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ABSTRACT

UI design is growing in meaning and form itself through the development of hardware and contents. And
it makes users accept its interface as a extension of the body and mind because of the substantial rapport
of the user and contents with developing of device and graphic. In this study, we analyzed user interface in
a view of digital storytelling by observing of its role within user and contents. Not only this, classifying
and investigating story elements in the games for forming the theoretical basis of storytelling Ul are
enforced. For the case study of Ul, we choose the game, Diablo, Half-Life, and Homeworld because the
game is suitable for the application of node-type storytelling and effectively uses graphic and input unit.

This analysis explains the interface has the contents data that divided or shared and it means the interface
performs its part of story nodes, which are extracted from the story, and choice. And we analogized that the
story elemental can be substituted and used practically for interface because the stories made through the thing
that users and developers are in the space of coexistence by the interface.

Storytelling UI will be a good way to make a most intriguing piece as a joyful spontaneous complex
that use story node. It is worth by reason of making by user and discovering live inner story so that it
can approach to the substance of the story.

Keyword : Storytelling, User Interface, Game, Story, Interface
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