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Abstract

Sports dependn narrative to function as media conteyat, sports are difficult to narrativize because

they areunpredictableThis project proposes a model for analyzing the narrative formation irssport
broadcastby tracking thelive narrativizatiorto the formulaton of a final narrativeln examining
narrativization, therare two inextricably linked questions that need to be answiereddoes the

live narrativization construct a stoifythe ending is unknown? And how does the narrativization

balance its desires for narrative coherence and unpretigtabirst, the hermeneutic circi®und in

the simultaneity of the live sporting event and its broadsasilved througiia y d e n  obicéept e 6 s
of historicality, where events are endowed with relevance if they contribute to a higher order
narrative,anPaul Ri coeur 6s concepts of t hwhicapi sodi c
determine what the narrative events are and how they gaaiaed Then, thestruggle between

narrative control and unpredictability is addressed througtettexative practices borrowébm

open codingnethodologiesFinally, thesecomponents are combinada multilayered narrative

model based oRolandBart h e s 6 -&ctionrmarratioosohemaThen the model is applied the

National Football League (NFL) and the World Championship Series of StallOpaf€CS) as two

case stu@sof narrative formation in traditional sports and espagspectively Thecomparison of

the narrativization reveals that while specialized to each competition, both struggle to balance the
desire to craft coherent narratives and the randomness of live sports. Furthermore, an examination of
the media apparatuses shows that hatthitional sports and esports share the same or analogous
structures of broadcasting and consumption. The dissertation proposes that if esports is to move past
current conceptualizations of sports broadcasting, it must fully embrace its uniquely digitsal st

even if it appears to violate contemporary notions of sports.
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Chapter 1
Towards a New Narrative Met hod

11

This manuscript aim® outline the process of developing a viable methodological model of
narrative analysis for sports narrativeere, sports narratives refer to the common practice

and product of sports broadcasting which frames games &ss$tortheiraudiencs. This
exploratoryprojectconsiders the problems faced in develg@m sound methodology of

sports narrative analysis by identifying the mechanisms through which sports are

narrativized. Attempts to develop models of narrative analysis have a long historggrang
from model s o fPogtitsiothe taxonomof Russiao folktaedirs Viadimir

P r o prpedvrphology atheFolktale. In addition to the usual challenges associated with
narrative analysis, sports stories carry the added caveat thatrthbgsed on an outside

reality; how a sports narrative unfolds is dependent on how that specific game unfolds. There
are numerous issues that come up when analyzing sporting narratives, mainly centered on the
fact that sports happenin real life aar@ husnot beholden to the rules of narrative. Because

of the inherent chaotic nature of sporting competitions, there will be times when sporting
events may not end the way they are fAsuppos:
main element of spatstories which distinguishes them from typical fiction is its direct tie to

an outside reality. Unlike a purely fictional work, sports narratives are based on real events
with real people in the real world and in this way, they are more closely reldtedaacal
discourse than fiction arttie analysis of sports narratives benefits from the study of

historiography. Therefore, changes of stattn@éngame at handirectly inform which sports



stories can be crafted. If Team A loses to Team B, it woultldggcal to write a story

purporting that Team A had won, although it may be possible to craft a story arguing that

Team A had |l ost the |l ead or that Team BO0s win
cohesive explanations from a litany of dates lattles, sports broadcasts transform the

meélange of plays, scores, and results into comprehensible storylines. The similarities and

parallels between narrativizing historical events and sporting events will be useful as they

both seek to narrativize andake sense of an outside reality.

The main theoretical struggie analyzingsports narratives is the battle between the
conditions of reality where sports happen and the desire for narrative coherence. Then in
tryington ma k e e x p | i c which ih faact weaecagnize a namativie §s coherent or
incoherem , 06 (ANarrative Form as a Coresearthi ve | nstr
guestion that must be answered is how do sports narratives wrestle with the facts of reality
and the desire for native when they are at odds with each other? This project will identify
the challenges and solutions to live storytelling to produce a viable model of sports narratives
then apply it to two case studies of football and StarCraft Il to demonstrate theimodel
action. Upon identifying the relevant elements in the process of narrativizing historical
events, a viable model of sports stories will be proposed. This project will identify the
challenges and solutions to live storytelling to produce a viable noddpbrts narratives,
then the model will be applied to competitive football and StarCraft Il as case studies of the
new model in action in traditional sports and esports, respectively.

Narratives and their usage have often been touted as ubiquitous &m lexperience.

Many have argued that the use of narratives is a basic human impulse found in all aspects of

2



life. Narrativizing, then, describes a set of loose practices which weave a coherent story from

a disparate set of events or phenomé&seRolandBat hes ¢l ai med, fAnarrat
very history of mankind: there is not, there has never been anywhere, any people without
narrativeo (Barthes 237). Narrative possess:¢
international, transhistoacl , transcul tural o. This claimto
narrative may be ascribed to the human desire or need to make sense of the disorder that is
Alife itselfd as the myriad of different sit
by thase who experience and comprehend them. The ubiquity of narratives suggests that

there may be a common structure or pattern which is innate to and defines narratives. As

Mi eke Bal reflects on Barthes, A[dilawe pi t e tI
texts, recognizable as such, can be found in all cultures, all levels of society, all countries,

and all periods of human history led Barthes to conclude that all of these narrative texts are

based upon one common model, a model that causes tlagiveto be recognizable as

narrativeo (Bal 11). This Iine of thinking I
narrative structures are Atranslinguistic be
natural | anguageso (Greimas 793).

Reconceptuaizng Homo sapiens as AHomo narrans,
calls people natural #Astorytellerso (4) who
communication need to be seen fundamentally as stosgsibolic interpretations of aspects
oftheworldoccurring in time and shaped by histor
then, is a tool for making sense of the worl

of human communication and action wkenever t



driven to use narratives as a framing device for rationalizing of the events around them
because, as Hayden White argues, Aso natur al
form of narrative for any r ephterlfh Withn t he way t
everything framed under a narrative umbrell a,
series of ongoing narratives, as conflicts, <c
24). The stories that aocode, apumandiniversabonthéhbasis b e c om
of which transcultural messages about the nat
(White 1) such that narration becomes fAthe qu
(Lyotard 19). Narrative is a form through whiknowledge about the world can be shared.

The link between narrative and history and in tgality may stem from the
connection many have drawn between narrative and life itself, viewing stories as a way to
make sense of the complexities of life. Tighuhere is some degree of agency in that people
make deliberate choice which shape the world, the presence of accidents and other chance
events ensures that life is unpredictablewever, eventhoughtiee x per i ence of | i f
not itself necessarily va the form of narrative, except as we give it that form by making it
the subject of storiesodo (ANarrative Form, 0 Mi
been known and often repeated thatnQuesf e has s
of Narratve 6 Ri coeur 20). Others have echoed the i
we | ive out have both an unpredictable and pa
and that Awe experience and cowepasednbiassd | i f e a
characters, beginnings, middles, and endso (F

things which the narrative capability of history stems.

4



Although narrative is commonly used to bring order to the experience of reality,
dong so is a difficult task. The narrativizat
wish to give to real events the form of storl
themselves as stories that t hetihre niadrersa triev if zo
i maginary, the possible, must contest with t
Ai mperatives of the realo is one of the mair
presents a bleak view of the relationship betweeratiae and reality. Because plot for him
I's Aa structure of relationships by which ¢t
with a meaning by being identified as parts
will often fail to produce naatively satisfactory storylines because reality unfolds without
regard fomeetng he narrative desire of any historia

completed, can be given narrative closure, |

21) wultimately for White the fAplot of a his

ha[s] to be presented as 6founddé in the evel
As Horowitz claims, fAthere i ommenswabiyi despr e:
bet ween the historical and the aesthetico (°

two. Because the historian is forced to make real events try to fit in narratively, he does so at

the cost of a good story. Althoughthe hislon may want real ity to di s
integrity, fullness, and closure, 0 (24) havi
To have a coherent narrative, meaningful consequence under the desire for the imaginary

must be garnered from the uegdictable consecutiveness of the imperatives of thelreal.

other words, the narrativization mdstd meaning within the randomness of reality to

5



construct a stonySimilarly, sports narratives may strive for worthwhile plot development or
satisfying enthgs, they too are constrained by the reality of the situation on the field. Sports
narratives are like historiography in that both rely on a series of facts anchored in the real
world and seek to present those realities through a cohesive structuod, or pl

This lack of narrative control is relevant for sports narratives since they too are based
in reality. Like in life itself, the human desire to narrate must constantly wrestle with the
inherent elements of unpredictability and chaos in sports. As sg@nients are broadcast,
the mélange of plays, scores, and results are transformed into comprehensible storylines.
Al though #Anarrative, on account of i1its very s
consecutiveness and consequence, betweenémgesence and | ogic, 0 (Bart
of the narrativization proposed in this chapter is to precisely draw out a consequence from
consecutiveness. To have a coherent narrative, meaningful consequence under the desire for
the imaginary must be garnerigdm the unpredictable consecutiveness of the imperatives of
the real. With this in mind, one of the tasks of thssertations to determine how

recognizable narratives drawn out of sporting events.

1.2

Identifying the underlying mechanisms in the nawiation of sport requires a working
definition of what constitutes a narrative and only then can the opposition between the desire

for narrative coherence and the inherent volatility of sports be recontilece has been

much debate around whatcondtte s a narrative. | f there i s fia
to be recognizable as narrative, o (Bal 11) ho
make fAnarrative texts, recognizable as sucho?

6



understandar r ati ve as narrativeo (Simms 85). For
narrative as being charactgriven, it will focus on narrative as an organizational formor a

system of event contextualization. Since sports stories are not in want of clsangitte

players and teams that act as agents, itis out of the identifying and grouping of certain events
(plays, goals, penalties, etc.) that a narrative emerges. The most basic element of a narrative,

it may be argued, is its plot. The plotwhichrudimemr i | y consi sts of fisol
somethingo (Frye 33) is so essential that a
(Chatman 47); for a story to be is to have a plot. Through there are many required elements

of plot suchsad uitiemsicof Sahdles, Phelan, an.
plot for this analysis can be narrowed more
in narrative | it e rpsaojecitmeavorking@efinition of pldothvilkea f or t |
highe order logic or relationship of organization of its constitutive events, and narrative

being the application or the manifestationofsaidplete i1t i s the fisequent
narrative which will be developed further for the narrative analyspofts because one of

the core issues is the selection and arrangement of events to form the narrative. For the rest of
the analysis, the formation and the role of plot will be integral in overcoming the obstacles

posed by the tension between narrativestehce and unpredictability, and réiate

narrativization.

1.3

Before we can wrestle with the tension between the chaotic nature reality and the order of
narrative formation, exactliwhatevents are ordered ahdwthey are being ordered must be

answered. For Paul Ricoeur , t hoefigueatioaal e t wo di



di mensiono of narrative of how the Aplot cons
events, 0 and the fAepisodic dimensiono which @
(AThe Human Experience of Tniotnerwads, the Narrati ve,
configurational dimension describes how narrative events are organized and the episodic
dimension describes what the narrative events are. Forrbalitys ed narr ati ves, Ri
two dimensions serve as a useful framework for histonigaiativization: for the episodic,
how events chosen to be part of the narrative; and for the configurational, how the chosen
events are construed together as a narrative. The answers to these two problems are
interdependent, making finding a singular aeswdifficult.

First, the episodic dimensioHow are certain events selected to be part of the
narrative? If emplotment is to occur, there must be a selection of events that happens
beforehand because logically, it would be impossible to form a narmatieling every
single event that happén3herefore, there must be a system of selection for deciding which
events in a historicalequence are selectéfitthe random collection of events which
constitutes | ife, or history, critkceriaqtob be ordere
relevanceo (ANarrative Form, o0 Mink 187) which
events, characters, and detailsrfrthe irrelevant ones to construct a cohesive story.

The selection process can be attributed to a concept Hayden Whiteistaliality.
Thoughsimpler forms of historiography like tleanalsand the chronicle merely list a

sequence ofevents,itbkr ough narrative they can fitransfor

1 Imagine a historical account abiographyhat explicitly wrote down each step takéy the subjecthe
moved his right leg forward, then his left leg, then his right, then his left, eta.)ifetime while it would not
be inaccurate, the end result would be impossibly long to write and equally as impossible to read.

8



Building on Ricoeur, White argues that the g
on the eventso (51) nor fAa code drawn from 't
thaturfefsi g orth the O6historicalityd of events

i n what his data are evidence foro (ANarrat:.

can be Arevealed as possessing rotpsssassast ur e,

mere sequenceo (White 5). White seems to SuU(
can be inserted into a story wherever the wi
that it must Acontr i butledhernwordsfitielpletisththe el o p me 1

process of unfolding before each event and only the events which contribute to the unfolding
of said plot can be sai dBeowabee i@ npgloote di swi it d
relationships by which the evergsntained in the account are endowed with a meaning by
being identified as parts of an integrated \
contextualized as part of a larger narrative, do they have significance and relevance. What
this means is thanly the events which contribute to the plot are selected to be part of the
narrative, or perhaps endowed with narrativiigr historical writing then the raw
sequences of events and the narrative desire for order are in an interdependent relationship
The plot gives the historical events a narrative form but the plot is what endows the events
with a historicality which makes them eligible to be considered to be a part of the plot.

Second, the configurational dimension. Here lies the sequentialogdkait is the
Aconfigurational act, o0 which is the Aact of
[ of events]o. This otherwise called the HfAope

~

as fAa synthesis of hetSadroagerneo B aealcehmernft sad N



21) into a coherent whole. Even if the episodic dimension determines which events should be
included, knowing which events they are is not enough because how they are arranged is
equally important. Even if the evesrdre chronological, chronology does not automatically
mean orderWithout this logic of emplotment, a series of events may be consecutive and
chronological but lack a unifying factor which would make it a coherent narrative. It is not
enough thattheress set of events but there also must b
draws a unified and complete story from a variety of incidents, in other words, that
transforms this vari ety TmeandNarativewWol.fli ed and co
Ricoeur8)For any narrative, It i s Anot enough for
chronologically or chronically, and subsequently to unfold, for their strategic accumulation to
be referred to asstoryd ( V ar o tnstheswoRI§ #here.must be anotbkment, a
Anar rnaetsisvoe whi ch grants the ordered sequence a
Athe narrative to be recognizable as narratiywv
of a multitude of sequences put together, the logic n§equence would be the factor which
connects those different sequences into a single narrativeotdgearlier, plot is the
Asequential el ementd which puts things into o
a narrative musnenbmeratiibmobeaventsin $edahordgrutsntist oaganize
them i nto an iTimeand Narragivelvol,dRicoetr 65). A story(is not
merely a simple sequence of consecutive event
a simple successin 0 .

