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Abstract: This paper analyses player agency and narrative branching in the context of open-world video
game scripts. With each passing year, video games morph to offer increasingly intricate scripts packed with
choices that affect the storyline. Traditional linear stories are not a part of open-world games. Rather, games
grow and expand in narrative structure. Players affect story scripts, dialogues, and the emotions that the
writers sought to express. This paper articulates the variations and descriptions of narrative structure in the
use of player agency in open-world games. Discourse and stylistic analysis provide clarity in the use of
language, tone, emotional fluxes made by players, and sentence length and structure throughout the game.
Furthermore, the research states that player agency in creating a story and making the players the nucleus
of the story in the narrative structure is the primary driver of a game. Stylistic variation of that dialogue is
the principal characteristic. Different people react to different emotional responses. The paper also explains
that in the context of player agency, a lot of narrative threads that branch diverging coexist with narratively
world states that are closing. Overall, the research found that 65% of dialogue variation is made by players
and that 60% of player agency is the same. The research is formulated to state that open-world games
contain the functionality of a highly modernized, complex digital text. The positive offer of this research
is to the extent of cross-genre games studies and the interpenetrating multiple dimensions.
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Introduction

Open-world video games have become increasingly advanced in immersing players in an easily
traversable, flexible, and interactable digital environment. Mission objectives and player locomotion
facilitate dynamic experiencing and tell a story that develops with the player (Xu et al., 2026). Traditional
linear storylines are maintained through gameplay choices that define one's pathway and determine one's
outcome. Advanced technologies such as automated story progression and intelligent narrative systems
have assisted in making storytelling a participatory venture (Kumaran et al., 2023). The merge and
interaction between player and reader roles are augmented through multi-layered, game-like narratives that
require reading and decision-making (Nash et al., 2026).

Player agency is an important component of these types of stories. This is defined as the ability to
alter instances of events, dialogue, and results within a video game environment (Rezk & Haahr, 2022).
The inclusion of more advanced systems, for example, language systems, has allowed for dialogue and
narrative responses that are personalized and more dynamic, further expanding this player agency.
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Advances in digital game design show the benefit of narrative planning coupled with character simulation
to create a co-authored storytelling experience (Wang et al., 2024).

This structure is improved by incorporating narrative branching, which allows players to make choices
that create multiple endings to the narrative. The tools that implement branching narratives offer the ability
to create more complex interactions (Wu et al., 2025). The incorporation of large language models into the
game creation process has allowed for more simplified and scalable generation of diverse narrative
pathways and greater interactivity within the narratives (Sweetser, 2024). The ability to traverse the
framework of a virtual world metamorphosed into a structured narrative has also shown the importance of
narrative storytelling (Rist, 2024). Current literature has also pointed to multiple variables of narrative
agency that are configured by automated content synthesis and formless digital ecosystems (Letonsaari et
al., 2025).

The aim of the current study is to investigate the styles of player agency and narrative branching in
open-world video game scripts while focusing on dialogue variety, linguistic markers of choice, and the
effects of non-linear frameworks on narrative style and discourse.

The study provides a new avenue in the field of style and player agency and narrative branching in
open-world video game scripts. Through a systematic approach to dialogue variety, linguistic markers of
choice, and narrative divergence, the study tries to highlight a neglected area in the relationship between
digital narratology and game studies. Game scripts are studied as dynamic text that aids the veins of digital
narratology and interactive narrative studies by showing the subtle nuances of how various interactive
narratives are constructed to embrace a plethora of linguistic opportunities. This also gravitates the focus
of the study to the nature of the digital humanities and contemporary English studies.

This study is divided into five sections. Section I states the objective of the study and states the
importance that it carries. Section Il goes over the digital narrative stylistics and interactive storytelling
literature. The next section is Section III, and it describes the framework for analysis. Section IV is about
the methodology and data analysis. The last section, Section V, describes the findings and includes the
conclusion and areas of future study. This is a logical approach to outlining the study.

Literature Review

Studies now emphasize interactive narratives and the role of Al and player-narrativized content in
video game storytelling. These advanced technologies include large language models and procedural
techniques to construct dialogue and narrations. Other recent studies examine narrative algorithms, player
engagement models, and automated content generation. The studies pinpoint the growing use of advanced,
multithreaded narratives and script how video game storylines are responsively, interactively, and textually
deconstructed in digital spaces.

Rather than having one singular stream of sequential narratives, as was the norm in traditional media,
structures in digital media, such as video games, tend to include multiple narratives and diversify the
endings of a story to complement gameplay progression and the decisions players have made (Wen et al.,
2026). New digital media formats, such as augmented and interactive systems, have also redefined
progressive narratives and how users engage with these systems (Holford et al., 2025). The blurred lines
of storytelling and the Iudic aspects of gameplay break the traditional norms of storytelling and how
narratives are constructed within a game world (Krampe, 2023). The nascent potential of Al-rich content
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has also broken the barriers on how narratives can be constructed to be unique and responsive to the player's
decisions within a game (Wu, 2025).

