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UNRELIABLE INFORMRATION & CHARACTERS
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The core narrative eleqdent of Katana ZERD 15 that of questioning one’s perception of

eall . Characters consistentiy e to our protagonist, Zero, who hinself 1=
established as an under the withdrawal of the drug, Chronos,
mhich warps one’s perception of time and 1ts linearity. This anbiguity extends to the
Ccharacters’ very existence, with doubts cast over uwho 15 real, who Hay be 3 figrent
of iIHagination, or If there are at play. The primary concern of
the story, then, becordes that of the plavyer and Zero separating delusions fron

reality and discovering dhat 1= actually happening — a Jjourney that becornes just as
central to Katana FZEH as 1its fast—paced, nmornment—to—rHorment ganmeplay.
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The narrative follows a unique Wway of establishing antagonists. The only person that
provides Zero Wwith nmedicine to prevent hin fron subsequentliy
becores Fero’s adversary for forcing hid to elinminate the people that hold ansuers to
Zero's questions. Inm the sanme vein, the antagonists of the garde are labeled as such
not for causing to Fero, as Huch as for plunging Zero and the player
further Into . The story unfolds like a n1gsau puzzle, Wwith
soHe pieces held by people who really don't want to give thend up, and other pieces not
even cording frod the same set. As such, 1t leaves 1t up to both Zero and the audience
to collect the pieces, often fromd the of Zero’s opponents, and assenrble
thenr into a coherent picture.
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PRESENTRTION & FRAMING JEVICES

: Al
—‘l‘_

The presentation and framing devices of Katana ZERD further blur the lines betueen
reality, narrative, and Hneta—narrative, creating a nulti—layered storytelling
experience. Cordbat and gameplay, ostensibly taking place in the » are revealed
to be preneditated actions wmithin Zero’s Hind, 1ith the actual outcornes of the combat
only viewed by the plavyer through the detached lens of security camera footage.
Characters receive infordation through in—universe Hovies, dhich suddenly turn into
real-tinme gareplay. Constant suitching and lavering of framing devices keep the player
guessing as to where the game events take place in the story.
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From the non—linear jurdp cuts betuueen dif ferent parts of the story’'s tinmeline and
drug—induced hallucinations to the game’'s settings Henu being that of an old cassette

player paired with individual missions being cassettes that get slotted into a TV,
Katana FERU constantiy plays uith the concept of Hmanipulating the player’'s leveal of

HHEFLr n. This intricate layering not only provides a highly unigque Hmethod of
presentation but also reflects the conmplex iInterplay betuean ,
, and dhich present thenmselves as the core themes of the game’'s story.