Ultimately, what all the above comes down to is finding a logic of consequence

which grants meaning to the events. Within the sequences of what Frank Kermode called the

10



tick-tocksthat comprise narrative sequences, in the meaning of the gaps b#temak
ending one sequenead theick starting another lies the key to narrative consequence
Though the relationship betwetck andtockwhich comprises the firsirder narrative may

be logical and apparent, the relationship between a prededixgnd the followingick of

the subsequent sequence may nét8eitis precisely h e fi nt etoockandtickb et we en

represents [iIs] purely successive disorgani :

(Kermode 45). In other words, historigedrratives do not try to explain tirvéra-sequential
gapsb et we e n Kiekanuockbetdather give meaning to tirger-sequentiagaps
betweertockandtick through emplotment to construct the story. So if there is a viable

connection betweetocks andticks, this connection is the

heterogeneousin@uestme Rti c® e(uirL i2f 1l whi ch connec

pl ot ,

into a logical whole. Only by going to a higher order which can envelop all the sequences to

contextualizelie sequences can there be a unifying logic oP.pltie mechanism through
which this occurs iIs contextwualization
an otherwise meaningless successi on nsmh
through which plot grants narrative events significancergextualizatiopa higher level
system of organization which gives narrative events an appropgiateThe narratives

based on real events are the result of emplotment to make senset@tannect seemingly

2 A simpletick-tockrelationshipmay be 1. Ball is hit. 2. Ball falls down. The relationship betweeticthend
the tockis simple, apparent, and warrants no further explanation. However, what happens if the g@éend
tocksequenceis 1. Bill runs. 2. Bill is tired? While in thisrsg@sequence the logic within is again self
explanatory, the relationship between the first sequence and the secanttilearif there is one atall.
3 Continuing from the previous example, the first sequence has the logic of gravity and the secored has th
logic of tirednessGravity doesnot explain the second sequence and tiredngsesnot explain the first
sequence. Thus, a seceodler narrative which can account for both sequences is necessary to bring them
together into a single story, i.e. Billkying baseball and has hita home run.

11
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disparate sequences of action into a cohesive wAslRicoeur argues, aplits er ves t o
makeonest ory out of the mul ti pdcendion mitderft sv,i e woy
outside the incidents themselves to Aorgani z]|
heterogeneous as uiiinmi@uest ®d Rd icroecewms 2dnce $Vbh e n
higherfisecondooint of view0it gives the sequences of events a eahtinder which each

event can be said to contribute to the establishment of the plot or the furthering of the story,

thus endowing them with narrative purpose or
be identified under descriptions thatindicata ei r meani ngf ul connecti on
These higher | evel systems may beorderal |l ed fAgr a
narratives which seek to narratively articulate and legitimate some concretediest

practices or na@)rCantirungie o mpBebssmetaphor, a | a
which encompasses all thiek-tocksis necessary to find the relationships betweendblkes

andticks. It would be impossible to connect the discietk-tockswith sameorder narrative

logic because easequence already has its own internal logie tRisdissertatio® s

analysis, of all the events that occur in a sporting event, only when there is a higher order of

the plot can events be said to contribute to the plot and gain their sequences gase parp
significance The process of contextualization plays an important role for sports narratives

because a sporting event contains numerous discrete events yet not all of them will be

relevant for the plot. This disparity requires the adoption oterifilg system for relevant

events and the screening occurs through contextualization and determining which events can

be endowed with narrative significance through it.

12



The use of emplotment is especially pertinent to historiography, and thus sports
narrdives. As discussed above, the coherence of a narrative depends on its configurative

ability, or its capability to not just list a sequence of events but to presentthem in such a

fashion to produce a story. Bomethindgirhi stori cal
common, and thatis thatthey aresiotplya | i st of e vrmonustaserie6&i mms ¢
di sconnected events and sequences. Al though

from a preexisting stock of facts, whereas the evaftictional narrative are invented by

the author, o (88) just as for fictional stor
have an equally important place within ito.
because, as Louis O. Minkarguas, it hi st ori cal narrative does 1

of events but makes them intelligible by unfolding the story which connects their
significanceo (asMbdes ofComprehensidro FMic Mhus droyr .
narrati ve mepiadicdimeRsionisanswerdddy historicality while the

configurational dimension is answered by contextualization.

14

Now that one fundamental question of how narrativization balances the push and pull
between the Adesire f arattilveesi magitrhaer ywoe adn d t
narrativization can occur if the ending is yet to be determined. To account for the

unpredictable endings, it will be suggested that the plot can only be surmised once the

entirety of the sequence of events at haasldefinitively finished. Because no party can

know what will happen next simply because it has not happened yet, sports stories deal with

an unpredictability that cannot be found in historiography. So then how do sports stories
13



succeed in producing compef narratives from the same push and pull between narrative
cohesion of the Adesire for the imaginaryo an
historiography without sacrificing narrative potentibl@re, the yet unknown ending brings
togethertheisse of the two di mensionsd interdependen
hermeneutic circleVe see that historicality and contextualization are two sides of the same
coin. The plot decides which events are part of the narrétitehe events are needed to
construct the plot. To decide which events must be chosen for the plot, the plotto some
degree has to be determined because there needs to be a higher order system under which the
events can be organized, i.e. contextuabargtand through which the events in question can
be granted narrative significance through historicality. However, if the plot is determined by
the narrative events but which events become part of the narrative is determined by the plot,
contextualizatiomnd historicality constitute a hermeneutic circle.

| propose the key lies in the unpredictable nature of sports. To account for the
hermeneutic circle, it will be suggested that the true plot can only be surmised once the
entirety of the sequence of eveat hand has definitively finished. This sense of an ending is
l mportant because fimeaning attaches to a stor
theendpoi nt of a story that the story and its me
thsmodel , no narrativization is possible until
designo which finecessitates a comprehensive a
available once the entire sequenhbilgofof events
meaning plotted through time depends on the anticipated structuring force of the ending: the

i nterminable would be the meaninglessd (Brook

14



Aconfer[s] organization gKednoded3)whervan t he t e mj
unexpected ending is forced onto the narrative building at hand, it can wreak havoc on any
semblance of narrative coherence.

Because events are not narrative until they are contextualized under a plot, there is
significant room for raltiple interpretations of the same event. Since the very events
themselves are unpredictable, it is no surprise that the narrative being built on them is also
unpredictable. It is in this transformative aspect that the flexibility of the author comes into
play. Since Ano given set or sequence of re:
so on,o0 (White 44) it is possible that Aany
number of different wayso alnsd obfe sfttoorlide sads. nlt
words, the exact same sequence of events may be constructed as either a tragedy or a comedy
through the Aimposition of the Withregad$tor e of
plot, what thigprojectfocuses onis the noanism(s) through which sports stories, or stories
more generally, organizes a sundry mix of events into coherent plots. When defining the true
plot of events and narrativizing it, differ:e
differently, emphage other aspects of the text, and, consequently, produce a different textual
descri pt iltesthéimgoBiteorh of &s)ory structure from the outside which shapes
and molds a sequence of events into a narrative. Especially for sports storiese bieeea
are a limited number of story structures that are repeatedly used by the sports media, they
constitute what can be called a folk typology of sports narratbredory types that are not
formally defined but see common usags.will be discussethter, these folk typologies

may be used to inform narrative analysis as they could be utilized as plot scaffolds for

15



sporting events. On the other hand, how can a plot be determined for any set of events ifitis
not clear which events contribute to fhlet or not? And which events are relevant to the plot

or not? How can events be said to be working towards a plot if the plot requires the events to
be determined in the first place?

An aspect of sports stories that must be accounted for is its unpialitictit is the
unpredictability which both grants sports stories tension to make them more narratively
satisfying and simultaneously hinders that very narrativizalibis means that although
sometimes these narrathgenerating apparatuses are cadrietheir predictions, sometimes
an upset or a surprising result forces them to hurriedly switch the plot of the game, resulting
in a messy or narratively dissatisfactory storyline. The unpredictable nature of sports presents
an especially difficult chadinge for narrative formation and analysis because how a game
ends is not predetermined, and therefore an unexpected ending can uproot a storyline which
had been planted all game long. Unlike unpredictability in fiction, which is written by the
author andhus intentional, in sports the unpredictability of a player dropping the ball for
example, are unintentional and are true accidents. One major difference between
historiography and sports stories is that while the former can only occur retrospectively and
Aonly displays the result of the -tmewhideess of
the events unfold and Aoffers a glimpse at
can know what will happen next simply because it has not happeneggées stories deal
with an unpredictability that cannot be found in histargough the necessity of complete
retrospection to find the plot and the historicity of events have been discussegdfabove

sports narratives, such retrospectionisnotalveaysai | abl e. Though the f
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causalityo that govern the action on the fice¢
causality operate overwhel mingly backwar do (
upon previous games or seasons to butgher levels of context, within the games
themselves, the commentary and the surrounding media apparatus are forced to generate a
compelling narrative as the game unfolds.

The field of sports studies has long been aware of the unpredictable nafooet of s
itself. However it has seen this volatility as a positive trait as it makes for more interesting
viewing by increasing suspense. Simply put,
Ald] ramatic things may happemnd &Sbobcary ymaoméve i
Though it may seem counterintuitive, the finc¢
considered Ahighly desirable qualityo (Rowe
the media helps meet the perpetual audience resdmething new and different alongside
what is familiar and knowno. | n f adnthat sport
they are unscripted and are acted out in real time by people who by their actions actually
determine the outcome ( dorizihgthe Sport3 el evi si on Dream Marri ag

unpredictability of sports seems to be viewed as a positive factor since a constant source of

excitement for sports broadcasts. The fAsusp:e
flopenended damatic, narrative sequenceoftheeventi s A[ e] ssential toé
sports eventso. Without the suspense, there

drama: the tension of the match, the occasional failures on the way to victergf O
reasons why newspapers donodot | i ke teams that

narrative and drive out the tensionodo (Phill:i
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Nonetheless, thenpredictabilityof sports is a major point of difficulty with
standardizinganarratie f or mat , as Rowe suggests fAthere |
but rather a jumble of genres and subjects that can be said to fit under the rubric of sport
because they have some connection (often tenuous) with its mythologies, organizations and
personnel 06 (Rowe 97). The very fAemergento qual
narrativizing sportdoth so desirable amifficult. For example, the commentary for a game
may build up a storyline about how one team winning is a foregone conclusion but an
unexpected upset may make that narrative completely wrong and irrelevant. The
unpredictable nature of sports could turn a g
building moot.One stunning example is the Super Bowl LI game between the New England
Patriots and the Atlanta Falcorns the3d quarter, the Falcons were leading by a score of 28
3. Then in a shocking turn of events, the Patriots managed to come back to tie the game and
then win in overtime 348. Even though at one pointin theduater, ESPN projected that
the Falcons had a 99. 3% chance of winning (AP
ESPN/Associated Press), the game had the opposite ending. The sportswriters covering the
game had taken the Patr i otafedvelsionsdtheasworya gi ven
saying that ATom Brady came up short, ultimat
def ense wasndt good enough to win a Super Bow
why the Patriots unexpectedly lost SuperBowild t he Fal conso (AThe Sto
Bowl 51,0 NFL Film Presents). However, fAonce
boardé itdéds not a blowout anymoreodo and the sp

start to mount a mmoatcekammektids ganfelshowsdhatgtis a d
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impossible to correctly narrativize a sporting event until it has completely finished. As White
mentions, the Aplot of a narrative Iimposes &
level by revealingatthend a structure that was i mmanent
20). Determining which sports event can be endowed with historicality can be challenging
when an unexpected outcome unfolds. With a surprise victory or loss, the plot for which
events hadbeen contributing towards can become irrelevant or dispelled. At which point,
other events which had not been contributing to the previous plot could be endowed with
historicality as they could now be working towards the new plot. Only when looking at a
complete sequence of events retrospectively, can the observer definitively come to a plot
which is reflective of all the events that have occurred and will not be caugiuadd by a
surprising turn of events at Iifiedsepamteidiromi nce i
its context, especially the final evento (CI
the entire sequence of events will lead to the most accurate/proper plot through which
Il ndi vidual events c¢ annowledgeofthacrotutede shapestheo r i c al |
narratorodés selection and evaluation of the
means that for our analysis, the plot or at least some semblance of it must be established first
to allow for contextualization whitthen in turn allows relevant events to be endowed with
historicality.

However, sportaarrativesare not completely chaotic because as much as they are
obligated to follow the fAi mper adratveallss.lof t he
is in between the two poles of the imperfect conditions of reality and the ideal circumstances

of thefiction that sports stories are located. Within narratives, there are internal systems of
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|l ogic that guide story f or maaératveprobablityg such de
the Ainherent awarenesso peoplteorhsloeret).labout A w
other words, what happens in a story must follow an internal logic and must make sense. This

i's something more than jnarrsativecausaitgnp(OVY al ossiics e33
When a gap in logic exists between narrativegsghe disruption can seem either like a

deusex machindghatcheats the audience out of a satisfactory resolution or an illogical

seguence altogether where one event does not commonsensically follow another. These sorts

of story elements thatoccurwithn o narrati ve preparation, cannc
interventionso (Horowitz 77). I n fact, fAaccid
affords little or no room for acts that are both unintended and unforeseen, as accidents must
be(d66). I n narrative, events fAmust be integrat
more substantial than anything we experience
the task at hand is to narrativize the real life events of sports. Sadhesve a functional

and pleasing narrative, narratives depend on
narrative can expect to finish his reading ha
Phelan, and Kellogg 212) with the tension aesblution in balance. In an alternate but

similar vein, a narrative must be in some sense teleological, in that narrative events or actions
must be geared towards establishing a plot. B
operate within a systeof probabilistic rules in which events are preferentially (but not

absolutely orinevitably) viewed asgedli r ect ed actions, 0 (Her man 28

involves coding what happens in mentally projected storyworlds as sequences of deliberate,

20



goalor i ent ed behayvi eantherie sqidichave anihtemal lagiat v e s
guides their events within towards a logical end.

