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4 JFISCIZLUT ¢ But game designers do not directly design play. They only design the structures and contexts in which play takes place,

indirectly shaping the actions of the players. We call the space of future action implied by a game design the space of possibility.
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Game Scenarios and Charactoropic Principle
—How can we describe character’s successes by game scenario designing? —
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Abstract When we represent successes of fictive characters (or their organizations) on a game world, we will become

aware that it will be difficult because of their accomplishments with high probability. The games which have prolific

narrative elements consists the characters which is basically promised certain degree of successes with some resevations,

that is to say, the protagonists. That results is retroactive and preestablished phenomena. In this paper I will argue that

we have dealt with scenario desgining through refer to some discourses about videogames and fantasy roleplaying

games.

Keywords narrative elements, game scenarios, space of possibility, charactoropic principle, undesirable consequences



