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Abstract: By putting ludonarrative dissonance in Detroit: Become Human in conversation with the non-

linear structure of Cloud Atlas and the understated yet poignant metafictional elements of Never Let Me Go, 

this study explores how these texts redefine narrative forms and engage audiences in unique, thought-

provoking ways through different mediums. The study delves into video-game studies projecting how these 

works shift conventional storytelling by foregrounding reader/player participation, questioning notions of 

free will/complete player control, and deconstructing linear storytelling. It also explores thematic overlaps in 

ludology and narratology. The theories in play are cybertext and player agency theory, Huizinga's Homo 

Ludens, Propp's narrative functions, ludonarrative dissonance and Hutcheon's adaptation theory. The project 

seeks to uncover new insights into the overlapping of video-game criticism with literature to deepen our 

understanding of storytelling across mediums. 
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I. INTRODUCTION 

Art and storytelling have always shared an intrinsic bond with narrative forms often challenging and 

reinventing their boundaries through time. This interplay becomes particularly pronounced in the realm of 

ludonarratives and metafiction especially in narrative games, where the convergence of interactivity and 

reflexivity redefines traditional storytelling. This study examines how these narrative techniques unsettle 

conventional structures and open pathways to explore themes of agency, identity, and moral ambiguity in the 

game Detroit: Become Human in comparison to the dystopian novels namely; Never Let Me Go and Cloud 

Atlas. This study aims to analyse the challenges in the player's ethical decisions and engagement with the 

http://www.ijcrt.org/


www.ijcrt.org                                                        © 2025 IJCRT | Volume 13, Issue 3 March 2025 | ISSN: 2320-2882 

IJCRT2503088 International Journal of Creative Research Thoughts (IJCRT) www.ijcrt.org a711 
 

story, creating a dynamic interplay between choice and consequence with the novels’ examination for its 

intricate narrative structure and its layered approach to storytelling across temporal and spatial boundaries, 

where metafictional elements invite the reader to confront the nature of storytelling itself (Mitchell 233). 

Both Cloud Atlas and Never Let Me Go operate as postmodern metafictions by drawing attention to the 

constructed nature of their narratives. The study intends to shed light on the changing nature of storytelling 

and its ability to tackle important issues including morality, identity, and human agency by examining the 

connections between ludonarratives and metafiction. 

II. RESEARCH OBJECTIVES 

To examine narrative disruption across digital & literary texts, investigate player agency and ethical 

dilemmas, compare structural complexity, bridge ludology and narratology, explore transmedia storytelling 

and develop a comparative model integrating posthumanism, cognitive narratology, and intermediality. 

III. METHODOLOGY 

This study employs a qualitative research approach, using comparative textual analysis and game analysis to 

examine narrative structures and metafiction. Close reading of Cloud Atlas and Never Let Me Go will 

explore fragmented and distinct structural elements, while Detroit: Become Human will be analyzed through 

gameplay observation and ludonarrative dissection. The research integrates cybertext theory, adaptation 

theory, and narratology to highlight the evolving intersections between literature and video-game criticism. 

IV. LITERATURE REVIEW 

The intersection of ludonarratives and metafiction has garnered increasing scholarly attention spreading 

across various domains, particularly in works that challenge narrative conventions. While existing 

scholarship has provided valuable insights into individual works indulging with Detroit: Become Human, 

Cloud Atlas, and Never Let Me Go, a critical gap remains in understanding the intricate narrative strategies 

that traverse medial boundaries and expand literary research through the realm of video-games. This 

research directly addresses this lacuna by developing a comprehensive interdisciplinary framework that 

synthesizes ludonarrative analysis, metafiction, and comparative media studies. Unlike previous studies that 

have isolated narrative approaches within specific media, this investigation will systematically examine how 

narrative disruption operates across interactive platforms and literary texts, bridging the theoretical divide 

highlighted by scholars such as Aarseth and Waugh. Through a nuanced methodological approach that 

integrates cognitive narratology, posthumanist theory, and intermedial studies, the research will provide a 

groundbreaking analysis of similar essence between the primary subject matter.  