Though the endi n gtillmsstb®logically souhd. & inystery e , 0 i t
novel might end with thpromised enthg of the apprehensiaf themurderer Still, the
identity of the murderer might be unexpected, thus maintaining the balance between tension
and resolutionSimilarly, sports maintain the balance ténsion andesolutionby having the
predictable outcomof producing a winner and the unpredictable outcome of not knowing in
advance who willwinThe coherence of a narrative is also reflected in its ability to be
foll owed by the audience since it is possibl
by means of the act dbllowinga st or ynQuebtiioL i Rfi ec defuurn R?elr)s.t and wl
astory is, isto know whatitis followa st oryé to know what in gei
a story which make it f ol | owlhdstos mus{erhihit st or vy

an internal sense of logic where itis probable or understandably likely that one event should

follow anotherThe audienceani f ol | ow understandingly what [
infer, o following the game knowing one of ¢t
one. To comprehend a story, then, is to fAop:e

which events arpreferentially (but not absolutely or inevitably) viewed as gtiedcted

actionsi these actions in turn forming part of a larger sequence of actions within a
storywor | doWhilefietionrhasthe r2il8s)of logical probability, sports have their
rules of play The audience may follow the match without knowing who will win becadise

the events withimre made probabtaroughthefi c o nt i n g e oftheruleswWhilei ons 0

which team wins is a promised, yet unpredictable, conclusion, the actuialgptdyhe match
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abides by the rules of the sport and thus provides a logical framework which contextualizes

each action, allowing the audience to follow
infero how it will end.r sWhairceh fil so unshyy awh eem acl oyns
that the Astorylinesé announced at the beginn

even when they did n acanqucklynQiceithatthdrei@e8 ) t he audi
discrepancy between what the reality loé situation is and what the narrative being

constructed is.

Furthermore t h e weakeaaratioith fis rel evant. |t is the
conveyinganllusionof narrative sequence, |inearity, ca
timefrustat i ng the readerds trust in the emergence

Much like the commentators who try to keep up multiple storylines afloat for as long as

possible, itis the practice of trying to maximize tension through the delay of a odveal
coherence. It is the quality of narrative whe
and at the same time you do noto. This follow
events because foll owabi | allogic. Folbwirega staayrakiter of a
unfolds is no different than following a match of a sport unfold. Just as the reader of a story

does not know how it will end, the viewers of a sporting event also do not know how it will

end; yet both are partaking in eogess of narrativization in the meantime. In this regard,

following a story is Anot significantly diffe
cricket match, and understanding the features
sportingee nt starts, fAas in being a spectator at a

sense of a promised although unpredictabl e ou
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resolution. Once the promise of a sasesi sfyi n:¢
and contingencies, 0O both stories and games,
events across their contingent relations and to understand them as leading to a yet unrevealed
conclusion without however mwerdseworkingthmoughn g t h e
the Asuspense factor, o the audience knows tI
the events as tension builds up to the aforementioned promised ending, though they do not

know what exactly that ending will look like.

15

In sports studiesomeapproaches attempt to draw a parallel between traditional fiction and

sports stories or carry over the themes, structures, and language associated with more literary
forms of fiction to storytelling in sports. For some, thereasonf bui | di ng fAa dr a
storylineo is to fAkeep the fans interested i
i nvestmentso (Congalton 184) which grants tr
see the practical consideratsfor narrativizing spds, others see a deep, ontological

similarity between the transmission of fiction and sport. Some scholars see a natural affinity
between sports and stories. A common view on the narrative nature of sports is that as
Ahighly dramati cnuehenhscosmmont wi shafectional
Sports are often seen as fAsymbolic actionso
watching fAoften r espondlegotyo0 tahse icfo ntthees tmaatsc hi
front of them is alrama. Yet there has been a surprising dearth of research into why it is that

sports are perceived as Adramaticodo or how tl
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The ontological similarity between fiction and sport may be reflected in the nearly
inseparable nature of spand the media which facilitates it. Some have delved into this
relationship, claiming that a sport and its narration are one and the same as sports becomes
Aincreasingly i n dpostsniediag u(i Rsolswebthaghe ffusion of thie h e
two can be labeled as a separate entityvbfit Lawrence Wennercafisme di as por t o
Bet ween s p o oreiséterally untentabla withat the other (literally because it
i's almost impossible now to 6i magi hedowsport w
motion, and multperspectival images, accompanied by the inner voice of phantom sports
commentatorg) ( 1 3) . I n competitive eating, for exam
integral part of (traditional) sports which the unorthodox compatities to imitate as the
Acrafting of characters and scripts provides
|l egiti mate, professional sporto (Congalton 18
performance found in sports liketheuséiodf or m and structure, the | ar
spectacledo of the sporting event fAnot only en
the identification of this sport with more traditional sports and explain why fans flock to see
their favorite competiti e eat er s perform their feats, o0 whet
eating hotdogs (175).

Specifically when it comes to sports broadcasting,medium of televisiois ideal

because Athe structure of a s pegmingploy event i s
complications, and resolution, it feeds teleyv
more narratological terms, the fisports event

narrationo (ATheori zi ndamsth& atgpical SpOrfs broadicast t h er mo
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engenders the fithree stages of the narrative
enigma, delay, resolutiono. As such, sports
structure buil t iohatgomentls@keevénBudtherwithfdotbal | i ne
because the very structure of the sport, with discrete downs marking the beginning and end of
each playacting as narrative functionis conducive to narrativization. The-salled
Aminidrama of each first down attempt and ¢t
keeps the Aviewersd attention riveted to the
by fAcreat[inlgdt e palteutt owlsgptecmi ght happen nex
level of television broadcasting, compared to another sport like baseball, football is more
suited to narrativization because fAthe narr«
gamemor e than a narrow focus upon the footbal
Amany viewers, football made more sense on t
Thinking about football wunder t haroundiweians ma k e
announcers could weave a cohesive narrativec
game may have been chaotic, the narrativized product that the viewer sees presents at least
some semblance of a story.

While some characteristics arle sets of certain sports may be more conducive to
external narrativization, the act of narrativization is ultimately an external process imposed
onto the inherently nonarrative act of sport. For professional football especially, its media
apparatus haseenkeenoitsnarr ati vi zing. From the Amoment
extensively covering the games in the 1880s,

tapping into these frameworks to package football for a wider audigtazéngin the
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196wWds h the rise of televised f ooconsalsl, br oad
and intentional about doing thiso and consci o
c o mme nt a rthe beginnihefdefavised sports, and even in print and radio,

broadcasters have noted the importance of building narratives to not only draw in fans but to

make sense of what was happening out on the f

early on that f oot bal |. 6hsougnisanteralmgdiaidisision,l i abl e 0

NFL Fil ms, its Adramati zed productions gives
i magi n®dofe4sional football has taken the ide
events can be emplotted in Atoudbas obombef fef

di fferent Kk(Wmteldsl)toits practical extreendsay the NFL and NFL Films,
the games played out on the field are just the raw materials which they could transform to tell
the stories they want to tell. In recording grdsenting highlights, the point was to tell

Astories about -cpmae cfi ®owutsh 1 le piic anodelof ( Ori ar d

and Aromantic, melodramatic, epic, mythico st
aspect to haotbaglthergdmeds storytelling abi
football 6s epic or mythic powero (26) and as

typologies to frame the games as well.

The broadcast narrativi z etsactiom ehescgaughtt s o t h
on screen, is invested with the quality of dr
of the broadcast, the commentary, the camera movement, and its very structure come
together to tell the story of the sportingeventsuehth t he fAsports event i s

television presentation is the narrationo (Re
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Anetworks discovered early on that sports coc
(Sullivan 138) as if they wemaidimentary news reports, or to invoke the earlier discussions
of White, mere annals or chronicles which only list a sequence of events. Instead, the
networks used ficameras and narration to trar
fromsporttoe nt ert ai nment , 0 t rthaongh Whoch its evergsgained i nt o a
significance through their corresponding hi ¢
plot to what is an unpredictable, henscripte:c
commentary contributed to this Atransfor mat:i
contestants as characters and creating a stoc
FormerNFL commissioner Pete Rozebldsoe nc our aged commeoht ators t
themselves as part of the show, so that O0pec
the scored6o (Jay 112). Then woimgkhatg HAeoomndrmnhd e
drives drama, broadcast TV uses camera coverage and commentaty &sittentify, focus
on, and interpret key moments of conflicto.
sports events are narrativized in broadcast.

However, the narrativization of football, and sport more generally, also includes not
only what h@pened on the field but the context in which it occurred. Operating in the same
way as the concept of contextualization discussed earlier, the higher level narrative of a
season or a franchisebs history caagasmesr ve a:
are narrativized. Within the ecosystem of t1}
during and after sports eventsé variously atfl

against what is actually unfolding, and then reflectingod seeking to find explanations for
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what has transpiredo (Rowe 31). These may 1inc
predictions, and retrospectives on past players or teams. Furthermore, within the broadcast

itself and especially the commentarymayn d f requently do, draw fron
of historical facts and mythologies, a well from which players, announcers, and fans can pull

up great performances and powerful narratives
Ricoeur, White, and Bar#s, a higher level of organization is required to contextualize and

make sense of the individual events underneath whether that be temporality, history, or

narration, sports stories rely on an outside level of context to effectively narrativize

individualgames and plays.

1.6
The Afollowabilityd of sports narratives may
Aistandardo storylines common to the industry,

Practically speaking, sports narratives are not completejinal stories created from the

ground up every time but are usually a superimposition of a commonly used trope or a

structureonto a match. Some scholars believe #liedtories are based on a few limited

archetypical stories, though they may disagmne¢he@ exact number of said archetypes, such
asNorthropFr ye 6s assertion that Athe romantic, the
satirico are finarrative categories of I|iterat
Il i terary B6@)nThesusewf eStablisiied types of stories to tell new ones, or rather
narrativize new material and events as reiterations of the same kinds of stories may be a

result of the human need for narrativization, as discussed in the beginning of this dhapter.

I's Ainot just narrative but thinking itself re
28



whereby a source story (say, about actions) is projected onto a target story (about events or

processes) to help make the latter more intelligibletanda ct abl eo0 ( Her man 28

Aconfigur[ing] the game by activating a scri

familiar form of stories providea scaffold onto which the messy jumblaeél lifeevents

can be ordered and ntiredsponsdas o alldarts d thicga aresgaided o u r

and organized by a | imited number of standat

events is a fAimatter or emplotment in a narrc
When it comes to sports narrative@gsecifically, though there are disagreements on the

total number of typologies, itis taken to be a truism that there arersmoeurringstories

that can be told. For sports narratives, the variety of possible typologies is limited because a

competitive sports environment is not conducive to every kind of narrative. For example, the

voyage as a typology does not fit well into a football gakowever, sports narrative

typologies may be seen as sports specific adaptations of basic plots. Just as Vladimir Propp

envisioned many interchangeable characters filling out the necessary roles, there may be

sports specific elements filling out the nesary roles for these universal typologies.

Although they may have different names, there are clear overlaps and parallels between

competing models of sports narrative typologies applicable to many if not all competitive

sports settings. Some haveidemstii t he fAscripts, or scenari os,

p | olkesid he | nc r-&rdnmBeHind Victooynthee Fatal Error, the Heroic Feat, the

Lucky Break Victory, the Unlikely Hero, the Inevitable Collapse, Overcoming Bad Luck,

Persistence ThatPay Of f 6 ( Ryan 145) while others have

rivals story, the bitteenemies story, the woundéero story, the Cinderella or Ugly
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Duckling story, the sowchallengingthef at her story (f ormer assistan
(Oriard 26). The superimposition of typologies seems to simplify narrative analysis because
the typologyuseddictates the presence and absence of certain elements. For example, the
comebaclkstory necessitates that the winning team be at a disadvantagedpasttiahe
end, otherwise it does not fit the definition ad@nebaclstory. This severe imposition of
conditions may mean that the act of narrativization may not always succeed due to the
Ai mperative of the r e@mabaclktinhsunfgding, iftheteamy s eem
in question is unable to win, the story will be incomplete and failed.

Theimpulseto structuresportingevents as distinct and easily recognizablesstas
been long common in professional football andisrtwined withheses por t s A f ol k
typologiesd. The NFL, its media arm NFL Fil ms
the technique of superimposing stories onto games, knowing full well the power of a good
story to draw in audiences and shape the image of the. gaora the early days of football,
Anetworks discovered early on that sports con
(Sullivan 138) and that they needed stories to guide them. Even before television and radio,
in print media recognizable stdryi n e s s u c h -rials stofiyt the dideertemiesn a |
story, the woundedthero story, the Cinderella or Ugly Ducklistpry, the sorchallenging
thef at her story (former assi swteart userds usa nwi IRy rr
moment that awspapers began extensively covering the games in the 1880s, the media
elaborated on themo (27). The NFL quickly rea
(Vogan 2) since any story could be emplotted onto the events happening out on the field.

Withtheadvent of NFL Film, its Adramatized produ
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shape how it is imaginedo (4). The filmic pr
Aromantic, melodramatic, epic, mythic, wusual
(Oriard1l 6 ) . F o r thessmehallerdgiegthe-father story (former assistant versus wily
mentorp was put to use when the New England Pat
Titans in the 2020 AFC championship game. When Mike Vrabel, now as head coaeh of th
Titans, won againgtis former coaclill Belichick, the football media was eager to portray
the win as the student becoming tehsequteeda cd haert,

of running down the play clock with false start penaltiestoensua wi n and fibeat

at his own gameo (AMi ke Vrabel recall s, 0 NB(
types can be applied. Tom Brady fdAhas been d:¢
(Leibovich 54). F+iheadts tdhenshtoramncatl i@ i agatabke
underdog, 06 the player everyone | oves to hate
increasinglyseic onsci ous and intentional 06 about usir

commentaryo (Or i ar deparatestory dirdindevhich anqgnduacgrs coudds a
weave a cohesive narrativeo (Jay 97) and evVe
so intertwined that for even unconventional
scripts providesameansfot he sport] to perform as a | eqgi
(Congalton 184). These story types, such as rivalries and the Cinderella story,
Aunsurprisingly, ar e -repagsaniecnargativesinthe Westera!| d e st
Wor | do ( Or ighmotexhaustlve theSetam the narratives that are often repeated in
sports storytelling. Using these common story types to make sense of sporting events might

be because narrative Nndescribe a set of i de:
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legends that have shaped our cultures and communities, which then help us to construct the
way we think about the worldo (Phillips 7).

