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Abstract

As the first AAA single-player game produced in China, Black Myth: Wukong successfully achieves a
deep integration of traditional literature and digital media narratives. By adapting the classic Chi-
nese mythological novel Journey to the West, the game not only preserves the core elements of the
traditional story but also brings new narrative expressions through modern gaming technology and
interactive mechanisms. From the perspective of transmedia narratology, this exploration of the
narrative discourse, character, and metalepsis within the video game Black Myth: Wukong empha-
sizes the flexibility, immediacy, and decentralized collaborative nature of transmedia narratives in
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video games, which not only showcases the modern narrative allure of video games within the prac-
tice of transmedia narratology but also extends the narrative dimensions of traditional texts, creat-
ing new narrative possibilities in the context of technological and cultural integration.
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1. 5|8

BEE R T HORMEL, B i O E PR T W, R AE T, SCREN A&
F T2 R4k, TR (video games) I BOA H A i B E 8k A 2 — o R4 H, BRI HLH — BEEA
W g, HNBEMUTAEEFI RS, THA SRR, GiBRSEH X — B & A T T
K RIS %% BEIE) (Assassin’s Creed Odyssey). 1ZFAR N 2% IR T 7 81 5 1 B IA A4 2 5% Je Sk 5
5 13F(the Peloponnesian War). SR E NILFAE N — LBk e, EFHREANSES, S
Hr 5L B A (Cult of Kosmos) @I 24+, 52 HTRIEAS 26 RINIERAE ST LE,  (BRAEIE) Ty & 7 sl
A FH TR, B ORI IRF BRI B R 2 —. #k 2022 29 H, ZIEMHEECE
24y, ORI Esim R R (1] ROWEW, fE CRE < f57) KAaET, REFRAE TS
Nt R TR . 2024 4 8 H 20 HkAiZ H, BLIEARAE Steam ¥ & LRI EL ANHUEE T 220 77,
BON—3 CIRG” Wk, RN B ESURm IR —[2]. 5 % E%: BELR) MEERIE
BOARL,  CEME « B2 BEIE R BNSKRIE T E R4 2% 2 ——— (Pd) o Wk E FFALIt R
RRERRA “ RAag N7 7 34, T (B RIS s T, EIR KRR )5 52 R EE W A e 2
i, Bk s BRI SR 2R H FTE N AN SSRGS 85 SO AR R AT P
T2 TE RART S AT T, H I AE A B AU A A 70 0 3= S AR vh T AU SRS o G FEL TRk,
AL, ORI 2 AW 7T T IR SR R X R N E R R 5 AU A L7 M E 2. Bk, A
PEUREA AU A B TR —— CRBAE « 15230 S TUIAGEA, 2RI MR R A S . SURAY)
DA KGER AU I B AR R B AR, A H] T R BAE 5 5 AR S BT I I IR Sk ), T R AR G
ARIIAELERE, QLEIAEHEL 5 S AE Rl A AU AT Re

2. BEANESE

5 A R 2 BRI A FEA i IL sy R B AR A A, TRIIEI R . NS A 2
PR S, GIEEFEE FIAERE . M THESR R — AT, BH R AR R 25
BN BIRUFLERE, FeEM @R — A e B R . RSN, RERP A #RE i 1 R AR H
FEoTmR[3]. BEERHEES, BPisRiB i E ARG R SR A B Bl RS R s
B, BPERAMUERE TREFEAR, HEIPH SRS 5SS 5N E, REMESR LTSS
Fo X2 AERN T NAPIG 8 T K W PORIEK, O RCRE 0 St TR B AL A . B KD
i * 577K * %ii%d(Marie-Laure Ryan)fE (ES#EAAE ) AR T ECF N IR 77, $8 H IR T iF
MRS NP s M ESE BRI O R, BB S| B S, (A B K AR T Rk 4 oS R E O
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BRI, X AT NRE T RHMBIBERS 5 [4]. RWIR, BB AR, Fit, xtH
TR A A W BT R T S BRI S, H U B A RS R I R
(Discourse). AW to(Character) I AU 2 (Metalepsis) — FI T B IS5 BIELE AN H 6IA <8 HA BEF
PR TE, ARG R R 22 86 R TS BRI S AL e, 0 F IR I R A L/ o BRI, ASC DUH 1l
A CRAE < E) A, BT EEHEAMEIER, AP EA B EE . AUR AL SRR I Bk
RULRE, BB R i U R AT /0, T G X T B A 1 L, HES)R AN [RIAT
HHAA PR E RIS AR E %

3. BNnE - 1Bz

CHEPRTE o B2 & HAUN IR B ERHEE R AR, Wil H b 15 A% 1A PR A = i
TR PR BhAE M a5 4 (RPG Role Play Game). HA#FF RSN “B1” ——Black Myth One, A
A RAIMEE —HE M, EHT PC uils PSS P& . HARAMKE] 2024 4F 8 F 20 Hild, AZ|—AHE
B A], BRI A4 B O 1800 Jify, URATIA LA iid 8 103670, HUONA LR ks —, H
HRAE T 328 7 0 VG Insights FSETE, AL T E A& S S ER 77%, HigsMEE 22Dk 3
T 23%EA[6].