 

The idea of ludonarratives, introduced and coined by Clint Hocking, refers to the interplay between 

gameplay mechanics and narratives in video games creating an interplay between gaming and literature. 

Various scholars have emphasized the importance of player agency in constructing meaning, particularly in 
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narrative-driven games like Detroit: Become Human (Bizzocchi and Tanenbaum). The game’s branching 

narratives and player choices disrupt traditional storytelling as seen in theory by foregrounding interactivity 

as a narrative device. Scholars argue that such games represent a “participatory narrative evolution” (Murray 

245). However, critics have noted limitations in Detroit: Become Human’s ludonarrative harmony, with 

some highlighting its binary moral choices as reductive and undermining the narrative’s complexity 

(Makuch). This dichotomy invites further exploration into how the medium balances player agency through 

interactivity with pre-authored or observational storytelling. Metafiction, as defined by Patricia Waugh, is a 

narrative mode that self-consciously addresses the conventions of fiction which is seen through both the 

novels. In Cloud Atlas, Mitchell employs a nested structure of interconnected stories spanning genres and 

eras, disrupting linear storytelling. The novel’s narrative polyphony has been widely discussed, with Dillon 

noting how its structure mirrors “aesthetic reincarnation” (68). Yet, critics have highlighted the potential for 

structural complexity to overshadow thematic depth (D’Angelo 345). Similarly, Ishiguro’s Never Let Me Go 

uses metafictional techniques to subvert readers’ expectations. The narrative’s retrospective framing and 

subtle genre blending challenge ethical boundaries surrounding cloning and personhood. As one scholar 

suggests, Ishiguro “disrupts readerly complacency” through a slow unraveling of dystopian truths (Putnam 

179). Thematic intersections between these works reveal shared preoccupations with identity and agency. In  

Detroit: Become Human, androids grapple with self-awareness and societal oppression, echoing the 

existential dilemmas faced by Ishiguro’s clones. Conversely, Cloud Atlas interrogates cyclical histories and 

collective agency, resonating with the game’s multiplicity of perspectives. Methodologically, scholars 

advocate for comparative ludonarrative studies to bridge the gap between interactive media and literature 

(Jenkins). In contrast, others emphasize the cognitive impact of metafictional disruptions in reader 

engagement (Kukkonen). These approaches highlight a critical gap: limited research addressing how 

metafiction and ludonarrative strategies intersect across mediums to disrupt narrative expectations.  

 

Extant research on Detroit: Become Human has explored its approach to player agency, moral dilemmas, 

and android rights. Scholars like Makuch have critiqued the game’s reliance on binary moral choices, 

arguing that it diminishes narrative complexity. Others, such as Bizzocchi and Tanenbaum, have lauded its 

branching narrative for enabling personalized storytelling. However, the game’s ludonarrative dissonance a 

phenomenon where gameplay mechanics contradict narrative intentions—remains an underexplored area in 

comparative studies with literature. Similarly, studies on Cloud Atlas have dissected its palimpsestic 

narrative structure, with Dillon emphasizing its thematic focus on interconnectedness and reincarnation. Yet, 

critics like D’Angelo question whether the novel’s structural ambition compromises its emotional resonance. 

For Never Let Me Go, existing research has predominantly focused on its ethical implications and subtle 

genre hybridity, with Putnam exploring the narrative’s unsettling revelations about cloning and humanity. 

While these works are extensively analyzed individually, there is a notable lack of scholarship examining 

their thematic and narrative intersections with video games.  
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This gap in the literature suggests a need for interdisciplinary frameworks that synthesize ludonarrative and 

metafictional strategies. Current methodologies often isolate medium-specific analyses, neglecting the 

potential for cross-medium insights. For instance, Aarseth’s work on ergodic literature highlights 

interactivity as a defining feature of digital texts but does not account for metafictional elements in 

traditional literature. Conversely, Waugh’s theories on metafiction do not engage with the unique 

affordances of interactive narratives. Bridging these theoretical silos can yield a more comprehensive 

understanding of how narrative disruption operates across mediums.  