For sports, the unpredictable series of events is often given meaning through the use
of the higher order narrative stituce in the form of story type$he use of these folk
typologies may be seen as the fAparabolic proj
source storyeé is projected onto a target stor
t r ac e ab lremard, thd happenings sn the field are projected onto standard storylines to
make the sporting event comprehensiblee actions happening out on the field areopted
into a recognizable storyline which then contextualize the events, like how raitp s
endowed on upon historical events, to give order and coherence to the sporting event. Just as
a story is fimore than just an enumeration of
w h o | Bmeand(Narrative Vol, Ricoeur 65) sports typologere scaffolds onto which
the events of the sporting event are built on to give a recognizable form to the inherently non
narrative phenomena. I n the case of historica
transform into a story alistof histoacl events that would otherwise
Afevents, agents, and agencieso within must be
means that they Amust be characterized as fdth
thatcanbeappe hended as el ements of specific story
attention to a secondary referent, different in kind from the events that make up the primary
referent, namely the plot structures of the various story types cultivated imagiceu | t ur e 0 .
For White, the comprehension of discourse relies on the reader recognizing the narrative at
hand being tol d t ho u dohexdimple, as@reepic, fomancektragedy, of st
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comedy, or farceodo. Co mprteantherscogoiton ofthéfem , i s 7

of the narrativeo. White goes on further to
Atragic, comic, farcical, and so ono can onl
structure of a given storytypeontheent s, 6 ul ti mately it is the
type and its imposition upon the events that

constitute the narrative is at first meaningless but gain significance only through their
contextualization whin a recognizable story structure which endows them with meaning
within. As echoed by Paul Ricoeur and others, a grand sexaied narrative is required to

give meaningto the incoherent hodgepodge of events.

1.7

In analyzing real sports events, theidefor establishing a coheramarrativemust compete

against the unpredictdity of sports. This incompatibility makes determining an intelligible

storyline difficult as no one, not even the commentators building the story in real time,

knows what willhappen until the game has officially ended. Yet, these stories are not created

in a vacuum. They are usually contextualized as manifestations of higher order storylines

which endows select events with narrative significalbee y woul d be Barthes|
in the story. The main task at hand for narratively analyzing sporting events is to identify the

main storyline, only then can the specific events which make up the functions of that

narrative beetroactivelybe identifiedHere, the necessargreading of the events can be
contextualized through the practice of open
research data are first systematically anal\

concept uaPricewlere atexds@analyzedCertain keywords or events are noted so
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that a larger pattern can be made recognizable from the overall view. However, open coding
sporting events is difficult because of their unpredictable nature. Although one standard open
coding practice imolves setting up key categoriesforethe analysis, because it is unknown
which events will occur until the sporting event has concluded, it is not feasible to have a
code key setup prior. Thus, the analysis can only be done while keeping in mind very
general events thabuldbe made significant such as touchdowns and other scoring events
and then identifying the relevant everggroactivelyafter the dominant storyline has been
found.

The realtime nature of sports narrativization forces the tempa@aad/simultaneous
adoption of multiple potential storylines on the part of the analyzer. Because of the
Ai mpegodt itvhee real , 0 it is possible for the gan
narrative anytime and the story cannot be made certain matjgme has finished. Of all the
storylines that are at | east partially for med
prominence, becoming the theme(s) of the matmacture; some would sink to lower levels;
some would survive ia faewomidhtddiveappe®ar alntd
148). The potential for narrative failure is a crucial element of sports narratives. Because no
one, including the commentators who narrativize the game, can see into the future, whatever
storyline is being pushed ahy given time may fail if the events on the field do not comply.
In stark contrast to Barthes, who said thatamrativefithere are no wasted unitfBarthes
245)in sports narratives, plenty is wapbbted as i
functional el ements form only aThssywhenet of t he

analyzing the narrativization of sport, potentially competing storylines must be keptin mind,
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keeping track of the eventtsatmay be ceopted into any of the stglines Only when the
game is finished and the storyline decided that the contributing events can be identified. This
leads into a discussion of the potential methodology for analyzing sports narratives.

So far, it has been shown that the ety thesportingevent must be known, which
necessitates a rereading approach where subsequent reading keeps track of potential
historicality, and it also has been shown that events require contextualization from a higher
system of or gani zevidasthemostBm framéwerkvéhicmcarde | pr
accommodate thesefeaturBsar t hes6 fr amework of narrative
AAn I ntroduction to the Structural Analysis
a new viable model of narra@ that incorporates the reiterative process necessary in
analyzing live sporting broadcasts. Broadly speaking, Barthes provides three levels of
narrative: functions, actions, and narration. Functions are the smallest unit of narrative and
they can be piexd together to form larger sequences of action, and these actions are made
sensible under the system of narration. Crucially, each level must be integrated, or
contextualized, by the level above to make sense. While Barthes goes into detail about the
typesof functions, such as cardinal functions/nuclei which determine the plot and indices
which describe and fill in the gaps, whatis important for the new model is the layered
structure. The form, not content, iooduniBart he:
of narrative and successively integrates them into towards larger units until a narrative is
established is the backbone of the proposed model. By borrowing the core concept of
integrated layers, the new model is flexible enough to include tharethe three layers

identified by Barthes yet the layered approach provides enough rigidity and independence to
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each layer to allow reeading and reiteration at each level. Each level of narrative serves as

the higher order of contextualization for tlegel below, thus building a layered system of
contextualize meaning making. In other words, the narrativization is identified by building on
successive levels of narrative organization. This layered approach is necessary because each

layer is contextuatied, and thus made meaningful, by the layer above.

1.8

Based on the theoretical background discussed so far, a sound methodology for sports
narrative analysis should adhere to the following conditions:
1. It mustatfirst be chronological.
2. It should keep multiple prospective narratives open to possibility during the unfolding
of the events, thus any possibly relevant events must be noted.
3. It must abstain from determining a narrative until the sporting event has concluded.
This narrative cabe identified with a sports narrative typology.
4. Only after the overarching narrative has been determined, can the relevant evets
retrospectively be endowed with significance and be part of the narrative.
5. Once both the narrative(s) and its/(their) evemésdetermined, their analysis should
come to one of three conclusions: the identification of a single narrative, the
identification of multiple competing narratives where one is established over the

others, or the failure to produce a coherent story tjiraarrativization.

Yet here is the difficult parBecause the overarching narrative cannot be determined
until the sporting event has concluded and only then retrospectively, the game in question

must be analyzedit least twiceOnce tcestablish a general sense of the entirety of the
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sporting event, anthen again tdighlight all the potentially significant events and their
corresponding potential storylines, to review andagegorize or rédentify the events as
those that contribute to the mastory, assuming that there is a successful narrative.
Furthermore, the repeated process is an analytical convenience. In real application, the
proposing of narrative and the selecting and rewriting of narratives would occur to some
extent simultaneously.
Within this guideline, a reiterative reinterpretatioiigcial in determining which events
are to be endowed with fAhistoricalityo (Whi't
analysis outside the broadcast. While the narrativization of the broadcast happens in real
time, the analysis of that narratration happens retrospectively and requires constant
re/interpretation. Though the narrativization may seem natural in the sense that it logically
arises out of the events it draws from, this chapter seeks to examine the interpretive decisions
thatmustbenade t owards fdet entheposhtho@mplysist he narr at i
As discussed earlier, the methodology for carrying out the narrative analysis was open
coding based on a modified Barthesian tripartite model velifesideringhe episodic and
configuratonal aspects of the final narrative. In other words, the narrativization is identified
by building on successive levels of narrative organization. This layered approach is necessary
because each layer is contextualized, and thus made meaningful, byethetdave. From
thebroadcastof all the audiovisual elements aired, the analysis begins by establishing the
base level ofaw functions, the moreor-less complete selection of the elements of the
broadcast comprising the foundational layer of the nareation. Raw functions are imbued

with an assumption of narrative relevancy as opposedig®or obvious irrelevant elements
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such as ads for other TV shows on the broadcasting network that have nothing to do with the

game at hand. Not everything that paps can be realistically included, as established by
Seymour Chatman, fA[n]arrative events have not
hierarchyo0 and s o memarree ismpnprityamt than otherso (Chgz
are divided into two type game eventsvhich are the actual play on the field and

commentary eventsvhich include the commentary, replays, highlights, and onscreen

graphics. While it is the case that the commentary events cannot exist independently without

the game event¥hus in a sense a narrativizing layer above them because both event types

are part of the broadcast they will be treated as being on the same level of functions. From

heretrue functions, or functions which were deemed to have a significantimpact on the
narrative formation, or have AfAgseudofurctionsc al i ty, O
or narratively irrelevant functions were ignored. Based on true functions, loose groupings of
narrative focus were identified &sie functional clustersif they contibuted to the higher

level of storylines. While thpseudafunctional clusters, the groupings of functions which

do not contribute to storylines, were ignored. Building on true functional clusters, even

longer stretches of distinct storylines were fornede storylines are akin to functional

sequences of functional clusters which contribute to the final narrative, pgeilelc

storylinesare sequences that do not work towards the final narrative. Lastiynahe

narrative is the accurate narrative praced from the entire broadcast comprised of the true

storylines.
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Final Narrative(s)

Pseudo-stoylines True Storylines

.~

Pseudo-functional Clusters True Functional Clusters

Figurel.1l: A diagram of the units of narrative and their organization

At each step between the levels of narrative identification, from the broadcast to the
functions, from the functions to the functional clusters, from the functional clusters to
storylines, and from the storylines to the final narrative, there is an ietempact of
narrative sensenaking must be made to successfully unify the narrativization at each level to
make it possible to narrativize the nekihe classification of narrative elements as pseudo or
true may raise questions about whether sports masahould or could be read on the axis
of truth/falsity. It may be more useful to conceptualize it as being true based on the progress
of the sporting event up to that point. If a team is in the lead in the beginning, it is logical that
the broadcast Wibuild a narrative favouring that team. But if the game ends in an upset and
that team loses, the narrativization will shift accordingly. Looking at this hypothetical
example, it is not that the broadaauild was

get based on the events of the game that had happened so far.
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However, there is a concurrent battle for meaning making between two interpretive
forces: the reflexive narrativization of the broadcast an@gdst homarrative analysis. The
reattime selfnarrativization of the broadcast done through primarily the commentary is done
with no foreknowledge of the end and thus leads to the formulation of both pseudo and
inevitably some true narrative units. While sitting at a slightly higher leiveaaative plane
than the actual play on the field, the commentary and its tools are treated as an inextricable
intertwined aspect of the play in the broadcasts. Without the complete picture to properly
contextualize each level of narration towards tin@fnarrative, it frequently confuses
Aconsecutiveness and consequence, between
forming pseudenarrative units based on only chronology or towards incorrect narratives, and
not towards their contribution to highem®rs of true narrative organization, thus forming
clusters and storylines unable to Afuncti
(254).

On the other hand, theost homarrative analysis is done with the knowledge of the

t

on

m

a

completed broadcastseEs ent i al ly, the repeated interpretat

tockandtick, 6 t he Apurely successive disorganized

harmonizedo (Kermode 45) by establishing what

g a m@Eotmann 98)In some respects, this mdliivel interpretation occurs simultaneously
with and is a workaround to the hermeneutic circle. Within the reiterative analysis of the
narrativization, each level of interpretation and Gestalt building makes sethseevents

working towards an end not yet definite, while interpreting the events based off the

t

i ncomplete information of the previous iterat
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Using the conditions outlined above, an NFL game between the Cleveland Browns and the
Tennessee Titans in week 1 of the 22020 season was analyzed. The approach takes each
play as a Barthesian function since football is conducive to being broken down into blocks of
plays of fieach first down attempt( Jaanyd @ 7h)e tnh
using the commentators and the broadcast (camera, graphics, etc.), the analysis constructs
larger sequences of narrative action which extends over multiple functions, then the
sequences are pieced together into even larger swathes ¢ihemrgf which three develop
as the game goes on. Once the game ends, the competing storylines were compared and an
overarchingarrativefor the entire game is established. For the game in question, the
narrative was one of the Browns being unable te lip to their expectations and losing the
game due to their numerous penalties; put ir
AThe Throw, 0 where a team in an advantageou:
errors ordip in performance. Ther c het ype of AThe Throwo neces
of eventsaswill be discussed later.

First, a list of raw functions is produc&om the initial reading of the broadcast
From the beginning to the end of the game, plays, commentarpraadastelements such
as statistics graphics are itemized in chronological order. However, just as not every step can
be recounted in a historical work, there is alreadyeed for interpretive acti@t this point
in the analysis. Because there are a largelrar of short flashes of information conveyed on
screen, ithere are oftopic conversation between the commentators or thergoane

statsticsor graphistoo irrelevant or unimportant, they are left out even before the raw
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functions are compiled usingh e fi icnitepid oi fc irtel evanceo (ANarrati ve

187).The entire analysis can be seenin the appendix (Appendix A).

