\!./

GOD o WA

Continuous No-Cut Camera _' Player Agency in Linear Narrative
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God of War’s no-cut camera creates a Despite havmg a linear narrative, God of War provides

seamless flow between cutscene and many opportunities for player actions to drive the

gameplay. This results in a sense of story experience forward. This creates a

narrative immersion that is truly sense of agency in the player,

unbroken from start to finish. despite the player’s inability to
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change the outcome of the story.

Literary Parallels ' A2 Narrative Context for
All aspects of God of War’s world, | ~~ Core Mechanics
including setting details, supporting /- fA'- ‘ The maln mechanics of God of
characters, and side quests paralle‘[\k i , e Warare all deeply infused with the
the core themes of the story. The playe";ht\-:: S narrative. The relationship between
Is engaging with themes of loss, family, Kratos and Atreus Is not just
and redemption throughout the entirety of observed, but truly felt through gameplay.
the game experience.
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