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Overview                                                                                                                                                      

 

 The game I will be reviewing for the narrative game review assignment will be Mass Effect 3. 

This game has many strong examples traditional storytelling elements and themes and is based around 

the concept of the Hero's Journey. You play as Commander Shepard and you are set on the task of 

uniting, saving and leading the forces across the galaxy into the final fight against the Reapers , a near 

unlimited army of synthetic beings made for the purpose of harvesting organic life. During the quest 

Shepard is faced with many difficult situations in which the player creates their own image of the 

Commander with their choices. Through out Mass Effect 3 there are multiple examples of storytelling 

elements and concepts which lead to great narrative sequences and elements. Mass Effect 3, like many 

stories, has multiple examples of good and bad narrative elements. 

  

Characters                                                                                                                                                    

Main Characters 

Commander Shepard- The Players character, A Commander in the Systems Alliance Navy. The player 

creates their own image of Shepard at the beginning of the game, setting facial features, gender, first 

name and back story to create a better playing experience by letting players use the Shepard they 

choose. Shepard is tasked with gathering the species of the galaxy joining them together to fight the 

greatest foe to all beings, the Reapers. The use of the name Shepard is a reference to Christianity and 

Jesus Christ as Commander Shepard is tasked with being the savior of all. 

Admiral Anderson- The Mentor of Commander Shepard. He always on your side and gives you the 

initial task of uniting the galaxy against the Reapers to save Earth and all other beings. Through out the 

game he is reminding you of the task at hand and also reminds the protagonist of what is at stake.  

The Illusive Man- The Leader of a group of radical human extremist called Cerberus who gets 

whatever he wants with his limitless funds. As one of the two main antagonist he hinders Shepard's 

quest of joining the species together due the pride he holds in humanity. The Illusive Man wants to 

control the Reapers to secure the strength of humanity against all other species. In order to control the 
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reapers he fuses the followers of his group with reaper technology and eventually even himself but in 

the process loses his humanity and falls under control of the Reapers Indoctrination. 

Groups 

Reapers- The threat against all life of the galaxy and the main antagonist of the game. The Reapers are 

a force of Synthetic beings with ultimate power that wipe out all advanced existence but leave all 

undeveloped alone. The Reapers were created by an ancient race called the Leviathan 37 million years  

ago for the purpose of keeping peace of all species by making sure they never become to advanced and 

create synthetics that would destroy them. The way the Reapers best felt to accomplish this task though 

was to completely wipe out all advanced civilizations and start again in the thought the the next life that 

would evolve would possibly not have this problem. The Reapers goal is unattainable as eventually all 

life become advanced  and create possibly dangerous sentient A.I.. The Reapers have gone through 

nearly 1000 cycles. 

Krogan- A species of large aggressive reptilian creatures that are known for their strength and  

hardheadedness. Their species once was one of the greatest fears to the galaxy as their high birthrate 

and unparallelled strength and anger led to the attacking other races and killing many. In an act to end 

the attacks of the Krogans the other races created the Genophage and sterilization disease to spread 

across them allowing 1 out of 1000 to not die in stillbirth. The Krogans were eventually thinned out 

and pulled off their attacks. Due to the Genophage the Krogan race is set to an eventual extinction but 

many of them don't care and continue to live their warrior lifestyle. 

Salarian- An Amphibian like species who is often thought of as the smartest species in the Galaxy. 

Salarian species base almost all decision off of logic and have photographic memory, never forgetting a 

fact thus many of them act as scientist and researchers across the galaxy. The Salarian were the creators 

of the Genophage and many have no regrets behind sentencing a race to extinction. 

Quarians- An advanced species that once lived on a lush planet that now wanders through the galaxy 

through ships after losing their planet to an AI they created Called the Geth. The Quarians created The 

Geth to preform everyday tasks such as farming and building but eventually became sentient as one 

Geth asked his owner if he had a soul. The Quarians were afraid of this advancement and began a 

massive shutdown of the Geth. Fearing for their newly found lives, the Geth defended themselves 

forcing the Quarians from their home planets and floating through space with no home of their own. 

 

 

Breakdown                                                                                                                                                   

 Mass Effect 3 is a game centered around choices giving the player the freedom to create their 

story. Mass Effect 3 begins with Commander Shepard on Earth warning the Alliance navy of the 

impending Reaper attack and contemplating actions to take when a blast from a Reaper destroys the 

room starting the chaos and setting the scene of the overwhelming force of the foe they are facing. 