Functions

Pregame predictions on CLE win

0BJ recovering from injury

1st Quarter

CLE receiving

1st & 10, almost intercepted

2nd & 10, pass to Higgins

1st & 10, run by Landry

1st & 10, run by Chubb

Comm, this offense is dynamic

1st & 10, pass to OBJ

1st & 10, run by OBI

Flag, unnecessary roughness, -15 yards
1st & 25, pass to OBJ

2nd & 23, pass to Higgins

1st & goal, run by Hilliard, TD
Conversion unsuccessful

Comm, great opening drive, no 3rd down
TEN receiving

Flag, illegal block

1st & 10, pass to Walker

Flag, roughing the passer, def -15 yards
1st & 10, no gain

2nd & 10, pass to Brown, 47 yards

1st & 10, rush by Henry

2nd & 11, TENTO

2nd & 11, pass to Brown

3rd & 9, incomplete

4th & 9, FG attempt successful

Comm, John Dorsey, GM deserves credit
CLE receiving

Flag, illegal block

1st & 10, pass to OBJ

2nd & 2, sacked

Figurel.2: An excerpt of the raw functiorisom Cleveland vs. Tenness2@19 Week 1

With the base level of raw functionsin place and the end result known, the analysis
can move on to identifying the functions whigire endowed with historicality andtimately
contribute to the final narrativeh& second time around, because the narrative towards
which each function must contribute is cleart is much easier to identify which plays
should constitute narrative functions. When the game is reviewed -amélyzed under the
framework oftheCledeand 6s mounting penalties, the resul

identified as true functions which contribute to the plot, of which there are two kinds. Yellow
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is used for game events like changesinscoreatdad | ed fAbig plays, 0 wh
changan score occurs, it can be seen to have a noticeable impact on the game at the time of

its occurrenceGreen is used for commentary events or noticeable moments of commentary

or broadcast where explicit moments of narrativization odtatso includes no-verbal

aspects of the broadcast which acts as narration such as the camera work and graphic

displays that are shown on screen for the viewers. Although the earlier penalties in the first
guarter would not be highlighted if the initially hopeful storylmé Cl| evel andds ne:
prospects continued, once the overarching narrative for the game was determined to be about
how Cleveland threw the game with its penalties, these earlier infractions became endowed

with narrative significance. Now, these penaltiesthesfirst seeds of a larger story to come

and they can be seen to fAcont radditvemededofo t he
narrative building. Thus in the final analy:
unimportant penalties are highligid from the beginning of the game to show that
Clevelanddbés penalties have been accumul ati ng
point what the dominant narrative will be is unclear, any and all events that could potentially

contribute to pesible narratives are highlighted.
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narrat

Functions

Pregame predictions on CLE win

OBJ recovering from injury

1st Quarter

CLE receiving

1st & 10, almost intercepted

2nd & 10, pass to Higgins

1st & 10, run by Landry

1st & 10, run by Chubb
-s offense is dynamic

1st & 10, pass to OBJ

1st & 10, run by OBJ

Flag, unnecessary roughness, -15 yards
1st & 25, pass to OBJ

2nd & 23, pass to Higgins

1st & goal, run by Hilliard, TD
Conversion unsuccessful

-at opening drive, no 3rd down
TEN receiving

Flag, illegal block

1st & 10, pass to Walker

Flag, roughing the passer, def -15 yards
1st & 10, no gain

2nd & 10, pass to Brown, 47 yards

1st & 10, rush by Henry

2nd & 11, TENTO

2nd & 11, pass to Brown

3rd & 9, incomplete

4th & 9, FG attempt successful

n Dorsey, GM deserves credit

CLE receiving

Flag, illegal block

1st & 10, pass to OBJ

2nd & 2, sacked

Figurel.3: An excerpt of the selected functidinem Cleveland vs. Tennessee

Next, groupings of potentially significant events are used to generate higher level
sequences of narration in the form of functional clusters. During the analysis process, based
on the highlighted events, points of narrative potential are establishededhilthbe used to
build higher level storylines. As figute4 shows, the clusters punctuated by moments of
narrativization via commentary or changes of score are summarized into narrative bits which
reflect the state of narrativization at that point. Eeample, the game starts with the

potential that
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with the commentators remarking that the offense is dynamic, the cluster of events forms the
second narrativge mpriamiode Gi.CLTEh esth oanfitner a bi g

touchdown by Hilliard, the commentators note that Cleveland has had a great opening drive

withno3downs, creating the moment narrativizat
Functions Clusters
Pregame predictions on CLE win Begins with expectation that CLE will win

OBJ recovering from injury
1st Quarter
CLE receiving
1st & 10, almost intercepted
2nd & 10, pass to Higgins
1st & 10, run by Landry
1st & 10, run by Chubb
-s offense is dynamic CLE shows promise
1st & 10, pass to OBJ
1st & 10, run by OBJ
Flag, unnecessary roughness, -15 yards
1st & 25, pass to OBJ
2nd & 23, pass to Higgins
1st & goal, run by Hilliard, TD
Conversion unsuccessful
at opening drive, no 3rd down CLE has great opening drive
TEN receiving
Flag, illegal block
1st & 10, pass to Walker
Flag, roughing the passer, def -15 yards
1st & 10, no gain
2nd & 10, pass to Brown, 47 yards
1st & 10, rush by Henry
2nd & 11, TEN TO
2nd & 11, pass to Brown
ard & 9, incomplete
4th & 9, FG attempt successful
n Dorsey, GM deserves credit Rebuilding CLE, a new team
CLE receiving
Flag, illegal block
1st & 10, pass to OBJ
2nd & 2, sacked

Figurel.4: An excerpt of the functional clusteér®m Cleveland vs. Tennessee
On the nextlevel up, the functional clusters are pieced together to form storylines. As
seen in figl.5, combined with the high expectations placedteteam before the season

began and the i mpressive performance of the
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new team, O

ncorporates

h e

narrativization take place in real time. Buildioff of the preseason hype about the new

players and coach, Odell Beckham Jr., Baker Mayfield, and Freddy Kitchens, the good

performance by the Cleveland Browns in the first and a part of the second quarter of the

game the broadcast constructs the caftest®ryline that Cleveland has built a new and

effective team. In this example below, all of the shown clusters are true because they directly

contribute to the storyline. To recap, narrative functions make up larger sequences of

functional clusters which turn make up even larger storylines that present a cohesive,

though potentially incomplete, narrative thread which connects the elements beneath.

Functions
Pregame predictions on CLE win
OBJ recovering from injury
1st Quarter
CLE receiving
1st & 10, almost intercepted
2nd & 10, pass to Higgins
1st & 10, run by Landry
1st & 10, run by Chubb
s offense is dynamic
1st & 10, pass to OBJ
1st & 10, run by OBJ
Flag, unnecessary roughness, -15 yards
1st & 25, pass to OBJ
2nd & 23, pass to Higgins
1st & goal, run by Hilliard, TD
Conversion unsuccessful
at opening drive, no 3rd down
TEN receiving
Flag, illegal block
1st & 10, pass to Walker
Flag, roughing the passer, def -15 yards
1st & 10, no gain
2nd & 10, pass to Brown, 47 yards
1st & 10, rush by Henry
2nd & 11, TEN TO
2nd & 11, pass to Brown
3rd & 9, incomplete
4th & 9, FG attempt successful
n Dorsey, GM deserves credit
CLE receiving
Flag, illegal block
1st & 10, pass to OBJ
2nd & 2, sacked

Figurel.5: An excerpt of the first Cleveland storyline
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Begins with expectation that CLE will win

CLE shows promise

CLE has great opening drive

Rebuilding CLE, a new team

Storylines:
CLE is a new team
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However, as often is the case, the ni mpei
constructing a smooth narrative. In the Cleveland vs. Tennessee game, the tide turns and the
story shifts to how the accruing penedtare hurting Cleveland. As shown in figdr6, as
the first storyline about Clevelandbés i mpr e:
established about the teambs seemingly endl e
ignored in the bginning of the game can no longer be set aside and soon become the focal
point of the game. These penalties from the start of the game are like seeds yet to germinated
by the shiftin storyline. At the moment of the narrative pivot, the commentatorsipdant
seed of penalties, warning how they could hurt Cleveland. As the game goes on and the
functions in the form of penalties keep coming, inevitably the only resulting narration is
about how penalties will cost Cleveland the game. This stretch of naa#itw includes
narrative sequences which establish that Cleveland is an undisciplined mess wittOGver
penalty yards before the first half, culminating in the statement that the penalties will be the

reason Cleveland losesthe game.

-w defense by CLE, system is a go The new CLE is different CLE defense is good too
2nd & 9, pass to Walker
1st & 10, run by Henry
2nd & 7, incomplete New storyline: CLE and penalties.
Flag, holding, roughing, -15 yards

w you lose is by sloppy penalties Early seeds of penalties in game Penalties have stacked up,
1st & 10, run by Henry CLE needs to be careful
2nd &4, incomplete

acking up penalties, could lead to loss

Flag, neutral zone, -5 yards
1st & goal, rush by Henry
2nd & goal, rush by Henry, TD
Conversion successful
yard drive aided by 4 CLE penalties CLE penalties are converting into points
looks tired CLE frustrated by giving up penalties
CLE receiving
1st & 10, run by Chubb
2nd & 1, incomplete
3rd & 1, incomplete
Ath &1, punt
Comm, CLE disappointed to not get first down
TEN ball
1st & 10, run by Henry

es are hurting them on the field

Figurel.6: An excerpt of thénitial storylinebeinginterrupted
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Based on the new storyline of Cleveland and its penalties, a third potential storyline is
brought forth, running concurrently with the second one. As shoviigurel.7, on a self
reflective mode, the narrativization turnsto its own predictions from the start of the game and
starts a new storyline of AReversal of Expect
the impressive start of the Cleveland Bremgainst their shabby performance at the time of
narrativization, the storyline that the expectations placed on Cleveland was misplaced is
constructed through functions and sequences such as their inability tcgeiariin the
second quarter and tm@ffense being constantly interrupted by their own penalties,
eventually almost setting a franchise record for the most penalties in a single game.
P ot o 1 e o ek mepclommb e ™

2nd & goal, rush by Henry, TD
Conversion successful

acking up penalties, could lead to loss

yard drive aided by 4 CLE penalties CLE penalties are converting into points
looks tired CLE frustrated by giving up penalties
CLE receiving
15t & 10, run by Chubb
2nd & 1, incomplete
3rd & 1, incomplete
4th & 1, punt
Comm, CLE disappainted to not get first down
TEN ball
15t & 10, run by Henry
1st & 10, almost sacked
2nd & 10, pass to Smith

es are hurting them on the field

New storyline: Reversal of expectation

Perhaps part of penalties
storyline?/Concurrent storyling?

3rd & 3, pass to Humphries
sts for TEN, O for CLE In quarter CLE unable to perform
1st & 10, run by Henry
s is a TEN game right now, It started off as a CLE game TEN is in control, CLE underperforming after 1st quarter
2nd & 2, sacked
3rd & 11, incomplete
4th & 11, punt
CLE ball
1st & 10, run by Chubb
Ily 26 yards since opening drive CLE struggling after start of game
Flag, unsportmanship, -15 yards

ns In 2nd quarter

re costing CLE the game

ove ball with penalties

uld be upset, need to calm down, no mare fouls, 5 personals CLE needs to gain contral of penalties
Robinson ejected

o regroup and focus before it's too late

Figurel.7: An excerpt showingtenarrativizatio® attempts to sel€orrect

The introduction of this third storyline presents two important facets of narrative
analysis. First, it shows that narrativization is atteak process where even the broadcast
does notknow how thingswilltumut , showing the power of the
Although it went against all of the media hype going into the game, once Cleveland started

underperforming, the broadcast had no choice but to backpedal on its own predictions and
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present the oppositnarrative as it happened. Second, the third storyline emphasizes the
messy, congruent, and simultaneous nature oftrealme narr ati ve anal ysis
Expectationo storyline not only runs concur.
byproduct of it. Without the penalties that make up the second storyline, there would not be
the reversal storyline either. As discussed earlier, clarity can only be found in a repeat
viewingbecause of the muddled nature of ##ale narrative analysis
Asfor the rest of the analysis, we can see in figu8shat the broadcast juggles all
three potential storylines until the end and no one storyline runs completed from beginning to
end. However, as the game approaches its end the narrative possililgeamtl we reach
the point of no return for narrative variability (fi.8). At this pointin the game, based on
the difference in score and the amount of time remaining, it simply becomes impossible for
theg a meuiceme to change. At this point, Cleard losing the game is a forgone
conclusion and the narration shifts away from speculating about which team will win and
towards reflecting about the misplaced expectations and the impact of the numerous
penalties. Here, not only the narration builds trésrative but so does the camera by panning
to exasperated and disappointed shots of the Cleveland fans in the crowd, the broadcast

emphasizes the poor performance by the Browns.
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4th Quarter

1st & 10, incomplete

Flag, holding, -10 yards

Comm, most penalties since 1995

1st & 20, run by Chubb
2nd & 14, interception
TEN ball
1st & 10, run by Henry

has to play safe, don't try to win game in one throw CLE has a chance, needs to play safe lay safe to come back
3rd & 4, run by Mariota
Flag, holding, -5 yards

s to

[EBRRMBR- s much improved team, but haven't played together CLE better but worse than expectations
1st & 10, run by Chubb
2nd & 4, pass to Landry for no gain
3rd & 4, interception
TEN ball
15t & 10, run by Henry
2nd & 3, run by Henry
t Monday always biggest over reaction

needs time to work as a team
reseason hype

Point of no return for narrative variability:

CLE fan, the hype going into this Acknowledge hype leading into the match previous hype revious hype
1st & 10, run by Henry

1st & goal

TEN TO

[GRBWARHY i of fans looking disappointed CLE leads a diasppointing performance, contrast with hype

1st & goal, pass to Walker, TD

Conversion successful

CLE receiving
city is anxious, no season opener win since 2001 CLE under pressure to win opener and perform to expectations
en you have pressure in the preseason

1st & 10, incomplete

2nd & 10, incomplete

3rd & 10, incomplete

Flag, pass interference

1st & 10, incomplete

Flag, holding, -10 yards
penalties, most since 1951 CLE almost setting records for penalties setting new record for penalties

live up to overblown expectations

Figurel.8: Thenarrativepoint of no returrior Cleveland vs. Tennessee

Based on the storylines that are constructed however, a cohesive, completed
overarching final narrative can be established: Cleveland could not live up to expectations
and threw the game away with penalties. Here, it should be noted that within the obntext
the final narrative, the ARever salsonlhe expect a
because of its minor role and redundancy with the penalties storyline and is ultimately
subsumed under the narrative thread of the accruing penaltiesn&hedrrative of the
game, then, is Cleveland starting the game with big expectations and an impressive start only
for undisciplined penalties to accrue and cost them the game. With this retrospective

narrative arc in mind, ranalyzing the events of tlgame yields the following results.
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s
ins with expectation that CLE will win

CLE shows promise

CLE has great opening drive Opening tirive reinforces
idea of CLe winning

2nd & 10, pass to Brown, 47 yards
1st & 10, rush by Henry

Figurel.9: An excerpt of final narrativéor Cleveland vs. Tennessee

Then two sequences make up the storyline asseeninfigute Fi r st t he ARI
the protagonist team in the opening drive and up to halfway through the second quarter of the
game, through which Cleveland manages to establish a lead despite the mneadyus
penalties, and secondly the AFall o foll owi ng
Clevelanddés penalties steadily and signific:é
current of penalties throughout the game not only shows the aduitivee of the story
formation in the game but also serves as the common thread linking both parts of the
narrative. Looking at the game typologically, in a Proppian fashion, the plays and players of
the game can be seen as the interchangeable partsadéthents that constitute the storyline
of AThe Throwo. I f AThe Throwo can be codifi
namely that the team in question must be in a winning position at the start but through some
change of fortune mustloskl t hough the term Ato throwod has
game on purpose, it has also come to describe games where one team loses a lead in a
spectacular fashion. Typologically speaking, Cleveland fills the role of the eventual loser
team.The reanal/zed functions, narration, and storylines are directly contributing to the
overarching narrative of Cleveland throwing the game away with penalties.
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Chapter 2
Case Study: The 2016 New Engl and

2.1

The goal of this chapter is to show the process of narraimzat action, both on the level

of individual games and the seasba.illustrate this narrative analysis in action, the New
England Patriotsd 2016 s e apedinyearholdsagieadealn al vz e
of narrative interesind potentibasthey began their season with their star quarterback Tom
Brady suspended for four games duthiei D e f | adcandadbitoke a litany of records

for both the franchise and the league, and won the Super Bowl through a dramatic comeback
in what some all the greatest Super Bowl game ever played (Clayton, Wessdlmgg, two

types of narrative analysis will be carried outin this chapter. First, individual games will be
analyzed in detail to show how narrativization occurs on the level of gamescomdi sithe

arc of theentireseason will be analyzed to show the narrativization on that level. Individual
games will be analyzed using the process of open coding and grounded theory outlined in the
previous chapter, although only a few will be discusseteiail for the sake of length. While

the individual game analysis will be mostly insular and focus on the actual contents of the
broadcast, the seasonal arc analysis will primarily utilize egdarae materials from the

sports media.