 

The proposed research necessitates a more expansive theoretical framework that transcends traditional 

medium-specific analyses. By integrating posthumanist theories, intermediality studies, and cognitive 

narratology, this study seeks to illuminate the complex mechanisms of narrative disruption across digital and 

literary texts. Drawing on emerging scholarship in quantum narrative theory, decolonial perspectives, and 

technological mediation, the research will explore how Detroit: Become Human, Cloud Atlas, and Never Let 

Me Go challenge conventional storytelling through intricate strategies of agency, identity, and moral 

complexity. The interdisciplinary approach not only bridges existing theoretical silos but also proposes a 

dynamic model of narrative engagement that recognizes storytelling as a fluid, distributed process of 

meaning-making. By examining the intersections of ludonarrative design, metafictional techniques, and 

embodied interpretation, this study aims to contribute to broader discourses on narrative innovation, offering 

a nuanced understanding of how contemporary narratives negotiate the increasingly blurred boundaries 

between technological, literary, and experiential domains of storytelling. 

 

V. CENTRAL ANALYSIS 

Released in 2018 by Quantic Dream, Detroit: Become Human is a typical example of the intermixing of 

gameplay and narrative into a structural yet tension-laden experience. A science fiction narrative about 

sentient androids struggling for autonomy in a metafictional AI driven world, the game places the player in 

control of three main protagonists: Connor, a law enforcement android; Markus, a revolutionary leader 

turned from the android caretaker of an artist post-death; and Kara, a caretaker android seeking safety and 

survival for a child. Each character’s story unfolds through player choices, creating a branching narrative 

structure operating to simultaneously immerse and challenge the player.  

 

The game starts in medias res as the plot opens when the player navigates through a scene where the player 

is hunting an android which started to show human emotions (or have a conscience of its own). Androids 

who do not obey are criminalised in the plot and killed or brainwashed. The main motif of the game is 

deviancy which is the willful turn away from the coding of the android systems where these androids imitate 

humans and are well aware of this constitution. In Detroit: Become Human, such synergy (and occasional 

dissonance) between these elements constructs a space where moral choices, player agency, and narrative 

consequences come into conversation. To understand Detroit: Become Human as a ludonarrative artifact, it 

is vital to place it within the broader more vast history of narrative-driven video games. Quantic Dream’s 

earlier works, including Fahrenheit (2005) and Heavy Rain (2010), pioneered interactive drama by blending 
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cinematic storytelling with player-controlled branching narratives establishing a popular platform for Detroit: 

Become Human. These games set a precedent for the moral complexity and player involvement found later 

in the game of study. Detroit: Become Human also emerged during a period when video games were 

increasingly recognized as a medium capable of exploring serious themes which helps us tap into the motive 

of the narrative present in the game. Its depiction of androids fighting for their rights resonates with 

contemporary social issues, including civil rights, systemic inequality, and artificial intelligence ethics. For 

instance, the game also depicts the commercialization of robots as per human needs and wants which sooner 

crosses the line as one comes across the underlying sexualisation of these androids as well.  

 

The branching narrative structure resonating that of a mind map in the game epitomizes ludonarrative design 

and also, as one progresses, visually represents the consequences of player choices, emphasizing the 

multiplicity of potential outcomes. For instance, in Connor’s storyline, the player’s decisions influence his 

evolving relationship with Hank, a human detective. Choosing to empathize with Hank fosters camaraderie, 

while cold, machine-like responses create tension. These divergent paths alter the narrative’s tone and 

resolution, reflecting how player agency shapes storytelling. The narrative also hints at the ongoing 

tensetopics in the lore through various hard to notice materials (such as the content in magazines, torn 

posters on the walls, half broken media screens) which enforces interactivity all the more in order to grasp 

the plot better. The perspectives of the androids also leads to a moral subversion where robots and AI are 

often the oppressed rather than the oppressors which is a notion most of the player base is more familiar with. 

Furthermore, Markus’s storyline highlights the interplay between gameplay and ethical complexity. As the 

leader of the android revolution, Markus can adopt a pacifist or violent approach due to his background with 

a human as his caretaker. Each decision has profound consequences: peaceful protests may garner human 

sympathy but risk failure, while violent rebellion might achieve liberation at a moral cost. Kara’s narrative, 

meanwhile, emphasizes emotional engagement and survival. Her journey with Alice, a young human girl, 

involves navigating a dystopian world while making choices that test the player’s empathy, especially in an 

abusive household where Kara has to keep saving Alice. Moments such as deciding whether to sacrifice 

herself for Alice challenge the player’s emotional investment, underscoring the game’s ability to disrupt 

narrative expectations through portraying how emotionless robots can also imbibe human emotions or a 

sense of justice when faced with moral choices. 