Advanced authoring tools, such as structured narratives, are useful for defining player advancement
and crafting branching narratives. The tools are some of the earliest forms of interactive storytelling in
video games (Wu et al., 2026). The creator-centric method of interactive storytelling is enhanced by the
computational aid to help adaptive narratives (Li et al., 2026). The recent increase of generative artificial
intelligence in video game design has instigated ongoing controversies about originality, inventiveness,
and flexibility of narratives (Alharthi, 2025). The first basic research efforts into interactive storytelling
perceived the process of creating a narrative in a digital environment as the art of creating a backdrop for
the narrative to unfold (Spierling et al., 2002).

Style analysis of examples of digital and game texts aims to investigate the language to flag patterns
of discourse and articulation of narratives in reactive situations. Primary theories of interactive storytelling
underscore structure, engagement, and narrative continuity (Bostan & Marsh, 2012). The emotional
connection and involvement of the player to the game in shaping the meaning of narratives and developing
the styles of game texts were also examined (Smethurst & Craps, 2015).

Still, there is a notable gap in the research regarding the language used in interactive storytelling
systems, particularly regarding the stylistic aspects of player agency and narrative branching.

Current studies show that flexible structures are very much needed for interactive narratives. This
allows player choice to be determinant on how the story and the level of linguistic change. This comprised
strategies such as adaptive dialogue systems, branching narratives and narrative storytelling. The present
study poses the stylistic frameworks employed in the game scripting and how it determine the player
perspectives and agency. The narratives present in the forums and the literature show linguistic frameworks
designed for digital narratives beyond the dynamics of spacing and the very technical and structural
frameworks possess.

Theoretical Framework and Methodology

Stylistics and Narratology Framework

This study combines styling and narratology. Narrative styling helps to master language features in
interactive narratives, where elements of language, be it choice of words, sentence structure, tone, or
patterns of discourse, affect the meaning of a line. Combining these two methods allows the study of
different narrative paths that are constructed as the player participates, and different stylistic variations that
are constructed as the player engages, as different narratives are presented in the interactive open world
game scripts.

Selection of Game Scripts

Game scripts are chosen from open-world video games that are famous for better storytelling and
more intricate paths. Chosen games utilize dialogue options, decision-based outcomes, and narrative
endings. The use of scripts with different narrative structures, character interactions, and thematic
expressions is to provide varied options for analysis. The goal is to support consistent stylistic evaluation
and sampling that prefers alternative narrative structures, more varied character interactions, and thematic
diversity.
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Figure 1 Stylistic Flow of Player Agency and Narrative Branching in Open World Game Scripts

Figure 1 shows how game scripts, player choices, and final narratives intersect with one another in an
input-output series during gameplay. Player choice becomes player agency, in turn, drives the narrative
branching in different directions, with each producing variations in dialogue. The variations are analyzed
stylistically, in terms of tone, vocabulary and structure, as detailed in this framework. The system of
non-linear storytelling portrays the breadth of narrative experiences and variety of outcomes.

Analytical Approach (Discourse and Stylistic Analysis)

This methodology focuses on the analytical prism of discourse and stylistics to appraise the scripts
concerning the use of language. Discourse analysis is utilized here to discover patterns pertaining to the
structure of dialogue, flow of conversation, and sequences of interaction. Stylistically, the analysis is
concerned with the assessment of tone, choice of lexicon, and variations of sentence structure in different
narrative branches. This prism allows the articulation of effective stylistics of narrative branching and gives
ways to identify where a player's agency is lexically expressed.

Data Analysis Procedure

To ensure a systematic and thorough querying of language and structure within dialogue across
multiple diverging narrative paths, a data analysis methodology is developed that entails examination of
selected portions of scripts with the intention of identifying dialogue discrepancies as a result of different
player interactions, the categorization of the visual-textual analysis of key language elements, and the
examination of stylistic variation frameworks. The analysis is interpreted within the parameters of non-
linear storytelling to promote diversification and reconstruction of the narrative and its outcomes.

Here in table 1 is the methodology designed to identify the formal characteristics of open world video
game scripts. Table 1 illustrates the design of qualitative research, the data, game scripts and the criteria of
selection. This table shows the techniques and the style of the analysis (discourse and style analysis) player
agency and the branching of the narrative. This structure provides a basic outline for the recognition of
linguistic patterns and provides a framework for the analysis of interactive narrative's division.
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Table 1: Methodological Framework for the Study

