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ABSTRACT

Interactive narration based on new media has become important research topic for post-
narratology. It features non-linearity and can be classified as person-to-person, person-to-machine,
and machine-to-machine. In order to fulfil the potential of interactive narration, we have to deal with
the contradiction between narration and interaction properly, and lucubrate the motive of interactors
and the narrative effects on them.
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A RAERR R E A . WIPLEXTEAG (mimesis) AIAEE (diegesis) KX 73 #iA N
ST NIRRT I K m . HoJm, AT T AR RO FEIR AN BIBEAL A AU . AR
BT RE M, AR 20 A4 KRB —1T5 R BT E E OUH %
) NEMBEREME T EE TR, AEVERI A S, SEFEY (narratologie) —ialJg ik [E 73 6
Z %K (Tzvetan Todorov) A& PHH (1969) , (Todorov, Tzvetan. Grammaire du Décaméron. The
Hague: Mouton, 1969:69) i+ T SCiAl#R narrato (FUAR) FIA5 S SCiA 2 logie (RF2E) 41410 Al
EHIFAEXTRIE Y narratology. £2 2 KK RUF 7€ O K T ARSI BLE, KA Se R
MBI R AR FE DR B R R AT T2, SR E M SUAREL
HEWA, EENRECARIATHEH A, S4MEXHEEEVIRR. MET 20 th4 60 4F
B G S5 K T2 SCRTEAUER “AS524tE” Cincompleteness) , AR LA b O AR TG 55 T
AT Rt . SR BAR T SO 2o AU 2 R N S BEMELIAL I = ok In LA e, R A 2 W S A
AN N R MR R OC R . &l 20 REMKRE, T RFE PR Bk K
Az ORARAY,  Horbz — AR R s R A 2 T T AU ) s S e s S T S R R AR . X
AR R 25 SRR S 1) J5 B N AR B L — o A MR A A ST 11 ) R AE S i)
FESREE, T H O SCAR H S RHIE, s 5 ORI EAEH 2 E SRR FUE A BT
5, TEAERI G & A AE N SE B A AR A A b . R HENFENERFEE
TRAEWREY:, AR SR80 BN FELS 7RI S,

— AR S EAERFE LIRS AL . FHEE AR ARG ORI T 4% X2 52 (Torben
Grodal) 7£ 2003 FFakitbda . ARiE “AEdett” VLR T RN, R N SCR A4
WEEE R, TELEMS “EElEH” X—RiEMEERE. X—AREHER T HEIRE X —
fife e SURBIB AN 433 (B i T8 Bk i 28D Frfe B R . MR 2, ZetEg
AT EAE RS S RS (RIRIRCR) =Y, ATRESEMEMERi. Bk, 3RATAT
LA A TSR S R A i Fa2 e 1 i AR S & ifE RIS R A2 e, A
RRMELE “ Rl SRR SIS R MR 2) MHEANE B L EME R 21
(1), PR B SCHSCEHEROBT R O R . ANl i A2 DU AT B e £ . 48R, BEE K
HEFATRESCFEA R . ARBAIERE, DAOHENSE P ARDIRRED o R, AT
WAZRIX o3 W AR B S it Sk, DR g BOE s e R B R T R Bt — b B T W AR 5
(Grodal, Torben.Stories for Eye, Ear, and Muscles: Video Games, Media, and Embodied Experiences.
In The Video Game Theory Reader.Edited by Mark J. P. Wolf, and Bernard Perron. New York:

