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ABSTRACT

The meaning and development direction of storytelling of web game will be discussed
in this study. The digital culture industry is getting grow more and more by technology
innovation. But web game storytelling attracts attention less than technology
development. So assuming that the future of game industry is depend on web game
based on cloud environment, how much important the storytelling is for growth of web
game will be studied. Taking ‘Embracing Three Kingdom’ as success case, which is
representative web game in this country, the direction of web game storytelling will be
suggested by analyzing ‘Romance of the Three Kingdoms’, which is back ground story
of it, met web game and what complementary relationship made with it.
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[Fig. 1] Summary of ‘Embracing the history of
three states’
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[Fig. 2] Quest structure of ‘Embracing the history
of three Kingdoms’
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[Table 1] Main characters and their characteristics

F -
Character oundation Weapon Value
of power
Liu Bei JingZhou Sword Peace
Guan Yu Liu Bei Sword Loyalty
Zhang Fei Liu Bei Spear Loyalty
1
CaoCao C.e “t.ra Spear Power
district
Sun Ce Wu Sword Honor
Territory
Lubu XuzHou Spear Physical
Power
Fan
Dong Bingzho made of Feather
Zhuo gziod ade Ambition
peacock
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1) Chul-Gyun Lyou, “A Study in the Temporality in Interactive
Storytelling”, Digital Storytelling Society, Vol. 1, No. 1, pp7-41,
2006.
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