Knowing they have no chance of defeating them alone Admiral Anderson sends Shepard out to unite 

the forces of the galaxy. Shepard must go out across the galaxy settling long running feuds between 

species and supporting scattered forces to ultimately join them together for the final battle. Throughout 

this process Shepard will be given choices that determine if he is willing to do whatever it takes to 

defeat the Reapers. 

 Through out your journey you are given choices that effect not only your game but the impact it 
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has on you. The first major task Shepard is given is to end the dispute of the Krogan Genophage. The 

assault on the Reapers will need everyone to even have a possibility of success and the Krogan support 

is a necessity. The Krogan however, refuse to help unless the Genophage is cured. The other species are 

reluctant to cure it as they believe after the Reapers are defeated the Krogans will seek revenge and if 

Shepard does he will lose the support of the Salarians. In private the Salarian leader informs Shepard of 

a way to trick the Krogan in to believing the cure had worked and if you do it you will gain the Salarian 

support as well as the Krogan but would ultimately be dooming the Krogan race to extinction. Shepard 

is faced with the quandary of betraying personal friends and teammates to gain the support of the 

Salarians leading to one of the toughest choices in a game. 

  The players choices continue on into another quandary and further personalize the users 

experience. To gain the support of the Quarians, they task Shepard with taking back their home world 

after 300 years from not only the Geth but Reaper forces that are now on their planet. As Shepard 

supports the Quarians in their battles he infiltrates one of the Geth ships and comes face to face with a 

sentient Geth named Legion. Legion supports Shepard in removing the Reaper from what is their planet 

as well and during the process learns about the irrational fear the Quarians had and the unjustified 

extermination of the Geth units. Combined Shepard, Legion and the Quarians defeat the Reaper on the 

planet which leave just the Geth and Quarians for the final assault on each other and Shepard must 

support one side which would undoubtedly annihilate the other or attempt to form a peace between the 

Geth and Quarians. 

 The players choices through the story can also effect the what choices and actions they are 

given at later moments. After many more battles and many more choices Shepard finally gains the 

support of the  species across the galaxy and for the first time unites the galaxy. While grouping for the 

ultimate fight and delivering an ancient weapon developed by the civilizations before them to destroy 

the Reapers, Cerberus steals part of the weapon, delivering it to the Reapers over Earth to give them 

more time to work on controlling the Reaper forces. Now that the weapon is above Earth the only way 

to access it is to go back to Earth and ascend through the Reaper ship. Shepard along side Admiral 

Anderson fights through the ruins of London through the many hordes of Reaper husks and finally 

makes it to the Weapon meeting The Illusive Man and seeing the monster he has become. The Illusive 

man had implanted reaper technology into himself and becoming a puppet of the Reapers. Depending 

on the choices made throughout the journey Shepard has a chance to bring out the last bit of humanity 

left in The Illusive Man and have him help you or you convince him he is pathetic for being a slave to 

the Reapers and convince him to kill himself. 

 At the end of the game the player must make one last choice that sums up the users experience 

and concludes the story. With The Illusive Man gone and Shepard battle damaged and staggering he 

makes it to the core of the weapon. Shepard arrives and is greeted by an A.I. called the Star Child who 

was programed by the creators of the Reapers. The Star Child tells you of the three options you have to 

defeat the Reapers. The first option is to destroy all the Reapers but this will also destroy all A.I.’s but 

he warns you that one day it is possible a species will create another sentient A.I. Similar to the 

Reapers. The second option is for Shepard to be absorbed into the Reapers technology and to live for 

eternity controlling the Reapers but the Star Child warns over eternity one values can become skewed. 

And the third choice is to merge all synthetic and organic life together to form a peace between all 

machines and humans. All choices end with Shepard sacrificing himself to save the galaxy and become 

the savior of all Life. 

 Mass effect 3 is a game that focuses the main aspect of user experience off the users ability to 

create their own story. By giving the user their own choices to make, the story that is tailored to them 
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creating a rich personal narrative experience. Mass Effect 3 successfully creates an engaging 

experience that can pull almost anyone in with its deep back story and strong player choices. 