Routledge, 2003:145-147). M KFZEML AT TLLAEH: “THMMNE” £505 71718
NIRRT, ESEbr bR s (BN R EMY, w XA T IEL M. PR (Nicolas
Szilas) 28X oy T BRI B = A E B o, @R BRI RS A ARE
(AT S AT LA A I R R G A 2 dnfel A AT RE S — MM EAE A 2 e Rk 54
P2 M/EERROTE? N TR ERX—(ESPRfaEH? H=, HPrrftita: WA
FUORULAR il — M T AR KRBT A2 W AE R R A AR A4 ? i 5 R G E
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TER? M afem Bl A RS (BEE. WS . M. JLEInBRaE) 52 B iR i
? K=, fEFEMMERAA? HPwfrm s Bk fea R mE S5 ER? /E&H 2 EER
BRI R RS 2 R FE A R R A ERAEH S T RSN, Wi ‘55—
ANHCE” 7 PLE = A AN ST R, 56— A ] B O 5k B (Szilas, Nicolas. Authoring
Highly Generative Interactive Drama.In Virtual Storytelling: Using Virtual Reality Technologies for
Storytelling. Second International Conference, ICVS 2003, Proceedings. Edited by Olivier Balet, Gé
rard Subsol, and Patrice Torguet. Berlin: Springer, 2003:37-46). ik jr] %t 152 B IEAUH A
o O T HERRATIR B A ASRIVE SRS R B 22 5K PR POAF LI PAX 73 (2005) -
—RRHMESEEAE, TR IR AR R R A B, =ORAE AR BT E B R g AR A
FIAE A%, DU SR WA i ss 5.V (Marie-Laure,Ryan.Peeling the Onion: Layers of Interactivity
in Digital Narrative Texts.Based on a talk presented at the Conference "Interactivity of Digital Texts,"
Minster, Germany, May 2005).
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WA HAY . FEAS KA P E, SEEAERE L ANBRAZ BAON F, HLE AR AR N NBRAE |
AN FBORAER, RIRTAT 6. &, # 6. EER. PR Eak. Bt AR 715
DAL Ll I AR R AT, T3S 7 ANBRAE B H . TSN i & Red, AHIAZH
RS NIEH , SOV BRI RERIHa) /1. RN NFRR A BAEARUE T, S —
e mblas CHBERRR) K. 1S & /R (1991 Frieing. wit RIFKET REH
NPA] LK Rl 45 ANAE ot ik, WOk R N, SEm i R — 3% 3l ) 5N AT 30 5 B (Laurel,
Brenda. Computers as Theatre. Reading, Mass.: Addison-Wesley Publishing Company, 1991:146).
Rif, EMHIE TR AH/R (Daniel Sobral) 28 AFTHR A, A2 TLAEASE b 0 AIZ 3 15 E 2
RELRAFAEAER R CR LR LU 2 & i 7 04730, AR A% 6 H BRI S X
(Sobral.Daniel, et al. Managing Authoring in Plot Conduction. In Virtual Storytelling: Using Virtual
Reality Technologies for Storytelling. Second International Conference, ICVS 2003, Proceedings.
Edited by Olivier Balet, Gérard Subsol, and Patrice Torguet. Berlin: Springer, 2003:57). ALAL3Z .7

RIS H AT AR SR B B

W AT BN ER R ) 22 B R A A AR S, Hdh oz —i e A N EH P AliE
TR Z R RetE . IEWER B TR ), et R B IR R e — . TFEANLATRAT
Peflt 7 RB AR T e AMIRATE TRl LAE R LIS s AT v KIS )L, 1 Hoid
W B BBESE AT, #HEAEK. HENLNAIE AN HEARE RSN . BN
M RoTA 2 EElR, 18 Sae 7] K BADG KT TL . £ (ARIT)  (Mortal
Kombat) H, "M 16 NXfFHAEIENNIFET, T HZ HE A LMEIE—id. MUDs iRt S R
MAERZFMRIT S . ErENERS, BRAMEAFIFAE R A —%ar (LA SCH
Rt Ewtl) o WRAMEZRE, PTEFRE. AL, wATRIRAARTERES RO RCR, A
FFRZE . —/MEE WTAE W 5 B AR rh R — /M E TR ? e Bz sk E? &
AT 7 B B SN DL 5 A8 1t . ik, FRATTEE TR 3 AR T S5 A sRAT 4 S8 Y A e
(Murray, Janet Horowitz. Hamlet on the Holodeck. New York, NY: The Free Press, 1997:154-155).
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BT B ZARIFIEL R GIEMN (EXANFIRMIE X L) , (HEFES5MEM, KHT2H
FURIN . FERLEEARME MY, WELEHZARFIBOEN SN B, EHAEN S, hiTaT
WEHSH, SNEBRETHAEARENSEH, EREANRR, —N2AREMFELE
N AHME G BARA, —MEmATRRTE AR RS, ” (Paul, Christiane.Digital Art.
New York: Thames & Hunson (World of Art), 2003:67-68.) _I-i& W.A#TC5e 5T Fedl 16 8 K 2 o

