are Müesli, 2016)
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www.gamedefinitions.com

SOURCE: molleindustria
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SOURCE: Hitbox Team - Designing game narrative; https://bit.ly/1nhCWF2 

Letteratura 
3° persona

Cinema 
2° persona

Gioco 
1° persona

https://bit.ly/1nhCWF2
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Source: Gamer Motivation Profile research by Quantic Foundry, 2016
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MOTIVATION? 
COMPETITION 

DISCOVERY 
COMPLETION 

STORY
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Source: Ken Wong - Designing Monument Valley: Less Game, More Experience, 2014
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STORYTELLING 
IN GAMES 

IS NOT 
THE NEW BLACK
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Zork (Infocom, 1980)
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The Hobbit (Beam Software, 1982)
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The Secret of Monkey Island (Lucasfilm Games, 1990)
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STORYTELLING 
IN GAMES 

IS 
THE NEW BLACK
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The Walking Dead (Telltale Games, 2012)
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LongStory (Bloom Digital Media, 2016)
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Bury me, my Love (The Pixel Hunt, Figs & ARTE France, 2017)
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Florence (Mountains, 2018)
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Standard pattern #1 

The “Time Cave”
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Standard pattern #2 

The “Gauntlet”
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Standard pattern #3 

“Branch and Bottleneck”
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Venti Mesi (We Are Müesli, 2015)
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YOUTH INTELLECTUAL PROPERTY 
EDUCATION PROGRAM
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