2.2

For theindividual game analyses, the first game that will be examined will be the week 5
game against the Cleveland Browns. This game was played on Octaed Broadcasted

on CBS Sports with commentators Greg Gumbel and Trent Green. To properly analyze the
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gane, some background should be given for bot
ADefl|l ategateo scandal whidlatedin th@AFC champ®nsiep f o un ¢
game against the Indianapolis Cokew England quarterback ToBrady was gien a four
game suspension (Hirschhorn). Though he appealed the sentencing, the appeal was
eventually unsuccessful and Brady was forced to carry out his susperisitireia016
season, forcing him to miss the first four games of the 16 game regular §edseru s pen si on
appeaobNFL) . Thus this game against the Browns m
and his season debut. With the buit anticipation around Brady, there was plenty of focus
on the game, making it a good candidate for narrative anaBesisnd, the Browns have had
arevolving door of quarterbacks with 24 different players starting the position for the
franchise between 1999 and the beginning of
guarterback woestake on an almost comicalturn dsalur of t he Brownsd q
were injured game week 5 and the week 5 game ends with both Cody Kessler and Charlie
Whitehurstwho played that positioeavingthegame nj ur ed (D6 Andr ea) .

The following section outlines the methodology used, examiromgthe different
levels of the narrativization were identified and used to build the next level of narrativization.
First, the analysis of narrative formation begins with a list of raw functions of both game and
commentary events which will serve as tharidation of the narrative. The objective hereis
to identify, label, and group the audio, visual, and audiovisual elements within the broadcast
like the film of individual plays, commentary, edited segments like replays and highlights,
and statistics grapts which eventually will make up the dominant storyline for the game at

hand, if one can be found. In addition, football proves to be particularly apt sport for
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breaking down into discrete events becdbhsplaysand the gaps betwedmremact as
connectd, yetindependent, units of action and commentary.

However, not every single audio/visual element was included, though an effort was
made to include as much as possible. Even at this base level, a certain amount of interpretive
room is necessary to excla some elements of the broadcast from being potantially
being considered as functioas irrelevant nois&ecause of the frequency, speed, and sheer
volume of the information presented during a broadcast it is unfeasible and illogical to
include lierally everything as there are plenty of elements which are simply not relevant. For
example, commentators wishing production staff members happy birthday were excluded as
well as obscure or esoteric statistics that have no impact on the fggrn2elj. These
elements are so irrelevant to the narrative that they may be consideagegvhile these
statistics do provide a plethora of information about the various aspects of player, team, and
league performances, becomingdexicalin the Barthesian seasnot all are relevant to the
narrative formation in action. This means that even before identifying which functions are
true or pseudo, an even earlier preliminary act of interpretation must occur to minimize the
narrative noise entering the analysist Egample, in the week 5 game between the Patriots
and the Browns, a c¢hyr onecardofreaghlas sebsontwinoafter n ot e s
a loss. While the stat may be interesting to some, it is undoubtedly overshadowed by the
dominantstorylineso t he Br ownsd i mplosion through pena

returning from his Deflategate suspension.
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SINCE 2003: 40-6 IN REG SEASON GAMES FOLLOWING A LOSS

® =VNE 0 ® CLE 0 1st11:57 11 1sta 10

Figure2.1: A detail irrelevant to the narrativE€redit NFL/CBS

Soafter the first reading of the broadcas
can be established.small excerpt of the level of raw functions is shown below &ig).
Thefully analyzedbroadcast is attached to the appendidendixB).

Functions:

Pregame broadcast:

NE: Brady's return after Deflategate, Brady experienced, Gronk back
CLE: QB carousel, Kessler starting, looking for first win
First quarter

CLE receiving

Comm, rookie QB Kessler making 3rd start

CLE ball

1st & 10, rush by Crowell

2nd & 7, rush by Crowell

3rd & 5, incomplete

4th & 5, punt

Comm, and onto the field comes #12

Broadcast, mix of cheers and jeers

Graphic, 17th season with NE, franchise record

Figure2.2: A partial list ofrawfunctionsfor New England vs. ClevelargD16 Week 5

Out of thelist of raw functionsthe true functions are identified by seeing which
functions establish wh& i ¢ o e u rtheemsbdic dighensi@by determining which
functions endowecabntributda b Abhhsetdevebalbptmgat of
Because redime narrativization is always incomplete, the determination of the narrative is

impossibk on the first reading before the result is known and requireseading of the
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data. As mentioned earlier, because of the hermeneutic circle inherent with this analysis, a
preliminary idea of the final narrative must be ascertained and used as titevza@md point

to anchor the process. While tirgensuming, the iterative process is necessary for accurately
identifying the correct final narrative. Relying on the iterative nature of the analysis, each
successive reading should result in better idgintifithe correct narrative. With the

knowledge of the ending, a holistic view of the broadcast allows the additive functions of the
narrative to be identified since through retrospeatioen thdunctionsthat may seem

unimportant at firstanbe seercortributingto the final narrative(s) and thus gain narrative

significance

On the other hand, the ficonfigurational di
sequential ordering of events which fAelicit]s
(AHuUumane Exg,ed iRi coeur 106), i s eTomiettetdle t hr ougl

AGestal t @Guttmarm 88yvhich ooanects the selected functions constituting the
episodic dimension is the configuradani onal dim
Experience, 0 Ricoeur 106) is the interpretive
of narrativization and ultimately generates t
from a successiono; it taadgarsersameaningfuls mer el y a
relationship between themin the form a narrative.

The initial inspection of the broadcast to determine the most likely final narrative
providestwoinstead Tom Bradyo6s r et ur roquarterdacirobbdes Cl ev el an
Whilet he narrative set up going into the game Ww(

Ai mperative of the real, o0 the unpredictable n
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dried narrative, there were arguably two separate narratives whicltianately constructed.

With the commentators touching on Bradyds 0l
a seasoned veteran, the narrative seeds are being planted to account for all possibilities. Itis
easy to imagine that if the Patriots win,h¢ age i s set to frame the
brilliance while a loss would be attributed to Brady missing the first four games. The
pregame c h anixobfecheeraamndieaits h(eX.2jfigard when Brady first takes the
field sets the stage f or Br dndgtbesntieeplays, thea |l r ol
broadcastontinuesto buildonBrad$ s r,etfurld i ng in the viewers
during his suspension and higpeason gameSideline reporter Jay Feely reports near the

end of the first period that during his suspension Brady worked with his personal trainer for

Af our hours everyday they were on the field
Dartmouth reeiver runningrouteswithhtt . Gr eg Gumbel adds to Br ¢
by saying that Athe preseason was very val u:
contactand he played 52 snapsin the preséason Even when backup quar
Gaoppolo takes the field near the end of the game, the broadcast remains focused on Brady,

not Garoppolo. The broadcast instead shows highlights showcasing Brady from earlier in the
game, and the commentator Trent Green remarks thathiskkills Ak o0 o & wdr

Afaccuracyo 6 sTaél bsvtatbcasheregen ends with tF

belongs to that man, Tom Bradyo.

4NFL, Week 5, 0:26:45):26:51
5|bid., 0:28:0& 0:28:08
Slhid..ati2 O02YS AY YR 06S Ay GKS NKeGKY KS gl a Ays KAa
underneath, getting th@rotectionsin the right order, just all those things were dialed in from the first series,
the firstthree seriesofthe ganie H Y QRTLY. I H
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The broadcastlsopur sues the other major narrative
guarterback issueBrom the beginning, the canentating sets the scene by emphasizing the
guarterback injuries plaguing t buartet®dclke vel and B
carouselb . Ev e n t QBGodyrKessler stadets tlee game for Cleveland, he is briefly
replaced by Pryor laterintdiei r st quarter, with the broadcast
problems with the position by showing the quarterbacks who have been injured so far (fig.

2.2, iBroadcast, CLE QBs out with injuri@s The messiness of the whole situation is

exacerbated, as bagkguarterback Whitehurst mistakenly walks onto the field and off,

embodying the confused state of the Cleveland quarterback®.@igWhitehurstin and

ou) . Even before halftime, Clevelandbds bad | u
joke, with ommentator Greg Gumbel quipping tliitfte fact is if you have ever thrown a

football, you might qualify to play quarterback for the Cleveland Bréwi#ss the game

continues, it becomes a recurring mantra that with four different quarterbacks already this

season, Cleveland needs offensive hEltg broadcast shows that Cleveland has had 26

different starting quarterbacks since 198§. 2.3), giving a historical context for this

problem. Then in the fourth quarter when Whitehurst is injured, as Grean says that

Athis is a sick joke tha&t. aWiotthh eyre tq uaanrottehrebra cikr
guarterback, Clevelandbés quarterback carousel

broadcast by both the narrative framing and the imperatieeoéal.

"NFL, Week B:2:14
81bid.,1:08:34¢ 1:08:42
°Ibid., 2:13:2%; 2:13:26
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26 BROWNS STARTING QBs B!

SINCE 1999 (MOST IN NFL] "

JASON CAMPBELL

JOHNNY MANZIEL
CONNOR SHAW

JOSH McCOWN
AUSTIN DAVIS
ROBERT GRIFFIN Il
CODY KESSLER

Figure23:Scr eenshot of Clevelandds 26 starting

In the next step of narrative analysis, keeping in mind the two main narratives of the
highly anticipated return of Tom Brgdfig. 2.2iBr ady 6 s r et ur ¢)andthet er De-
Cleveland Browns 0 2Qui@Bcareusad, aue kunctioassvithe s ( f i g .
historicality were identified and highlighted, with game events being highlighted in yellow
and commentary eventghlighted in green.
Here, the aforementioned interpretive acts of Gestalt making will be explained by
showing why certain functions were said to be true and endowed with historicality over
others. For example, when Brady takes the field for the firgt tioring the game. The
commentators note that Brady is making his way onto the field as New England takes
possession for the first time (fig.4, iComm, and onto the field comes #L.2The broadcast

then switches to the camera showing the crowd, a miXefeland and New England fans,
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booing and cheering in response (8d4, fiBroadcast, mix of cheers and je®tsThen a

graphic which shows Bradydés franchise record
screen (fig2.4, iGraphic, 17 season with NE, franchise recoydOf this sequence of three

events, only the first two are highlighted as being important because they contribute directly

into the storyline of Bradyosthseasandoesnotwhi | e t h
Fort he Cleveland storyline, the commentatorsado
Cody Kessler making his third start of the season was included as a function with
historicality because it directly contributes
troubles. Another aspect of the interpretive act is its prerogative to exclude things from the

final narrative |like the brief moments about
lackluster offense of the Browns, and the fleeting hope of alpge$3eveland comeback. As

can be seen even in this short extract @ig), contrary to what Barthes may argue, there are

many game and commentary events that are deemed unimportant to the final narrative and

are relegated as pseutiinctions. For exanie, the entirety of the first Cleveland possession

which ends in a puntis seen as narratively irrelevant to either of the final storylines.
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Functions:
Pregame broadcast:
NE: Brady's return after Deflategate, Brady experienced, Gronk back
CLE: QB carousel, Kessler starting, looking for first win
First quarter
CLE receiving

kie QB Kessler making 3rd start
CLE ball
1st & 10, rush by Crowell
2nd & 7, rush by Crowell
3rd & 5, incomplete
4th & 5, punt

onto the field comes #12

mix of cheers and jeers

Graphic, 17th season with NE, franchise record

Figure2.4: A partial list ofselectedunctionsfor New Englandss. Cleveland

Although the decisions to mark any function as true may seem suspect because the
final narrative(s) are not yet definite, some amount of interpretation had to be made and some
interpretive risk taken under the assumption that the includezhé&s/will eventually build
towards a fruitful formation of a narrative. Here, interpretive risk refers to the unsure
demarcation of the pseudand true units of narrative structure that must be made by the
interpreter at each narrative level before gainghe next one. Following this approach to
the end of the broadcast, the selectedfimetions shown belo\fig. 2.5) center around
Bradyodés return to play and his fantastic per
guarterbacks, confirming thalidity of the initially determined narrativeéd/ithin the
selection of relevant functions, even though the majority of functions are omitted for being
unrelated to the final narratives, within ¢ttt
the gas created by the omitted functiotiesbuild towards a coherent narrative. In a sense,

the gaps of omissi otockandtiekot hKkefimader 4a) Wwkit evk
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abridged by the fAiGestalt of the gameod (Gutt ma

chronol ogy, its |l ogic or Anarrative probabilidt
Once the true functions have been determined, larger swathes of narration in the form

of functional clusters can be identified. Using the true functions as the baseline an

interpretive act must occur to decide where different series of functions caml e &am

coherent enough series to become functional clusters. Functional clusters are essentially the

foci of the narrative, comprised of a series of any number of true functions and the logical

relationship which binds them, and must be identified. fustlas before, the functional

clusters must be divided into pseudmd true counterparts depending on their contribution

to the final narrative(s). Because of the fluid nature of the narrativization, the irregular,

interrupted, and alternating stretclogsarrative cohesion are marked as separate units of

narration to facilitate the building of the final narrative(s). The chaotic nature of the

narrativization means that the analyst must make some interpretive decisions about which

sequence of functionsa be said to constitute a cluster and to draw the boundaries where

one cluster ends and another begins, constant

98). Here, an example of how the functioclalstersare identified will be explained in detail

The excerpt below (fi2.5) shows a portion of the game at the end of the first quarter.
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Figure2.5: An excerpt offunctional clusterbeingconstructedor New England vs. Cleveland

The context here that Brady has thrown his first touchdown pass of the season. From the

-ad\,.r so far accurate

2nd & goal, pass to Bennett, TD
dy first TD pass of season
Conversion successful
CLE receiving
CLE ball
TD replay
1st & 10, rush by Johnson
2nd & 12, safety
CLE QBs out with injuries
ME receiving
ME ball
1st & 10, rush by Blount
2nd & 6, pass to Hogan
3rd & 1, pass to Hogan
od first quarter for NE

Second Quarter
1st & 10, rush by Blount
2nd & 8, pass to Hogan
1st & goal, rush by Blount
2nd & goal, pass to Edelman
3rd & goal, pass to Bennett, TD
Conversion successful
dy 3 drives, 3 TDs
/15, 185 yds

Brady's first TD pass

CLE's OB troubles

Brady and NE doing well

Brady playing well

selected functions only, itis possible to reconstruct a summary of the eventsin a

Afconf i

accuracyso far in the game (fi@.5, iComm, Brady so far accur@eThen immediately

gur at.i

onal

acto.