Wi A T A E PR 4 3 2 — B R AR B KRNI CPEIEC) i sl s, BT E & R4
JEREE X, Al A AR DA S Bl ] (R BRI ESMHE) SARE, KA R2E5E,  DMEST {5 500 K s Tt
I BN RS R =Ml rE, NN EEERMAR, FEEE TR LN EI AL
EXABSIMETNEG 6K, UIMET MG LR AANSEEDNARE S KRS, "EARE.
MRS HE A ARMRTE, A5 R P c R 3 o i — et ks AN AL R, R
FALECR P G RANE WA I 4 e S R L A R . WERRTT AR, RIS YR TS RS, R
REIMES R TELZRFED, BEOEHAIE 2, MR B A RIS T . — RIS
ZHEWTHES, BIiK “Rar N7 EAES, LRI EGREARM RS RY), DEEMET . N
PRV HIAIRE B B, S0, F8 AR WA IR E AT WER e, T IRk
oS RAERRR LT, BTN B, RIMEAT &y, FENLGAL AT R0 E H AR B[l A s SIS W] [ AR,
5y T R IUGEAE L B ) RELZG s F 22 T RERIR, 3628245 IR 5 B AERR 8] s B A DR W (A 22
RENS KOV Ik BA V& G B bl s R AR IE Sl R, A& e AT 2 ik . B RO T =411k
i, RG22 )5, Raw NnTLUES mm B — /NIl USRI N @1, 55 e 58 2 DL A s 2
o EFWZIRT, MEFAWHIBEETRRYNELS, BETEEENTTERSERZE, HBEER
WHTIOR E3RK, B ARG IMET, TR RAES .

4. (BHIE - 15=) PHBENNE

CHRAE « T2 AEy— S ) 7 S A G il xk,  HRUH A DU T S i g s 5
K, W T 2RI AR . A ARG EAY. AR, T A
Bl RRAL S TR & R R G SR T B TR LB .

4.1. MEEIE

PL CEEARTE « 15250 B, o7k o AU S 18 120 B 32 224 v T R B (Focalization) 5 A& (Narration)
PAICER . XS IE G R S FATAA SCARTEE MRS, SR A GRS St R S 5 =4 B2
M. O, RELEWE T HEMEERNAE. RERERR N EER, FRNFHERTE =
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MRAFI R E: TR EDSE R (zero focalization). P % £ (internal focalization) LA K 415 £ (external focal-
ization) [7]. £ EEFG « 1B2) o, AUCH—Fal UM SR AR A RN AP R A ——Du K Mz ab W82 F 4% 1l
BT MK MO EEA R R — M REMM A, " “Rir N7 BARRAS SR,
P AT AR . T IR B T SR AR 35 2 H bro 0118 B SR80S, RIS 25 0 SCAS BB A i e 7
(8], B oz B2 B SCARIT W 5] 5 25 P o 250 R IR o I S8l i — B M 3 e s 1) SR B A A (9],
pp. 4-5).  CHEMPIE « 5D b, SCHSATA R E AN 2 R IR AL Wk IE. TR DB AR
I, EZMEERMERT, B—NREMMTH B, BT — P B H RE——5 — AFRIb
SR (first-person external focalization). IXFf 5 fEAR R 7R W g 2 | 0 3= N A A FE (perspective) Ui
{HR FH B R2AT 9 E LA (point of view) ([10], p. 6)o TiEXkH, BRI “ Rag N7 75 BANiExR I A2 IR FF DT
BR, Ak W AR H A RS2, (B3R il ) R RE I IE 74— @ ISR R . [,
CLIE 3R IT 3l o F1, 4 30 e L FAE T I, B b TAMNR A . BhEgi G, B Eopi
N I LU — AFRALA S B AT 3o FERX PR RANREMARE T, KA A ERNTHN
MAEB S 4779, SR B agfs LN R (101, p. 7), PR E ViS5, LT UiR
ERARTS o X FPRUAR Ty GG T IR 2 A RRE, 7850 s T B 1A AU 1) R G