 

The game’s flowchart provides a visual representation of the narrative’s branching structure. By allowing 

players to revisit previous decisions and explore alternative outcomes, the flowchart embodies the concept of 

narrative disruption. The illusion of agency—a hallmark of ludonarrative design—is central to the player’s 

experience. Despite the multiplicity of choices, certain outcomes are predetermined by the game’s design, 

creating a tension between freedom and control. This interplay mirrors the existential dilemmas faced by 

characters in Ishiguro’s work, where agency is limited by external forces. Decisions in Detroit: Become 

Human often have ethical ramifications. For example, in Markus’s storyline, the choice to vandalize or 

peacefully protest challenges the player’s moral compass, echoing the thematic complexity of resistance 

movements depicted in Cloud Atlas. Markus reflects the player’s approach especially after the death of his 
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caretaker which initiates emotional response. The game’s use of Quick-Time Events (QTEs) and dialogue 

choices heightens player involvement, making emotional connections with characters more profound and 

real. These Quick-Time Events also help in unraveling the player’s subconscious approach. The game’s 

aesthetic elements also contribute to its narrative depth. For instance, the distinct musical motifs for each 

protagonist—composed by Philip Sheppard (Kara), Nima Fakhrara (Connor), and John Paesano (Markus)— 

reinforce their individual arcs. The use of android-specific visual glitches during moments of stress or 

revelation also disrupts immersion, reminding players of the characters’ synthetic nature. The craft enhances 

the ludology present in the game, analysing which helps take this form of media as a serious primary study. 

 

The portrayal of androids as an oppressed class draws explicit parallels to historical and contemporary issues 

such as slavery, segregation, and labor exploitation. Androids being assigned menial tasks, denied autonomy, 

and subjected to dehumanizing treatment is a depiction of the dynamics of marginalized groups in human 

history (Harper 204). Interactive objects, such as magazines and news broadcasts, provide context for the 

android-human conflict. For instance, an article titled “Why Androids Deserve Their Rights” contrasts 

sharply with another article arguing for stricter android regulation, reflecting the polar opposite public 

opinion within the game’s universe. All in all the video-game acts as an allegory to human society since 

androids imitate humans and hence the deviancy stems from the abuse, jealousy etc. that humans possess. 

Detroit, historically known as the hub of the automobile industry (which was also the hub of slavery in 1901), 

is reimagined as the epicenter of android production, with CyberLife’s headquarters dominating the 

cityscape. The android revolution, led by Markus, becomes a symbolic struggle for civil rights, with 

Markus’s speeches echoing the rhetoric of leaders like Martin Luther King Jr. and Malcolm X. CyberLife 

Tower, for example, serves as a monolithic representation of corporate control and the commodification of 

androids. Its sterile, imposing design mirrors the dehumanization inherent in mass production. Conversely, 

Jericho, the hidden refuge for deviant androids, represents resistance and community. Situated within an 

abandoned freighter, Jericho’s decaying interiors and precarious structure reflect the fragility of the android 

rebellion. The symbolism of a sinking ship parallels the androids’ struggle against systemic oppression. 

 

Another notable setting is Zlatko’s mansion, which combines gothic and futuristic elements in order to 

foreshadow the events that follow. The mansion’s eerie atmosphere in a discarded corner of the city, 

complete with dim lighting and cluttered rooms, enhances the tension as Kara and Alice attempt to escape. 