Component Description
Research Design Qualitative research design focusing on stylistic and discourse analysis
Research Approach Interpretative approach to analyses narrative and linguistic variations
Data Source Open world video game scripts with branching narratives
Sampling Technique Purposive sampling based on narrative complexity and player choice
mechanisms
Selection Criteria Games with multiple endings, dialogue options, and interactive storytelling
Data Collection Method Extraction of script segments from selected narrative paths
Analytical Method Discourse analysis and stylistic analysis
Key Focus Areas Player agency, dialogue variation, narrative branching
Tools/Techniques Used Textual coding, comparative analysis of narrative branches
Outcome Measure Identification of linguistic patterns and stylistic variations

Analysis and Discussion

Linguistic Markers of Player Agency

Player agency is demonstrated through specific use of language in dialogue choices and narrative
prompts. Conditional phrases, choice indicators, and varying responses reveal selectable constructs. The
use of language to reply in alternative ways, through an action command, or other means to signal
coordinates, demonstrates the adaptability of language to the user's input. These constructs create a
conditional narrative in which the user must select an alternative, and thus defines the interactive quality
of the script, as language facilitates control and consequences in a narrative.

Dialogue Variation Across Narrative Paths

Dialogue variation enables versatile outcomes in conversations stemming from player choices. Every
branching choice in a narrative offers distinct dialogue that represents the player’s decisions and interacts
with characters. Optimal dialogue distinguishes by sentence length, choices of words, variation in
emotional tone, and overall mood. Some narrative branches may be designed to be concise and curt in
dialogue whereas others would be verbose and expressive. This versatility embeds players into the world,
providing various perceptions that are ultimately the players’ choices.

Structural Patterns in Narrative Branching

When designing narrative pathways, designers commonly use techniques like linear, parallel, and
converging branches. Some branches may take the Narrative to different stories, while others may lead to
different Narrative points. Each has a conditional logic, which supports the narrative progression imposed
by prior choices. Such pathways, organized conditionally, allow designers to balance complexity and
continuity in a non-linear Narrative. These patterns distributed across pathways reveal the systematic
construction of Narrative Design.

Stylistic Shifts in Tone and Language

Each narrative branch employs different tones and stylistic changes due to the context, relationships
of the characters, and the emotional charge. Examples of stylistic changes can be seen with the use of
dialogue or filler, the imposition of formality, the use of description, and the pacing of the narrative as a
whole. Some narrative branches may be more serious, stretching towards the dramatic, while others may
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be more neutral, or even whimsical. These examples all relate to the use of language that responds to the
nature of the interactive narrative, and showcase the language used to increase involvement of the
participant as well as to differentiate the variants of the branching narrative.

Table 2: Summary of Analysis of Narrative and Linguistic Features

Aspect Key Observation Meaning

Player Agency Choice-based dialogue options Reflects user control

Dialogue Variation | Different responses across paths | Creates personalized narratives

Narrative Branching | Multiple story paths and endings | Enables non-linear storytelling

Tone and Style Changes in tone and language | Shows context-based adaptation

Table 2 summarizes the analysis findings of the open world video game scripts. The analysis is
centered on player agency, dialogue variation, narrative branching, and stylistic shifts of tone and language.
The evaluation shows how the interaction of the game elements affects the linguistic and storytelling
patterns. The table demonstrates the player-oriented writing structures and how non-linear narratives
develop different and dynamic textual experiences.

Conclusion

This paper focused on the dimensions of player agency and narrative branching that exist in
open-world video game scripts. It illustrated the changing language, tone, and narrative structure brought
on by player interactions. It encompassed the various dimensions of player agency, focusing on the
narratology of open-world video game scripts. The results show that open-world video games have the
ability to go beyond the predecessors in the genre by offering player-directed dynamically expanding
narratives. The paper demonstrated that player agency was the most important of the dimensions,
considering the players controlled of narrative, tone, and emotional pathway of the game. The results of
this study reinforce the idea that the analysis of the discursive and stylistic dimensions of video games is
important. This is because it is essential to show how a text can be meaningful and evoke emotions in
players. The study has shown how the decisions of the player in a video game can invoke the feelings of
the player. The fluid nature of a game relative to the other mediums of stories, be it physical or verbal, is
interactive. The role of the player is a coauthor. The study has shown through its findings that agency led
to closing and opening narrative branches, dialogue, and control. It has shown that most of the narrative
goals are a consequence of an agency driven balance between the opening and closing of branches. The
balance allows for the players to choose between a diversion of story and its convergence. By maintaining
the balance, the in-game continuity of the running narrative is preserved, and a player can have a complete
experience. The co-founder of the game’s continuity are the players. The study also highlights that
open-world games can be viewed as one of the most modern and sophisticated varieties of digital text. A
unique storytelling approach is necessary here, one that restructures traditional ideas of both linearity and
authorship. Specifically, open-world games are an advanced medium where storytelling and interactivity
are intricately woven. The study calls for future examination of comparisons of elements of digital
narratives across genres, use of artificial intelligence in cross-genre digital narratives, and the impact of
other novel technologies on digital narratives. The enhanced player agency and sophisticated, adjustable
narratives in digital games will need to be mastered to advance video game narrative storytelling,
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