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3. Introducing the Final Fantasy Game Series
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Notes

1  A simulated skill in the concept of D&D is “any skill that belongs entirely to a character in a 

game, rather than to the player who controls the character”. In order to be used the player has 

to role a dice and the Dungeon Master (the administrator of the game) assess the situation and 

the player’s character abilities and gives a result (Holleman, 2018: 3). In a computer game this 

process is done by the games program.

2  Players can enhance their skills and abilities by achieving different goals and accumulating 

points.

3  Holleman explains that in older war games players assumed the role of a military commanders, 

facing off against each other and leading their army into victory. But later a game designer 

named Dave Arneson added extra characters that were “driven by their personal (narra-

tive-driven) imperatives which are more dramatic than practical.” This resulted in the role-play-

ing aspect of D&D and RPGs (Holleman, 2018: 4, 5).

4  Simplifying the rules of D&D games into computer programing in games like Ultima (1981) or 

Wizardry (1980).

games like Dark Souls (2011) and Fallout 3 (2008).

6  Emphasizing certain aspects rather than others. For example, a game named Rogue (1980) 

mostly revolves around dungeon exploration rather than role-play and story, which resulted in 

the roguelike game genre.

in previous games. 

8 Referring to how rules can convey meaning through a procedure. 

9 At the time of publication FFXIII and FFXV had not yet been released.

10 Warrior, Monk, Thief, White Mage, Black Mage and Red Mage

11 FFV FFIII.

12 Not during the battle. 

14 Refer to 6.1.1. Navigation. 

15  Either a rendered or drawn pose of the character that is usually used for advertising purpos-
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es. 

16  In the article “Understanding Presence, Involvement, and Flow in Digital Games” (2010), Jari 

Takatalo et al. gather a list of possible elements that can come into consideration from differ-

ent categorizations from researchers: skill and competence; challenge; emotions; control, au-

tonomy and freedom; focus and concentration; physical presence; involvement, meaning and 

curiosity; story, drama and fantasy; social interaction; and interactivity, controls and usability 

(Takatalo et al., 2010: 94).  

17  For further reading refer to: Huber, W.H., 2009, “Epic spatialities: the production of space in 

Final Fantasy games”, Third person: Authoring and exploring vast narratives, pp.373-384.

18 With the exception of FFIX (2000).

19  For example, in series like Dragon Quest (Square Enix), Persona (Atlus), Tales (Bandai 

Namco), Pokémon (Nintendo) and  (Nintendo), the world and the characters 

maintain a cartoonish and anime like aesthetic even in the latest games.

20  The socialization is very limited of course compared to the interaction players can have in 

more recent WRPGs with the AIs. 

21 Players can throw their weapon and teleport to the weapon’s location. 

22  However, we can see that in other JRPGs like Persona 5 (2016, Atlus) a completely different 

approach has been taken. The game mechanic in P5 is very similar to a traditional turned 

base RPG but the dynamic graphic design, camera movements and fast paced animations 

accompanying skill performances keep the game action moving.

23 Player character.  

24  Although the focus of the game is on the storytelling, the quality of the story is still another 

matter that needs to be discussed on its own.
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