Zlatko’s exploitation of deviant androids for experimentation further reinforces his influence as an unfit 

guardian for Alice, making Kara step up in her morals while also highlighting the narrative’s critique of 

human exploitation and ethical boundaries. Detroit: Become Human also grapples with ludonarrative 

dissonance which is a concept that occurs when gameplay mechanics contradict the narrative’s themes. For 

example, despite the branching pathways throughout the plot, certain outcomes are constrained by the 

game’s design. Markus’s revolution, regardless of the player’s choices, will culminate in a climactic 

confrontation which is an essential checkpoint for the plot, undermining the illusion of complete agency 

provided by the video-game. This tension reflects the existential dilemmas faced by the characters, who 

struggle to assert autonomy in a deterministic world (Juul 56). 

http://www.ijcrt.org/


www.ijcrt.org                                                        © 2025 IJCRT | Volume 13, Issue 3 March 2025 | ISSN: 2320-2882 

IJCRT2503088 International Journal of Creative Research Thoughts (IJCRT) www.ijcrt.org a716 
 

 

Visually, the game’s use of android-specific glitches and UI elements reinforces the characters’ synthetic 

origins. For instance, moments of stress or revelation are accompanied by visual distortions, such as 

flickering screens and fragmented imagery. These effects disrupt player immersion, subtly reminding them 

of the characters’ artificiality while drawing attention to their evolving humanity at the same time. 

Hyperrealistic environments are juxtaposed with these digital glitches creating a layered experience that 

blurs the line between the virtual and the real. 

 

Through structural experimentation and thematic relevance, David Mitchell's Cloud Atlas (2004) offers a 

complex, linked tale that questions traditional storytelling. The book uses a palimpsestic, tiered structure to 

examine interrelated identities and cyclical histories. Cloud Atlas’s complicated narrative structure violates 

linear conventions and interrogates the development of identity through linked perspectives. Mitchell's 

Cloud Atlas contains six interrelated stories overall, each written in a distinct literary style and set in a 

different era of history to establish distinctions. The book's storylines are arranged in a mirrored format, A-

B-C-D-E-F-E-D-C-B-A, giving it a symmetrical structure that is sometimes compared to a Russian nesting 

doll (Each story contains or references another, creating a recursive and interconnected framework). This 

chiastic arrangement mirrors the novel’s thematic concern on recurrence and transformation (Dillon 68).  

 

Each story is incomplete upon first introduction, only to be resolved in the latter half of the novel, 

compelling the reader to navigate temporal and stylistic shifts actively. Thematic recurrence is further 

emphasized by the novel's structure. For example, Sonmi-451's experiences in a far-off dystopian future are 

similar to those of Adam Ewing in the 19th century. Both characters fight against oppressive systems, 

Sonmi-451 against corporate servitude and Ewing against colonial exploitation, demonstrating how 

resistance and power hierarchies endure throughout history. Frobisher's artistic struggles in the 1930s are 

reminiscent of Luisa Rey's discovery of corporate wrongdoing in the 1970s, indicating that acts of rebellion, 

whether artistic or political, have a lasting impact. Frobisher reinforces the novel's idea of historical and 

existential continuity by observing in his letters that "Souls cross ages like clouds cross skies" (Mitchell 363). 

The self-referential method, which emphasizes the novel's metafictional components, is a crucial component 

of Cloud Atlas' narrative design. The line between fiction and reality is blurred since each story is 

interwoven with another, whether it be found in a diary, correspondence, novel manuscript, movie, or oral 

tradition. This recursive layering prompts readers to question the reliability of narrative transmission and the 

fluidity of storytelling across time and space (Waugh 52).  

 

For example, the nineteenth-century narrative of Adam Ewing is later revealed to be a book read by Robert 

Frobisher, whose letters are then discovered by Luisa Rey. Similarly, the Sonmi-451 storyline, initially 

presented as an interview, is later revealed to be a state-sanctioned fabrication designed to discredit her 

revolutionary ideology. This manipulation of narrative frames reflects the novel’s concern with 

historiography and truth-making, raising questions about the authority of recorded history. As Sonmi-451 

herself declares, “Truth is singular. Its versions are mistruths” (Mitchell 185), a statement that challenges the 
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reliability of the layered narratives within the novel.Mitchell also employs stylistic shifts that 

distinguisheach narrative while maintaining intertextual connections. For instance, the diction and syntax of 