Thi s

chai

n of

after, Brady completes a pass to Michael Bennett for a touch@@nd & goal, pass to

Bennett, Td),

which bri

ngs

commentary

about

events

t

seasor{fiComm, Brady first TD pass of seagiprEven when Cleveland gains possession of

the ball, the broadcast cuts to a replay of the previous touch@@smadcast, TD replay.

In a stark contrast to Brady, the broadcast shows a graphic of all the Cleveland quarterbacks

out with injuries(fiBroadcast, CLE QBs out with injuries As the first quarter draws to a

close, the commentators remark on it having been a good quarBraitbrand the Patriots
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(AComm, good firstquarterforNE The Patri otsé second quarter
huge pass to Chris Hogéfi2nd & 8, pass to Hogahand ends with another successful

touchdown pass to BennéfiBrd & goal, pass to BenneftPg). The commentators note that

Brady has three touchdowns in three driff@ésomm, Brady 3 drives, 3 TD@yand a graphic

is shown indicating that so far, Brady has completed 13/15 passes for a total of 185 yards in a

little over a quarter of plagiGraphic, 13/15, 185 yd$. Out of all these events, a basic sense

of narration building can be garnered. Eventhough there is a change in possession and the

gap in between quarters, an identifiable narrasiver e am can be f ound i n Br
performance.

Within this short segment, itis possible to identify different moments of distinct
narrative focus and thus clusters based on th
first touchdown pass after his return is unsurprisingly noted as a functiostar(fig.2.5,
iBradyods forsThéeéb pasesreference to Cleveland?ads
as another under the assumption that it will further contribute to the final narrative
(ACl1 ev el and o6 ¢).TigRextmomantiBiady ssnd NEloing welb) is marked
based on the commentary and the Patriotso per
focus on BradyfiBrady playing web) is identified based on the immediately preceding
performance, the commentafBfady 3 drives, 3 TDJ and the statistics highlight
(AGraphic, 13/15, 185 yd@s. While identified chunks of narration may not have clearly
demarcated boundaries since in itis near impossible to pinpoint the exact function where one
ends and another begjwath some of them ckely related to each other, under some

interpretive discretion itis possible to group the lower level functions into longer stretches of
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distinct functional clusters tshow where the narration does shithough the demarcation of
functional clustersiaot an exact science, the determination of this layer is an intermediary
step in identifying more concrete strands of distinct storylines.

While it may be tempting to equate this |
fia logical stringofnuclel, i nked together by a sbdcauskthe i ty r
functional clusters are often overlapping, frequently come in and out of focus, and
chronologically include many irrelevant functions, it is not accurate to dsilsce the
occurrence of the events are chaotic, some clusters may be short and comprised of a single
commentary event while others may be longer and be sustained over a series of related

functions.

- already on 4th QB of season CLE rotating foor for QBs
4th &5, punt
welcome back Brady Brady's return

ou've ever thrown a football, you could play for CLE CLE QB problems

NE ball

1st & 10, pass to Edelman

- CLE QBs, Kessler, Pryor, Whitehurst CLE QBs

2nd & 6, rush by White

1st & 10, pass to Amendola

2nd & 3, run by White

-ady already matched NE single game QB high, 264 yds Brady already surpassing backup QBs

Figure2.6: An excerpt showingharrative focus shiibg rapidly based on its functional basis
In the example above (fig.6) taken from late in the second quarter, the constant back and
forth between Clevelandbds unstable quarterb:
results in the narrative focus jumping back and forth correspondingly.
Once the functional clusters have been identified, they can be consolidated into larger

storylines through another level of interpretive Gestalt building. Because the narrative is still
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unorganized with the narrative focus overlapping and/or phasing in and out, when the various
clusters are pieced together some moments may be subsumed into others, be excluded, or be
categorized under multiple storylines with many storyline unfolding sanebusly. Itis in

this step that the pseudonctional clusters will be separated from the true ones. The

example below (fig2.7) shows three storylines simultaneously. The storylines are

demarcated based on the identified narrative foci and with sefierence to the state of the

game. The storylines are a way to extend and fill in the gaps left by the clusters. For example,

the orange representing Clevelandds trouble w
narrative foci ofQB CdhrEoQIBeind jhuayed annrd the rea
reflected in the base level of functions. The storylines also show that elements of narrative

are open to interpretation as the similar sto
Brady 6s g onoedbvegap,alteroatepaad draw from some of the same functions and
narration. Because the broadcast is both beholden to the real events occurring independently

and is capable of continuing past events through replays and highlights, multiple storylines

each beginning and ending at different points can overlap. The replays and highlights which
Aireach into the pasto as what Genette calls a
(Genette 48). Within the context of the broadcast, the game eventsisethp narrative

present and the temporal baseline as the dAfir
are Awith respect to t heonwwhichiaggratedai nt o whi ch
narrative that is temporally second, subordinatetoe f i r st i n a sort of na
Within Genetteds typology, replays and highl:i

frepeatnganal epseso (54). While Genette warns t hat
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risk of redundancyordol i si ono (50), within the broadcas
goal . As the broadcast Aopenl yé -narrativicebg i t | vy,

repeating and thus emphasizing certain events over others to build a narrative framework.

injured, limps off CLE QB injury s QB problems
LE must be like a sick joke QB problem
or can play, but a WR now
at happens next week?

2nd & 10, pass to Louis, flag CLE
3rd &5, run by Pryor
NE timeout
Brady highlights, much anticipated return urn
twork, accuracy, all still there Brady playing well
3th & 3, incomplete
4th & 3 complete
NE ball
1st & 10, rush by Foster
Comm, CLE just can't keep a QB
CLE timeout
2nd & 7, rush by Foster
CLE timeout

CLE QBs getting hit
3rd & 3, run by Slater
1st & 10, rush by Foster

Brady's return has been triumphant, 406 pass yds Brady's triumphant return
Broadcast, Keys to the game review, NE stopped the run and eliminated miscues
2nd & 9, Garoppolo takes knee
3rd &9, knee
Camera, fans chanting Brady
4th & 11, punt
CLE ball
Camera, Belichick, another win, 4th most of all time
1st & 10

day belongs to that man, Tom Brady Brady's return

Figure2.7: Simultaneous storylindsr New England vs. Cleveland

In the last level of narrative analysis, the established storylines are combined into the
final narratives in the last act ofterpretive sensenaking. The identified storylines are
consolidated into the master narratives for the broadcast by finding the simplest way of
coherently weaving together as many of the storylines as possible. Similar to the level of
clusters, the finadct of narrative refinement is undertaken by separating the pseudo
storylines from the true ones, as the former are either subsumed under more relevant
storylines or simply excluded. In this process, the frequency and length of how much the
broadcast dwéd on a particular storyline to develop itis a useful metric for deciding on its

narrative importance and role within the final narrative. When the storylines are gathered for
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this game, the two initially presumed storylines are validated. First, thel@te/narrative is

a constant throughout the game. Second, the Tom Brady narrative is told in two parts: the
anticipation of his return and his surprisingly good performance. All the previously identified
storylines were interpreted as being a part oféhibeee narrative threads as even the fact and
storyline of the Patriots winning is subsumed under the storyline of Brady winning his first
game back.

However, an interesting narrative turn to note is the safety scored by the Patriots late
in the first quater. The way that the broadcast handles the safety demonstrates the gap
between game events and commentary events and their roles in the narrativization. Up until
this point in the game, the Browns have matched the Patriots opening drive touchdown with
one of their own and is comfortably trailing the Patriots714till in the first quarter. While
Cleveland is behind, by no means are they a lost cause at this point. However, when the
Patriots manage to score a safety it can be seen as the crucial teining phe game: the
Patriots widen their lead almost immediately after scoring their second touchdown, the
Browns lose possession of the ball after only two downs, and the quarterback Kessler is
injured during play. Strictly in terms of game events,ghtety proves to be an impactful one
(though it must be said that with the final score beind 33or the Patriots, itis entirely
reasonable that the twmoints provided by the safety might not have affected the final
outcome of the game). Yet the broadcdoes not focus and build on this moment as a
narratively impactful one, which it certainly could have done. While the Kessler injury does
prompt a montage of injured Cleveland quarterbacks and allow that storyline to develop

further, the safety is nabntextualized as a narratively important event. While strictly in
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terms of game evegtthe safety is an important moment, the commentary events do not

grant it the same status and thus in the higher levels of narrative organization, the safety is

but a botnote. While at the time of its occurrence, it is somewhat of a noteworthy event, the

lack of its repetition or references to it during the rest of the broadcast signals that it will not
contribute to the higher levels of narrative organization. WitHitred narratives being

Bradyos return and Clevelandds quarterback i
possession are pseufimctions because Brady was not even on the field for that while the
commentary events ar ound fudctons Thesthd servesmgamr y  C
example of narrative failure at the level of the cluster as the grouping of functions

corresponding to the safety islebeled as a pseudonctional cluster from a true one.

r

13-7 2nd & goal, pass to Bennett, TD
dy first TD pass of season
"14-7 Conversion successful
CLE receiving
CLE ball

- TD replay

1st & 10, rush by Johnson
"16-7 2nd & 12, safety
safety replay
Kessler hurt shoulder
montage of CLE QBs out with injuries
NE receiving
NE ball

Figure2.8: An excerpt of thénitial analysis of th&atriotssafety
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'13-7 2nd & goal, pass to Bennett, TD

dy first TD pass of season

"14-7 Conversion successful
CLE receiving
CLE ball
- TD replay
1st & 10, rush by Johnson
16-7 2nd & 12, safety

Broadcast, safety replay
Kessler hurt shoulder
montage of CLE QBs out with injuries
NE receiving
NE ball

Figure2.9: Therefined analysis of thRatriotssafety

Through the example of the week 5 game between the Patriots aBichtes, the process
through which a narrative analysis on a football game was completed in detail. From the raw
listing of all the game events which constituted the basis of the functions for the narrative to
the establishment of the final storylines, dempt was made to illuminate the interpretive

and analytical decisions made at each step.

2.2.1

As mentioned before, the fAi mperatives of the
analysis and this section will examine how the4téag narrativizaton that occurs must

account for the unpredictability of the game. Super Bowl LI serves as an example of

narrativization where the predictedrédai me st ory buil ding is interr
of the real o and f or c e dy.Oftentobtedaoomeoftisedeseit hi ng e

not the best, Super Bowl games ever played, this game is full of surprises as the Patriots
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come back from a 28 deficit to secure the win (Clayton, Wesseling). The original setup for

the Patriots narrative, shouldyhwin, was about how they were a championship caliber

team and about this Super Bowl appearance as actor Ving Rhames narrates in his

i ntroduct i on Drieefdr S{obhampienahipdfo .t heliso i based on t
the game until the third quter, the broadcast was logically pursuing its narrative of the
Falconsdo win. The forced change in narrativi
AThe Stories of Super Bowl 51 That Were NevVe
who had tachange their stories as the game unfolded. Like the commentators, the writers

craft their stories in real time as the finished piece must be published soon after the game

ends. In the video, sportswriters Jim McBride, Doug Kyed, Ben Volin, and TerenceMoor

talk about the running stories they were wri
to the Falcons and how they were forced to rewrite their stories once the comeback began.

Up until the third quart er Threereasonswhytheer s wer ¢
Patriots unexpectedly lost Super BowlLItothe Falégms and @Al nstant Anal y:
Patriotsodo | &s st hat twer ¢allzxmeasti ng how ATom B
ultimately sodidthe Patrio® and t hat fintshee waastirdito tgsobo dd eef neo u
Super Bowd%o . However, what was originally going

seasot0 started to turn as the Patriots-3began

1ONFL, Super Bowl, 0:14:50

UNC] CAfYaX G¢KS {G2NRSa 2 FE3BUABRIEBNI . 246f pm CKIG 2
121bid., 4:00¢ 4:02

13|bid., 4:51¢ 4:55

14 |bid., 4:32¢ 4:34

15 |bid., 2:26

w
Z
&
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deficit, the game can no longerbe callsia | owout 6 and the story shif
to mountacomebaék 06 t he sports journalists at#t®e forced
according to terms dictated by reality. The sportswriters comparing what they were going to
write against whatas eventually published shows the differences in what the dominant
narrative for the game was supposed to be.