(Z) XEMHRMEHE

“ZhHL”  (motive, motif) —w M)z, & XIWEER. EZRGIR, shHLTHER T
ER AP EDU A By F. SR RESE R, Tk, XM ENEEESRIER
S HMEREM. BB, SFEAE IR NN NIR YT, BFREEER. WX —F
EE, P LLE— B X AalER (BOFR#F) B, 2R AMREHL. S8 E GL#F.
WAREAZ HAED) HISHLEE . XL ] R b ac i . DL RSk (alternate reality game)
Nl B ISEH SO G R IT A B, KWW A2 EER SR ER, DR 6
22 Z5HEWNEEBATI MBI . AR iER i e A TR =60, ik
HHEBESIRTP A ES), WEETEIRPE, MR, X g BT
XEAE. BT BB s IR BB EE . A, BREEMN EAAR, Mok a2 AT
PLSCA S AR R . LR R, L EMERCEEIT K WENRA S E 0, RS W, H
FTREENFEGHP S50 E R, Hik, GREE . WRSEE B M shPLR AT T
(I

EEAERFREZ LA RS, MEOAR Bl AR AR AR LR R . RE L, RATA
e ZALREEAE FL G DB 3R o B 22 R 1 RR e A8 ELE 2 e AL In) e, RIS Dy ) AR 11
Rte wAE (E ML SERALSE: O ST EATRUR 58 ME) (2000 — 54
e A H M SCAE B P S ARRONLES . B M AR NIE ? — R YUE T . X
KA EANERIBI T, & EL R e NP mia i) 2 B IR FE SCAR -+ -+ 0 2300 STAS HHE SR A
Mo XATREEMCETTITHHE . 8BRS —FETL. HESEBIAARAY, Wr2IA R E
s, BCEFAGA AR . =R AIRR TR AU W R F RN 2 22 I A (g 1,
AR HBEA R RERE T (BN K2 S #GR T — 870D /23R40 AT 6E
PERI S A T ALES , JRRHER Ry “ Bl ABeit 3 BRI AP o DU AE ST
REFIZAT . BF R AT BN, s AR H 895 U2 ml ras A i Ao A8k
Z A RIAESERE beee s TR SO o 3R 72 H 7 SCAS TS B ST A 500 4E I8 2% 5] 3 B 1 1028
. FERFRRIMBIHL, SO mr gl 2 FH 7 e B JF T NI H 1 5 U4 SRkt
o ZNRTUIER ORI, X —JEREICAURE . LRI ST . FEERISC BB, it
55T B SE AR B AR — A AL, BNk A il e e A YRR B AR AT
Do TR MR A& 5 2 5 WURT CARIRE s B 0618 1T PR8I S e F AR 2R 81 Ja 7
24 B 52 i 4 5 (Ryan, Marie-Laure. Narrative as Virtual Reality: Immersion and Interactivity in
Literature and Electronic Media. Baltimore and London: The Johns Hopkins University Press,
2001:211-212), R4 #rid 2 bL A THI 1) o