Ewing’s journal mimic 19th-century travelogues, while the Sonmi-451 sequence adopts a fragmented, 

interview-style format reminiscent of dystopian oral histories. By doing so, Cloud Atlas not only pays 

homage to various literary traditions but also invites readers to engage with the mechanics of storytelling 

itself. Beyond its formal ingenuity, Cloud Atlas interrogates ethical dilemmas concerning power, oppression, 

and human agency. The novel’s structure reinforces its central thesis: history is cyclical, and acts of 

oppression and resistance recur across epochs. The dystopian narrative of Sonmi-451, for instance, echoes 

themes of enslavement and rebellion found in the experiences of Adam Ewing and other protagonists, 

illustrating the persistence of systemic injustices across history (D’Angelo 352).  

 

Mitchell’s use of reincarnated souls—suggested through recurring character traits and the presence of a 

comet-shaped birthmark—adds a metaphysical dimension to the novel’s ethical concerns. These motifs 

imply that individuals are bound to repeat past struggles, yet they also suggest the possibility of moral 

evolution. Zachry’s post-apocalyptic tale, which closes and reopens the novel’s narrative loop, provides an 

ambiguous resolution: while history may be doomed to repetition, human choices still hold transformative 

potential. As Meronym tells Zachry, “The weak are meat the strong do eat” (Mitchell 303), a line echoed 

across different narratives, signifying both the inevitability of power struggles and the potential for 

resistance.  

 

The novel also criticizes technological overreach and corporate avarice, especially in the Sonmi-451 section 

where clones are used as disposable labor. The novel's caution about unbridled technological growth is 

reinforced by the capitalist dystopia depicted here, which speaks to current worries about moral consumption 

and corporate surveillance. The similarities between historical acts of resistance and Sonmi's rebellion imply 

that even tiny acts of defiance can have a significant impact on larger movements for change. Cloud Atlas's 

narrative structure is a prime example of how storytelling in modern literature is changing. The novel 

highlights historical recurrence and interconnectedness through the use of a well constructed layered 

structure. By utilizing metafiction, intertextuality, and ethical investigation, Cloud Atlas encourages readers 

to reevaluate the fluidity of history and identity while also upending conventional narrative norms. Cloud 

Atlas is a ground-breaking work of narrative invention because of Mitchell's merging of many literary genres 

and his reflections on reincarnation and historical cycles. In addition to highlighting its thematic themes, the 

novel's structure encourages readers to actively participate in meaning formation, thereby reaffirming the 

transformative and enduring power of narrative. 

 

One of the novel's most notable innovations is the use of fractured, embedded narratives that require the 

reader to actively rebuild meaning. The first half of the work is linear, with each story paused at a vital point 

before switching to the next. This fragmentation necessitates participation, as readers must keep unfinished 

tales in mind while proceeding to new ones. The novel's second half resolves these disruptions in reverse 

order, reinforcing its cyclical structure and thematic concerns. This unorthodox format emphasizes the 
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novel's claim that history is not a straight sequence of events, but rather a series of recurring struggles, 

patterns, and echoes (D’Angelo 352).  

 

The first half of the work presents each story chronologically, while the second half revisits and resolves 

them in reverse order, with a focus on Zachry's post-apocalyptic narrative. This structural choice underlines 

the notion that history is not a linear path, but rather a cycle of recurrence and transformation. The 

interconnectedness of the stories implies that acts of oppression, defiance, and resistance are not isolated 

episodes but rather repeating patterns in human society (Mitchell 303). The mirroring effect also requires 

readers to discover thematic and structural echoes, encouraging active involvement in the novel's deeper 

implications. The work also examines the unreliability of historical accounts and the manipulation of truth. 

Each narrative is presented in a specific media, such as a diary, letters, a novel, a film, or oral tradition, 

emphasizing the subjective element of storytelling. The inconsistencies between these versions indicate that 

history is frequently manufactured rather than objectively documented. Sonmi-451's recorded statement, for 

example, is subsequently shown to be a state-sponsored fiction intended to undermine her revolutionary 

beliefs. This deliberate manipulation of narrative frames prompts readers to question the veracity of 

historical records and how power systems impact communal memory (Waugh 57). 

