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INTISARI 

 

Game dengan narasi interaktif memberikan pengalaman cerita ynag dinamis 

melalui onteraksi antara pemain dan sistem, namun seringkali bermunculan 

masalah terkait dnegan bagaimana kontribusi naratif dari masing-masing peran 

memengaruhi jalannya cerita dan ending yang dicapai. Ketidakjelasan ini dapat 

berdampak pada berkurangnya pengalaman kebebasan pemain sehingga pemain 

akan merasa terkekang oleh struktur cerita. 

Penelitian ini bertujuan untuk menganalisis pola kontribusi naratif antara 

GM dan Pemain, mengkaji korelasi aksi naratif serta mengevaluasi pengaruh 

dominasi naratif terhadap ending cerita. Penelitian ini menggunakan data log dari 

Paired Storytelling Dataset, yang dibuat oleh Narrative Intelligence Lab di 

University of Kentucky. Metode yang digunkan meliputi pra-pemrosesan data, 

analisi clustering dengan agglomerative hierarchical clustering untuk 

mengelompkan dan melihat pola aksi dan juga narasi kontribusi dari pemain dan 

GM, reduksi dimensi menggunakan Principal Component Analysis (PCA) untuk 

memudahkan visualisai dan interpretasi data, serta uji coba statistic menggunakan 

chi-square guna menguji hubungan signifikan antara penjelasan dan aksi GM dan 

pemain. 

Penelitian ini memberikan kontribusi dalam pengembangan metofologi 

evaluasi narasi interakif berbasis data dan dapat dimanfaatkan dalam 

pengembangan game, peneliti, serta desainer sistem interaktif untuk menciptakan 

pengalaman bermain yang lebih adaptif. Penelitian lanjutan disarankan untuk 

mengintegrasikan data subjektif pemain agar memperkaya analisis. 

 

Kata kunci: narasi interaktif, game master, kontribusi naratif, clustering, chi-

square 
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ABSTRACT 

 

Games with interactive narratives provide a dynamic storytelling 

experience through interactions between players and the system. However, issues 

often arise regarding how the narrative contributions of each role influence the 

progression of the story and the endings that are achieved. This lack of clarity can 

lead to a diminished sense of player freedom, causing players to feel constrained 

by the structure of the story. 

This study aims to analyze the patterns of narrative contribution between 

the Game Master (GM) and the player, examine the correlation of narrative 

actions, and evaluate the influence of narrative dominance on story endings. This 

research utilizes log data from the Paired Storytelling Dataset, which was 

developed by the Narrative Intelligence Lab at the University of Kentucky. The 

methods used include data preprocessing, clustering analysis with agglomerative 

hierarchical clustering to group and observe patterns of actions as well as 

narrative contributions from both the player and GM, dimensionality reduction 

using Principal Component Analysis (PCA) to facilitate data visualization and 

interpretation, and statistical testing using the chi-square test to examine 

significant relationships between the explanations and actions of the GM and the 

player. 

This research contributes to the development of data-driven methodologies 

for evaluating interactive narratives and can be utilized in game development, 

research, as well as by interactive system designers to create more adaptive 

gameplay experiences. Further research is recommended to integrate subjective 

player data in order to enrich the analysis. 

 

Keyword: interactive narrative, game master, narrative contribution, clustering, 

chi-square


