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Abstract

The theory of polyphonic novels means that multiple voices or thoughts appear simultaneously,
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constructing a parallel and unified objective artistic world. In the fields of drama, film, and elec-
tronic games, polyphonic narrative techniques are more commonly used in character shaping,
thereby promoting plot development and interactive communication with the audience, enriching
the perspectives of both the audience and players. Interactive movies divide the complete narra-
tive plot into several segments that can be chosen or discarded, and polyphonic storytelling is the
most common manifestation of character dialogue. In visual games that have emerged in recent
years, there are also artistic techniques of polyphonic narration applied. The article conducts in-
dividual research on popular interactive game cases in film and television through typical analysis
method, identifies their commonalities in narrative logic, and explores the innovative application
of polyphonic novel theory in interactive game texts. This article will explore the role and effect of
polyphonic narrative theory in interactive film games, based on works such as “The Invisible
Guardian” and “Detroit: Become Human”. It proposes an artistic practice method of using poly-
phonic narrative to construct the collaborative creation of interactive films and visual games,
presenting the narrative emotional core hidden under the visual space harmoniously to the audi-
ence and players.
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Figure 1. Stills of the electronic interactive game “Invisible
Guardian”
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Figure 2. Screenshots of the interactive video game “Detroit: Become Human”
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Figure 3. Stills from the visual novel game “Oh! I’'m surrounded by
beautiful women”
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