 

Kazuo Ishiguro’s Never Let Me Go (2005) uses a special narrative structure, improving its themes of 

memory, identity and fate's complete inevitability. In a first-person look back, clone Kathy H. tells her story 

of living at Hailsham and what happened later. As explored in this chapter, the considerably unreliable 

narrator, quite fragmented storytelli ng and special thematic repetition in Ishiguro's work yield the novel's 

metafictional and disrupted narrative elements. These aspects, connecting to the larger discussion of 

ludonarrative dissonance in addition to metafiction within Detroit: Become Human along with Cloud Atlas, 

highlight a difference between all that is felt as well as all that is real.  

 

Kathy H. recounts her past through many fragmented memories in Ishiguro's Never Let Me Go, a memoirlike 

narrative. However, like other works from Ishiguro, the narrator might not be reliable due to a combination 

of remembering only certain things and emotional feelings. Kathy often remembers events with both 

fondness and acceptance, so the accuracy of Kathy's story is unclear. As "unreliable narration," the text 

frequently draws attention to its constructed nature (Hidalgo 80); therefore, this technique aligns with all 

metafiction. Important facts, like the clones' function as organ donors, are gradually revealed thanks to the 

novel's narrative structure. Despite periods of repressed protest, Kathy and her pals Tommy and Ruth appear 

to accept their situation with calm acceptance. Because Kathy's narrator steers clear of an overt confrontation 

with the dystopian reality of their lives, readers are forced to deduce important details through subtext. By 

depriving readers of a sequential, impartial account of events, this strategy subverts traditional narrative by 

drawing them into Kathy's constrained and biased viewpoint (Shaffer 43). Never Let Me Go is structured as a 

collection of loosely related memories rather than following a conventional chronological framework. 

Kathy's narrative structure is nonlinear and recursive because she regularly veers off topic and inserts current 

thoughts into earlier incidents. This chronological fragmentation reinforces the novel's main themes of loss 
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and inevitable fate while also reflecting the fluid and flawed nature of human memory (Carroll 112). For 

instance, Kathy presents important events—like the disclosure of Hailsham's actual mission—long before 

going into detail about them. This method forces readers to put together the story's underlying truth from 

disparate facts. In addition to defying traditional narrative expectations, the absence of a distinct, 

chronological development is consistent with Cloud Atlas's metafictional techniques, which combine several 

timelines and voices to provide a multi-layered textual experience (Mitchell 56). Ishiguro reinforces a sense 

of imprisonment and inevitable fate by using repetition in both linguistic and subject ideas. As narrative 

anchors, Kathy's frequent memories of Hailsham, the theme of the misplaced cassette tape, and the clones' 

fruitless wish for "deferrals" all highlight how cyclical and unavoidable their lives are. Metafictional 

methods that draw attention to the artificiality of narrative formation are mirrored in this recursive 

storytelling style (Robbins 98).  

 

The memories Kathy has of her misplaced Judy Bridgewater cassette provide an especially powerful 

illustration of this strategy. The tape represents an unachievable desire for a new future as well as a physical 

link to her past. Despite their predestined fate, the clones' larger yearning for purpose and autonomy is 

reflected in their hunt for the cassette (Ishiguro 74). Ishiguro upends traditional narrative development in 

favor of a more symbolic and contemplative framework by using an apparently little object to signify bigger 

existential themes. 

 

The framework of the book also highlights how storytelling is a performance art form. Kathy is not just 

narrating events; she is rewriting them according to her own perspective, highlighting certain facts and 

removing others. What she chooses to emphasize, like her relationships with Tommy and Ruth, frequently 

overshadows the larger ethical implications of their existence since her narrative is both intimate and 

profoundly introspective. Because it frequently highlights the act of storytelling as a flawed, biased process, 

this self-censorship is consistent with the novel's larger metafictional tendencies (Hidalgo 83).  