HK, DR SREFEAT 3. B RIRURBEE S T SO AESE S AR F B, s TR
W EREEHRAE TR, BATER, Wi bR B s I i AR G A S — RS S S
EUREENFHZE AR, W (ARG « 152 Hhlifid— R N B . e B NI 4 /MR, sk
H. IRES5 AW, R a NIt B 85, HhBESRICARMZ SRR
T AFTEZ PR BUR Tt BRIz Ah, R 2 A T #R0A 7 X an f tafic & . BB R0L i
Iy RIS IEDUE £ 5(Non Player Character, NPC)FH % Bt o 3 FE L2 2 o bR Rt . 1tk
RUHE T 905 s AU R, TR JEIAR R R A A8 T DA R TS 503 SR SR AR B IR R TR 45 IR fa 6,
PRI 5 7 B AN . FHE AT, F I R URR R 2 — APRAMREERL AR . SO RMBONITE & S50
A 77 s AR A T 2B FAE S, W TR AFE . 2 EN s, B
AR — R 1) B AR

4.2. MBI

FE LTI P IR N Z o NS — D S AN B AN BLRGA (17 203RIE B B I 8K 33
£, RARR TR ARG A, AR AN R NPC).  (BRAE « fE45) F b iEHm “ K
N7 WA N B GRORE FRTIE T, T ARk “ Rag N7 F “IRM 7 Mt S0t
AR IR B SR ES SN @, B RS R N AR RS, 7 I
RN e — B A UIRE RS . CGRAE 152D b, AR REHE X R Hahid e,
NPC 5B 1 o 2 18] B L0 ) 2 BAE 48 7 el b A (i 10 77 3 FERS IR HORLF 45K, LA NPC J%)\
M, R AT =0 5 )\ MG, fhe—ERBAER G AL, oy R N2l it
AR NS Bt F B, LEIndT e, i, %5 TPHORSE, WmiRgt 7 eI E s Ry AL
A, FERE R A NSRRI BRI, X\ B R “RIEAT N AU sk 1k rt, I8 1
MO B S IR XAl T3 s ANY)OR R 15 s DCBER 1 L AB R i ML, RN T SCEEA
AR PR B2 . AU, JURIIBEIE &ia i “ 27T el 3 ORI MR gb R, 45
BT REEENT T, Bk, AR RARERE], RE T AR ERVIEA O WA KA
AT BN AR, SEI RO Raw AR S S st Il ek ik, )\ SR e 2 i . X AL
GRS T 2 A PR AR R, PO T RN TR . 25 EPTIR, Bt S NPC
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MIEE 2 5% . NPC MUK 7 HEBEIT I DIRE, JF HIEE S . ASEos AG B0 46 2 Fiin 7
NG R AR E LA DR T IR PR, AR A RS =, i H
WERTE TR BRI SRR, R T ik b s S B I B S ML PR -

43. BANE

R (metalepsis) 1] S & S 5 AU F 45 G774, BONAUA tH SR AU th 72 18] 1 2 B 5[ 10] .
AT AR, R T AN AR 5 12 N R ) TH S iRl At 5 e ) N Ak NI St R I — R ANAT . 1E
ZMAF S, AR AN ED: SMEEE R (the extradiegetic level) L K It /2K (the metadie-
getic level)o AMNEZ R 1) “ B HHFL, 855 i AN — VI & AR 2 IR (the
intradiegetic level)s WAUHZUCRH “HSL” AR E) “ A7 5, a5 — A E R 51 NS
E IR R E T B 5 — A B AR 2B, SRR E R[], p. 228). 2AT0, (RS « 15
) R AR I A M Z R, T B MR RIS o R R R G . SR N E RS
— 5 [T W R RE AR L B T — E AT MOR EFR AR, X S ph R A R AL AR A Z IR AT . BT ERR
BOE T AR, Rin NAEZ P e Bl Ja 2 RO/ B AE [F] — /N R i it b (HR XM D252 3]
Kag NAE L8 B i s m g m, R NSLbs BT —ANRG 7R RCEZ RS . HIkaT i, R
i N B SR AL GRS 520 2 T R ERE , 3 )R AR R U AR AR 1T P AR RO RS R o X P A LR 1 R AL
SER VF B R AE MR A B R R A E D), A H A O R e, R RIS R SL R GG # .
B, TR R R I T B A AR T 2 BRI R AL S 2 E AT RENE, R T BRI
()25 A E R RAE, 3808 1 kb (AL B2 M 5 TR AR5

5. 4518

A B A A S TE R T R R RIS « B2, AR E TR R LA S
SRR AL 4 2 A LA T SUARBIL T A 13k T B A AR ) R I, e R AN NPC 5 55K
At A2 B HA SR T AR b B A R I B S LB MR AR . BRILZAh,  CRAIE « 15
) PFrBCE RIS R S A RIS, SR 1k T s A AR & oA S P E RS
fiEo PRIE, xb CHRAEE « H62) BURUFR AL, 78 UEN] 1 BT xR P S A AR s 0 S AT RedE . Bei
FEAAT AT A A B SR 70 X A A 0 AT = B I U AR AL, DA pa il i = ) 2 A
P IRTHE M FE A — 1 DR

SE
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