(W) XEMRFLFE

AR SR EAERTP TG A AR PR AT AR BT R AT AR B B P AT Y
WAZEL I Al A A8 ELAE A 08 o e AR I B VB N Itk (BT RIS SO 250N %54
K12 5HRMIT IR RN ERZERATER . FAE 20 4 80 X, 77 d /Kt EiRE
AL H AR EIROP E, JFIPRER S e B (R T S A LA Aok, BT B sk
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I H AT R E VI GE . 298, XA UL 7 AR . HE RN R
oo MR RS H DR SN Oz /NPT TAE . Z408 B ST K I &R 585 7 9 SRR i
M, EHF—DMLZEFHEYE T AL E BS54 RISy t v LT =
AEMAY) GXENDRA AT , Bk ES R FHNER, SHEBEAES L, (HIHEAY)
SRR, @SR RRMME T . EFEFMENAY A — M v EH. i)
HR R Z: B8 B HE M, AR, B4R ATER DR — AN E
Ns BAB EIEEFFATIAINRERZ KK ST 550E KU, S EERaTel, 1mH
BRI 8 B2 AL —H N ISR B RN X Ry . (B2, X TR R 300 A8 B (1)
AR, BT AGRAES, MH, SRR, TRIRMARS BT AE SRR R ——e 5
SELHLE W, Oz ANHFTEM TAESFIRAT: MBS ANHESEME, K EERTEAA
TIANEE . N T RIEE B A FA X BT, BT R EEEH| & (story controllers) , DL
IR AT ZE 2, AGBLTETE 52 2% 1 S A (0 HE 328 3 IS RE A8 e 1T A 00 DAL, e 0 286 i 0L Ak 5
82 7% e X g ) DR P SEMLTT RO AT RS . 8 IR S A ot B R i B L2 AR Ak, (H
JT, EIEREARAE . T RYERII e, TS e 0% B AaR . 59 BT R S kD, B
WTFENRERFHIEMREE L DGR Bk, FEIULRR SR>, e N,
BE UL IS NIEAER T R, RERNAREER S ENR RGNS R . FRATL 0
KIBGH I SEZGUE T 2 AR Ak %4528 (Murray, Janet Horowitz. Hamlet on the Holodeck.
New York, NY: The Free Press, 1997:202-203).

ZFAihisk (Daniel Sobral) &8N (TEY5 512 RIS/EEHE)  (2003) —C#—HBfath: A
TR B, AT L0, AR AV P i E AR g7 55— J7, W3
VE#H TR EARFF M SN . ZEPh AT 8 AR, DAORIEMCHE R =l X AN BB S B A 2 2L
TREFE, B—HEI0kEPE, 288 %EMFEREE Cinteractive narrative environment,
INE) Joikilf. H, 43T EEMESAEH T 208 BARN, 302K s 5 0 G1)id itk
KRAGHEAMAAE (i, ZEORIEREE F BB R KA o DUET yr i a8 Bk
WSS R EAFE R “ BRI NS BRI o0 TR 5] SR U B E ), AUt
Fr i 75 Z 50 B V] BEAE NI SE L TS T ) RGN S BRI R E A . T H, 2GR T
15T AR R W i W, s HAMEREREER R B, X E RS mnsgfE#. A
b, BRE T FRe i AN R A D BT INES Ty, X R A B kR 2 H R I 25 1R A I Gk
EMAEFENSRIEMEZELZ, 7 N7 FERXRADE L B AR, 38 B RG0S R
WEELRE, ¥IEAZHECE M FEEM) MHEESE R RO K TAE (ZE A5
Xesmmik. 5183 /M. fEEAN BEEHISHE R NIAT N MR, RRBREEE e
BT O E 5. X — RN TROES ((EXS&EE) FIRRT 51 Z (8] 5
B/AMb. B T FE QIR 18 SRR L DLW 2R F K I gmAE iR S, DA H R At
ATHEE SR AN Wi G 1 T AR BE R A R B o IX 20 51 R AN SEI A 2 TR P e, X iR
22 FEARXUTT A A B 2877 i R A G, TR bR DG M R 38 B 26 2 R AR T DL SRIMAT 1 (Sobral
Daniel, et al. Managing Authoring in Plot Conduction. In Virtual Storytelling: Using Virtual Reality
Technologies for Storytelling. Second International Conference, ICVS 2003, Proceedings. Edited by

Olivier Balet, Gérard Subsol, and Patrice Torguet. Berlin: Springer, 2003:57-58).
(B) ZEMNEFHBR

52 T AL AL T ST Kot BRI A RRAOWUR N TR . 28 5 SR
S, NTT 2 BB IR, 0 I AT R, AU T A L MRS TF . [N
Y, X2 5 MR LT . HE GRS B AT T FRAG, TR, e A e )
N, MEEZERER, HEHUNS SR OIERE TG . RITEN %S T
R S, FEMISER ORI B0 RO RS R T, MR A R 5D AT B
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77, TATEGR 93 B I AU, B SRAER ) LRI B RTE 4T3 . MUDs 5540
i diEak (Live Action Role Playing, LARP) MIBtFHEEZ SH#HEZ N2 5y, 4 NEAE R E
Pris R 2 2GR ARIEFE A R o FRATTIEAEAR Bt 5 B A = ) —#5r, w] AR A E A
(112 5 PR PRI T Y I AR B FRATTIEAE — R s 1 A S0Ke 2 ) R DL AR Rl 110 28 DU B 3k 1) 2
5%, CLECK IR S ORAFUTIR BT B 1 73R B & %5 (Murray, Janet Horowitz. Hamlet on the
Holodeck. New York, NY: The Free Press, 1997:120,125).