Strongest Element                                                                                                                                       

 The strongest element that is used Mass Effect 3 also happens to be one of the strongest 

possible elements that can be in a game. Mass Effect 3 heavily uses the idea of player choice whether it 

is being used for the players hair style or the players reactions to emotional story moments it greatly 

helps with the immersion of players. Using this element to determine the story strengthens the impact 

on each choice the player makes and as the story progresses players are able to form a deeper 

understanding and deeper attachment to the story. The greatest effect that can comes from this idea of 

player choice is that it gives the feeling that you are writing your own story which is deepest form of 

player immersion and that it creates intense plot element centered around your choices. 

 

Unsuccessful Element                                                                                                                                 

 While player choice can be the strongest element in a game it is also the hardest to use and 

maintain properly. Due to being able to shape Commander Shepard with the choices you make thus 

forming your own personal vision of the character, certain scenes can often be jarring as when Shepard 

reacts out of character because of the choices you are built upon. One example of this would be a 

dream sequence that haunts Shepard due to seeing a child die during the Reaper invasion of Earth. 

While for some player's versions of Shepard the dream sequence would be plausible and realistic, 

showing the guilt and blame he puts on himself for not being able to save the child and the many lost of 

Earth, another player's Shepard that focuses on end results and does not care what he has to do to take 

down the Reapers would feel out of character that he suddenly feels guilt for one child that he did not 

even know. With these out of character scenes the players immersion is broken and hurts the effect of 

the story. To improve this issue the game needs to improve the game concept relative to character 

development. 

 

Highlight                                                                                                                                                      

 The highlight of Mass Effect 3 for me personally is when Shepard is making the final decision 

to whether or not cure the Genophage. Shepard has the weight of the galaxy on his shoulders and he 

must get as many forces as he can. The only way for Shepard to get the support of the Salarian 

Dalatrass (queen) is to betray his friends and Krogan allies and keep a secret between him and the 

Dalatrass. In private the Dalatrass informs Shepard fake the cure in order to trick the Krogan. Shepard 

is sent out with a past ally and friend, a Salarian Scientist Mordin Solus who has worked on the 

Genophage. When finally arriving at the tower, which is near crumbling as the Reapers attack, Mordin 

is working away as fast as possible while burning rubble is falling from the walls. Mordin feels guilty 

for what he and his people have done to the Krogan and he is ready to sacrifice his life to cure the 

Genophage. Then the moment for Shepard to make his choice comes. If you to choose to follow the 

Dalatrass you pick up your gun and you are forced to shoot Mordin in the back as that will be the only 

way to stop him. If you choose to disperse the cure you are forced to leave as the tower is ready to fall 

at any moment and he stays behind and finishes the cure sacrificing his life. The reason why this 

moment is my highlight of Mass Effect 3  is it the strongest and hardest choice you make in the game. 

You are given the option of shooting your friend in the back and dooming species or lose the support of 

a major ally and possibly lose Earth to the Reaper forces. 
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Critical Reception                                                                                                                                       

 Mass Effect 3 has received multiple awards and released to critical acclaim. The Game received 

a 10/10 from Game Informer  and the reviewer Andrew Reiner said “BioWare has delivered one of the 

most intricately crafted stories in the history of the medium".   Mass Effect 3 also received a 9/10 from 

GameSpot with reviewer Kevin VanOrd saying “Mass Effect 3 is a remarkably satisfying conclusion to 

a beloved trilogy, and a poignant and memorable role-playing action game in its own right.”. The game 

currently has 89/100 on metacritic. 

 

 

 

Lessons                                                                                                                                                         

 Player Customization- Letting players create their characters allows them to form a deeper 

 attachment with their character and a greater immersion into the world. 

 

 Character Consistency-  Choice is one of the most difficult things to implement and when done 

 improperly can result in characters that do not feel authentic and can ruin immersion. Holding 

 character consistency is very important and making sure that every possible character fits in the 

 scene is an important  detail to pay attention to. 

  

 Story interaction- Allowing players to make the choices of story quandaries magnifies the 

 impact that these choices have on the player and lead to a much richer interactive narrative 

 experience. 

 

 

Summation                                                                                                                                                   

 Mass Effect 3 successfully creates an amazing and rich narrative experience that's use of player 

choice is unparallelled. Having some of the greatest characters of this generation and most emotional 

events the Mass Effect series is one of the greatest examples of storytelling in a game.  The experiences 

a player receives from this game is like no other as they gain a personal attachment to Shepard and they 

decide the outcome of the galaxy. 

  

  

  

 

 