 

The novel's disjointed form also fits with memory and trauma theories. According to academics like Cathy 

Caruth, trauma breaks the conventional narrative coherence, resulting in fragmented memories and 

haphazard narration (Caruth 5). Thus, it is possible to view Kathy's propensity to remember things in a 

nonlinear way as a reflection of the psychological toll that her life has had on her. Her story serves as a 

coping mechanism for the emotional burden of her history and goes beyond a simple retelling of events. The 

novel's metafictional features are further enhanced by this link between trauma and narrative fragmentation, 

which emphasizes how personal histories are produced. A more thorough analysis of Never Let Me Go's 

intertextuality is also warranted. Themes from older literary works that address memory and identity, like 

Proust's In Search of Lost Time, are echoed in Ishiguro's book. Similar to Proust's narrator, Kathy uses little 

items and occasions—like the cassette tape—to reenact her past in ways that evoke more profound 

emotional responses. According to Robbins (104), this literary analogy places Never Let Me Go in a broader 

tradition of introspective, memory-driven stories that explore the nature of reality and self-perception 

(Robbins 104).  
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Furthermore, the novel's structural decisions are reminiscent of the storytelling methods used in movies. The 

strategies used in movies like Christopher Nolan's Memento, where viewers are forced to piece together the 

narrative puzzle themselves due to fractured chronology, are similar to Ishiguro's use of delayed exposition, 

in which important information is provided gradually rather than immediately. Ishiguro makes sure that 

readers feel the same sense of confusion and slow discovery as his characters by taking a similarly disjointed 

approach (Hidalgo 88). Because the clones' fate is revealed gradually rather than overtly at the beginning, 

this strategy heightens the novel's emotional effect. How the novel's structure interacts with its thematic 

investigation of ethics and bioethics is another important factor to take into account. The way society 

frequently compartmentalizes ethical quandaries and avoids face-to-face contact with hard realities is 

reflected in the clones' purpose being gradually revealed. Societies frequently hide the moral ramifications of 

technological breakthroughs behind layers of red tape and jargon, much like Kathy avoids talking about the 

realities of organ donation (Carroll 121). Thus, the novel's structural decisions implicitly criticize the way 

that moral dilemmas are frequently sidestepped by language and narrative framing.  

 

In order to highlight the brittleness of agency and the manufactured character of reality, all three stories 

fundamentally defy linear narration. By giving players the appearance of choice while quietly reiterating 

narrative limitations, Detroit: Become Human highlights ludonarrative contradictions. By combining several 

timeframes and perspectives, Cloud Atlas strengthens its metafictional examination of story as a dynamic, 

interrelated whole. Despite having a more controlled structure, Never Let Me Go mirrors the protagonists' 

slow realization of their fate by using an unreliable narrator and a disjointed chronology. Each piece 

challenges viewers to actively participate in the storytelling process by posing questions about not just the 

characters' outcomes but also the ways in which narratives influence meaning and perception. This study 

highlights how experimental forms reinterpret our conception of narrative immersion and storytelling in 

literature and interactive media by analyzing these texts via the prisms of player agency, metafiction, and 

cybertext theory. 

 

VI. CONCLUSION 

This research has examined how narrative form is used in Detroit: Become Human, Cloud Atlas, and Never 

Let Me Go as an inherent way to shape meaning, agency, and thematic resonance rather than just as a 

structural instrument. The research has shown that these works disrupt traditional storytelling through non-

linearity, intertextuality, and shifting viewpoints by interacting with ideas of ludonarrative dissonance, 

cybertext, and metafiction. Detroit: Become Human highlights the conflict between narrative determinism 

and player agency, revealing the delusion of choice in interactive media. Cloud Atlas reinforces its ideas of 

repetition and connectivity by weaving a circular, interwoven story that dissolves temporal boundaries.A 

disjointed, reflective narrative is used in Never Let Me Go to create an unnerving connection between 

identity, memory, and inevitable fate. All three pieces highlight the mechanics of storytelling itself by 

demonstrating how narrative structure actively impacts audience interpretation, despite their disparities in 

media and genre. 
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Finally, by demonstrating how experimental frameworks force audiences to interact with tales on several 

levels—as participants and as observers—this dissertation highlights how narrative is changing in both 

literary and digital media. This research examines how form shapes the reader/player experience, 

highlighting the wider ramifications of narrative innovation in modern storytelling. The relationship between 

structure, agency, and meaning is still crucial to comprehending the future of narrative art at a time when 

media convergence makes it harder to distinguish between text and interaction. 
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