FEe N0 T A HAE AR E e AL, IR R LRGN BN LT — /2 28 BAERL
FRL 7 ZARGIRIR EACHER . Hrdehim b irih . JEI L, S EAERRAE T ER B SCAL )
R R BN P Bl SCTE sl GMARXUASGR M), AF 2R Z A Y
e, BZARKHSN . (ZH02) BrE A28 8] 5136 0 m afs vk . B R RO IT TR
(Stallabrass,Julian. The Online Clash of Culture and Commerce. Millbank, London: Tate Publshing,
p.68). el HAEAFAAIL ¥ B B AT A BME. FORTEH . “TERCE AT E R AL,
R WA 7 — P EZE R . A2 — 6 i E AR, BEFEOME Ceult value) H4 R
TAERPE, ENURE IR, ERME (exhibition value) #Jm 1 F & IME: TEET
SRR, MM E (manipulation value) R T FHELIIMME. 7 (SR (FEiEA5 A 5
TEZE) , ZKHERE, JVUINTERSE HRAE 2007 SRR, 2R 99 ). =R HMEMFER G 1S P
HPRLBEREOR . IEEDnE, SEE R AR R FIU/R S (Barry G. Silverman) 25 AMH{S: il
ok DA— i B AT U7 ) A ks 20 20E KA AR BE IR SR AR B R B, R 5 B AR AR A
2%, BAVEEEE WAk A 78 4018 5e v] LS (Silverman, Barry G. Authoring Edutainment Stories
for Online Players (AESOP): Introducing Gameplay into Interactive Dramas. In Virtual Storytelling:
Using Virtual Reality Technologies for Storytelling. Second International Conference, ICVS 2003,
Proceedings. Edited by Olivier Balet, Gérard Subsol, and Patrice Torguet. Berlin: Springer, 2003:65-
72),

U7, T RIS EEMREL AL, A ANAUAR, A RIRFALNLE,
WRIEICE, 1776 FHANMPEKIR « L8 (Simuel Johnson) FINERR:  “EA d M R PG AT
PLEE A . (IdkAE) 5t AK. 7 (Douglas, J. Yellowlees. The End of Books ——Or Books
without End? Reading Interactive Narratives Ann Arbor: The University of Michigan Press, 2000, vii.)

LR, M TS EA NS AR NFTEL . BEEER D G, ZREME S
W EEFEAZEFFI « Wk (Suzanne Lenglen) MHE5| H CHISES AT, B 5 50 A
Z AN B A R T ARRIZ) G, BTl KB R T35 FRELAE & F A B ok T ~ 2. s
e COXPFPREIVES, DL BT R EINE S AR A R AR, AR T 58 4 2 T R ABAE « Ak
(Edward Bullough) 7EHZA KRR SCHAHRHER COBEEE X—M&. AR ERME
——fxiE, . B, ANEWAMZARIER —E MHEASE, B, XHRATEMR
M, CHRSET , BUREHEMN CEWME o7 (R e B (SRR, xR
B, PEMSREH R 1986 FiR, 2B 368 . VKIS SN (TEAS AR R —FpE
JEU R “OERERES ) OREFT (PEELHE) R 1912 £ 6 A5 . ) T E 1R K i
(Brian Wilson Aldiss) (&) . EEERMHETE (Ray Bradbury) (KT 451)
SERMLY/INERE RS B B 2 A R T2 W R0 B R SR I A AR St 'S . 1R A B
ZAREBIIERR, 2B 7P . DLy (Theodore Roszak) ({5 B H——H 5L
MIESEIEMB4EZAR)  (1986) — il N:  “RIMETEHE L DUZE I i B 1 ek, 3.
AT AT DA I — e i ] B B () v T JEAR . ik HL IR AR 78 S 36 YA I 1) 5 4 FLRUIE D 55 KAT N B
MR BN, REZBHSE. 7 FHiw (GEEF—EIME SR IENE4EZR)
HIAEAE . PRAATTE, A E XS AR R F] 1994 i, 2 108 T, )
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LR (Margaret Morse) WIXTAZ AL IS “ARBUER” Fonmet. thily: —H “3F
7 1R [5) B A ol PR 5t 2 TR AR B 20 e s, — i B A R A AE — SRR N BB R T 2
e BEEEMHAEAR “B—AL, —ANEBREBIE A “THMW” RN R R
P E5WEERETE, A, RS BHIFF RAn. AEhE . gk il e s S5 N\ & 1 Bh
2 NEFE S EG T B XFERIAE B OB 2 h— PR o AR R A 2 T S5 A Y
WAL i, XA FARAE 2 BSCA — Fh R Dy B AL B ) SEYEVD R A E . SR, A
TRAZ B — Font A N PR S 5 00 RIS S Bt RO AR R IRl AR U, SR R R AR PE
THMER, ARFERA 4 A T BRI 78 AL b BAE TH RN R R &8 B ZR 78 B N5 B AR Bl
fRCMER? 7 (Morse, Margaret. Virtualities: Television, Media Art, and Cyberculture. Bloomington
and Indianapolis: Indiana University Press, 1998:21-22.)

He b, RS S e EIEAEES S LUR A . S b, RS S ER
HHAFAR R E RN . BB E RS Wz Ful: EDoliEk (FZMD  (SimCity)
BF,  ANATTAT PRS2 3 BB SR o DS B 78 24 10 T K DU IR S AR 3 H AT ] E0TA 40 A 1 5 A AL
77, ALK BN TE T AN e R ], R E SRAT R R B BT AER IR Y
Ry WA G 0T 2 RS I BL R I R PE, AR DA F AR AN R A ) LA o IX A
FORRIE N T WA B firats RE e . 78 (4 « KIZRRISCH)  (Sid Meier Civilization,
SCHRFRA “SCHR” 8% “SCBIAE” ) b, R ERR R RS B TR, TrE RS AT DA —
SRS, FEF LR REE CRER . IFENASIE IR T EST, NERRRES
FARB DRI e G SCHIPIH R NIUE T A AT, WA G n] RN AR R IR, MIBERAE
SNSRI B X, B E R IIR 3 3 . RIRS R BV T DUBR R A HBR P s S
{HIRE 2R RA T S FAE R DT BRI X . AATTRT DATE Se A st @ ey, ] DA ik T A ik
PZWC. AR E, 2RI, 8k 2 JTNEANT . BREIAH: 4
SR, BAVLZHE— Db BRI S B B &S E AW . ML R, (P A
) M T 2 AR A (i &3S AR R R B R 1, LR AT REAS FIAN G
ZHEW . () MEE PSS EAR T S SRR WKL A AT T A 5
PR, mAERFE B, R IR AT N MR RS R, —REINHE
SR, —RYTKENSEREN, =R RERECHE . TEA U EA], Wb
o S AR B A o AS[R) R B A B R 2 ), FAE AR HE IR N AT 2 8552 .
BLAE — e, Wil S R R, R — N E SN IR i, A A — e R iE AR
M SCEA A R HERIE 2 AN R SC 2 (R T ASRE G Sr A b & 7F . BB B A5 RIE? X fhoe R 94
AREVENMERIIFRE? (Murray, Janet Horowitz. Hamlet on the Holodeck. New York, NY: The Free
Press, 1997:89).

NEE ] AR AR F N QB T, A BRSSP ORIS R . IR,
JESE 51 8 BT R A B M N TR0 S A B P PR A R e AR RO AT BE o IRV E A LA A
20 MR R Ay (NG R AR, A SEERTER R 9 5 T A S I R R B T AL
ACAEIZRERI AR, FRATTRE S RIS IS, IR AR 2 AR 5T
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