As the sports writers discovered above, there was a stark difference between the
expected narrative and the actual resulting narrative. Whilesggectively it is obvious that
the narrative structure for this game will be that of a surprise ending, in themeal
narrativization, the initial narrative set up and the majority of the broadcast that follows is
much simpler. Before the game begitg broadcast establishes two potential final
narratives for either team winning: the New England Patriots and Tom Brady as a modern
football dynasty and the Atlanta Falcons as the underdogs vying for their first Super Bowl
win. With these two seeds plat, regardless of which team wins, the broadcast has laid the
initial groundwork for whichever teambs narra
the manner in which New England managed to win was something completely unaccounted
forbythebroadast , i n a perfect example of the #fAi mpe
narrativization which was occurring had to radically shift from the narrative of the Falcons
securing their first Super Bowl win to Brady and the Patriots staging a near impossible

comeback.

ph C[ CAf Y&34¢R:400 2 NR S a
17 |bid., 2:51
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As with the week 5 game against Cleveland, the analysis begins with a complete listing of
the gameds events, the plays, commentary,
the raw pool of functions from which the episodic dimensitthe narrative can emerge

(fig. 2.10. The entirety of the analyzed game can be seenin the appendix (Appendix C).

Fourth Quarter
4th & 25, punt
Comm, Miscues for NE, fumble, drops, picks, FG
ME ball
1st & 10, pass to Mitchell
Comm, Brady hasn't been as sharp
1st & 10, pass to Mitchell
2nd & 3, rush by White
1st & 10, incomplete
Comm, only 33 offenstive snaps for ATL, unheard of
2nd & 10, pass to Mitchell
1st & 10, pass to White
2nd & 1, incomplete
3rd & 1, pass to Bennett
Comm, there is life for NE
1st & goal, sacked by Jarrett
2nd & goal, pass to White, no gain
3rd & goal, sacked by Jarrett
12-28 FG attempt successful
Broadcast, Brady Under Pressure
ATL receiving
Camera, Josh McDaniels disappointed
Graphics, Mext Gen Stats, only 3 incompletions
Graphics, Ball Contral, NE = ATL
ATL ball
1st & 10, rush by Coleman
2nd & 2, rush by Coleman
Coleman down, clock stopped
3rd & 1, sack, fumble, NE recovery
Comm, first ATL turnover in post season
ME ball
1st & 10, sacked
2nd & 15, pass to White
3rd & 11, pass to Mitchell
1st & 10, pass to Amendola
18-28 2nd & 3, pass to Amendola, TD
Comm, Brady tells the world they're going for 2
20-28 2-point attempt sucessful, pass to White
Comm, ATL led this game 28-0, then 28-3 at half
ATL receiving
Broadcast, Amendola TD replay

Figure2.10: Excerpt of raw functionsom Super Bowl LI
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The examination ofthga me 6 s f unctions reveals the unl

the Patriots. Selecting the functions with historicality results in the highlights shown below

(fig. 2.11).

12-23

18-28

20-28

Fourth Quarter
4th & 25, punt

scues for ME, fumble, drops, picks, FG
ME ball
1st & 10, pass to Mitchell

dy hasn't been as sharp
1st & 10, pass to Mitchell
2nd & 3, rush by White
1st & 10, incomplete
-I\-r 33 offenstive snaps for ATL, unheard of
2nd & 10, pass to Mitchell
1st & 10, pass to White
2nd & 1, incomplete
3rd & 1, pass to Bennett

re is life for NE
1st & goal, sacked by Jarrett
2nd & goal, pass to White, no gain
3rd & goal, sacked by Jarrett
FG attempt successful
Broadcast, Brady Under Pressure
ATL receiving
Camera, Josh McDaniels disappeointed
Graphics, Mext Gen Stats, only 3 incompletions

all Control, NE = ATL
ATL ball
1st & 10, rush by Coleman
2nd & 2, rush by Coleman
Coleman down, clock stopped
3rd & 1, sack, fumble, NE recovery

t ATL turnover in post season
ME ball
1st & 10, sacked
2nd & 15, pass to White
3rd & 11, pass to Mitchell
1st & 10, pass to Amendola
2nd & 3, pass to Amendola, TD
Comm, Brady tells the world they're going for 2
2-point attempt sucessful, pass to White

L led this game 28-0, then 28-3 at half
ATL receiving
Broadcast, Amendola TD replay

Figure2.11: An excerptof sekctedfunctionsfrom Super Bowl LI

Working from the highlighted functions, a preliminary configurational act shows the

expected

trajectory of the nNErtrailiag expectedat i on

that they would be in lead ONE'Bbiggest deficitin SB dNE playing off QATLihas upset
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expectations d\E fiould potentially comebagckoATLiicould lose lead dBrady looking for

the comeback dlriedigame, Brady GOAT dHistidrical comeback 6  8rady wiris, sets
record (fig. 2.12). The progression of narrated foci reveals the upset of expectation followed
by the Patriotsd comeback win. Also, it i
was done after the game, it was done with the successful comeback in mind. Thigthe i
failures of the Patriots were not seen as a pathway towards loss but framed as the narrative

prerequisite to a comeback: a temporary state of losing.

Fourth Quarter
4th & 25, punt
scues for ME, fumble, drops, picks, FG NE playing off, lots of mishaps
NE ball
1st & 10, pass to Mitchell
dy hasn't been as sharp
1st & 10, pass to Mitchell
2nd & 3, rush by White
1st & 10, incomplete
ly 33 offenstive snaps for ATL, unheard of ATL short on time for offense
2nd & 10, pass to Mitchell
1st & 10, pass to White
2nd & 1, incomplete
3rd & 1, pass to Bennett
re is life for NE MNE could potentially comeback
1st & goal, sacked by Jarrett
2nd & goal, pass to White, no gain
3rd & goal, sacked by Jarrett
12-28 FG attempt successful
Broadcast, Brady Under Pressure
ATL receiving
Camera, Josh McDaniels disappointed
Graphics, Next Gen Stats, only 3 incompletions
all Control, NE = ATL NE controlling ball
ATL ball
1st & 10, rush by Coleman
2nd & 2, rush by Coleman
Coleman down, clock stopped
3rd & 1, sack, fumble, NE recovery
t ATL turnover in post season
NE ball
1st & 10, sacked
2nd & 15, pass to White
3rd & 11, pass to Mitchell
1st & 10, pass to Amendola
18-28 2nd & 3, pass to Amendola, TD
Comm, Brady tells the world they're going for 2
20-28 2-point attempt sucessful, pass to White
L led this game 28-0, then 28-3 at half MNE catching up
ATL receiving
Broadcast, Amendola TD replay

Figure2.12: An excerpt showing the general tungi point on the level of clustefer Super Bowl LI
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From the identified moments of narration, the storylines can be constructed. The

identification of the individual storylines the next level up shows a similar structure. The

smaller storylines which ultiaitely add up to the comeback story, can be seer2(ig). As

the game goes on, the two main ctiareppededng st or
performance and New Englanddés mishaps. Howeve
the comebackegins, it becomes the sole focus of the narrative, until the focus shifts for a

little bit to Tom Bradyés status as the great

Fourth Quarter NE mishaps
4th & 25, punt
-scuas for NE, fumble, drops, picke, FG NE playing off, lots of mishaps
NE ball
1st & 10, pass to Mitchell
dy hasn't been as sharp
1st & 10, pass to Mitchell
2nd & 3, rush by White
1st & 10, incomplete
ly 33 offenstive snaps for ATL, unheard of ATL short on time for offense NE controlling the ball
2nd & 10, pass to Mitchell
1st & 10, pass to White
2nd &1, incomplete
3rd & 1, pass to Bennett
re is life for NE NE could potentially comeback eback
1st & goal, sacked by Jarrett
2nd & goal, pass to White, no gain
3rd & goal, sacked by Jarrett
FG attempt successful
Broadcast, Brady Under Pressure
ATL receiving
Camera, Josh McDaniels disappointed
Graphics, Next Gen Stats, only 3 incompletions
all Control, NE > ATL NE controlling ball
ATLball
15t & 10, rush by Coleman
2nd & 2, rush by Coleman
Coleman down, clock stopped
3rd &1, sack, fumble, NE recovery
t ATL turnover in post season
NE ball
1st & 10, sacked
2nd & 15, pass ta White
3rd & 11, pass to Mitchell
1st & 10, pass to Amendala
2nd & 3, pass to Amendola, TD
Comm, Brady tells the world they're gaing for 2
2-point attempt sucessful, pass to White
L led this game 28-0, then 28-3 at half NE catching up
ATLreceiving
Broadcast, Amendola TD replay

Figure2.13: An excerpt of théormation of the comeback storylifer Super Bowl LI

From the shorter storylines, the final narrative for the game can be built which has a three act
comedic structure: first, the Patriots come in as the expected wifiN$Omes in as the
favourited) only to fall behind NE in deficit, playing a little bit ofd), but ultimately comes

back to win it against all oddél{ed by Brady, NE musters historical comeback and @ins

The final completed storyline for the game can be shownasfolowWsE c omes i n as t
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favourite, o ANE in deficit, playing unexpecHt

musters historical comebacko. By the end of
comeback victory, cement i merbaBkofalityné basbeerat us
established.

2.2.2

While the previous section showed that there was a difference between the expected and
actual narratives, it may be worthwhile to e
of the r eal calnassisaachea and thenarativizdtion is forced to change. In

his interview with Brady after the Super BowhortswriteiPeter King review the key events

|l eading up to the comeback victory. King steé
A Adnfa had justgoneup280 whi ch Brady agree¢ iiBs afig g oo d
Montana, 0 King) and touch on a number of ke
by Dontéa Hightowero in the fourthentgsparter,
and even Matthew Slater calling the coin flip for overtime. It is important to note that in their
review of the game there is no one definitive moment the comeback can be attributed to, but
through a combination of amlles beegamed®sandr mg
pendulum has swung the other way. The delay in the shifting of the narrative is evident when

New England scores their first touchdown, starting to close on the infaméudegit. As

seen in figure 21, the narrative does nahimediately adopt the comeback storyline since

the Patriots are still lagging far behind even with a touchdown. The narrativization does not
entertain notions of a comeback but 1s still

missed conversion and beiflggged for an onside kick. Only later, as the Patriots show
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some life by moving down the field for an eventual field goal, does the broadcast start
acknowledging the possibility of a New England comeback (fitgh2Looking at the
beginnings of the Newrkgland comeback, as the score gets closer and closer to being tied,
the reality of an Atlanta loss becomes more tenable. This opens the possibility of reframing
the entirety of the game up to this point not as the Falcons dominating but as the Patriots
underperforming. Because narrative meaning is derived from a second, higher order of
organization (Bernstein 102), a new way of organizing the events under a different final
narrative end allows for the same events to be endowed with a different histaricality
Although gradual and like other parts of the narrativization, difficult to ascertain clear
boundaries, when there is a certain critical mass of narrative potential such that a different
narrative becomes viable or logically preferable, the new narriagivemes the

organizational sensmaking apparatus.

icomplete
Brady, just a little bit off NE playing off NE mishaps

3rd &8, run by Brady
1st & 10, rush by Blount
Broadcast, helmets stuck, time still running
2nd &5, run by Blount
1st & goal, rush by Blount
9-28 2nd & goal, pass to White, TD
Comm, first TD of the game for NE
Conversion attempt, hits the post
ATL receiving
Onside kick, flag NE -5
ATL ball
1st & 10, pass to Hooper
Broadcast, Matt Ryan, 2016 NFL MVP
2nd & 1, rush by Coleman, flag ATL-10
Comm, NE defense much better this second half
Comm, history of NE, experience
2nd & 11, incomplete
3rd & 11, sacked by Van Noy -9
4th & 20, punt, flag delay of game
4th & 25, end of quarter

Figure2.14: An excerpt showingte Pat r i ot s GnSuperBewiLI t ouc hdown

78



[EBRRIER), 23 offenstive snaps for ATL, unheard of ATL short on time for offense NE controlling the ball
2nd & 10, pass to Mitchell
1st & 10, pass to White

NE could potentially comeback eback

1228

Camera, Josh McDaniels disappointed
Graphics, Next Gen Stats, only 3 incompletions
all Control, NE>ATL NE controlling ball
ATLball
15t & 10, rush by Coleman
2nd &2, rush by Coleman
Coleman down, clock stopped
3rd & 1, sack, fumble, NE recovery
t ATLturnover in post season
NE ball
15t & 10, sacked
2nd & 15, pass to White
3rd & 11, pass to Mitchell
15t & 10, passto Amendola
18-28  2nd &3, pass to Amendola, TD
Comm, Brady tells the world they're going for 2
2028 2-point attempt sucessful, passto White
led this game 28-0, then 28-3 at half NE catching up

Figure2.15: An excerpt showing thaart of the comeback storylirie Super Bowl LI

At this point, the fAimperatives of the re
ignored since at the very least, it must be said that they mawunted a comeback attempt
even if they lose in overtime. This key inflection point reveals two interesting aspects to the
Ai mperatives of the realo: the identificati
narrativization is forced to abandon its mt storylines for the new conditions of reality and
how the retrospective and reiterative narrativization can frame the exact same set of events as
completely different things according to what the final narrative is.

The sudden flip in the outlook fthe game is illustrated by the ESPN probability
tracker, which gauges t.stltpebegbnnpafthe ty of a t
comeback, the win rate for the Flacons steadily rise reaching an apex at 99.6% with nine

minutes left in the W quarter {ig. 2.16),
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Win Probability r 99 . 6 %

NE

ATL

ATL 99.6% NE 12 - ATL 28
2nd & 2 at ATL 35
(9:00 - 4th) T.Coleman up the middle to ATL 36 for 1

yard (T.Flowers; L.Ryan). ATL-T.Coleman was
injured during the play

Figure216 ESPNOGs Win Probability trackeSBupaBowtLhe 9: 00
Source: ESPN

but once the overtime starts, the graph shows a dramatic reversal asat&lip8@% Patriots

victory (fig. 2.17).

Win Probability N 1 OO%
NE
00
00
ATL
NE 100% NE 34 - ATL 28

2nd & Goal at ATL 2
(11:02 - OT) James White 2 Yd Run

Figure217ZESPNO6s Wi n Pr dtheend oBuper BowtLl Souwrde:d&EaEPNa
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The probability tracker puts the infamous Edelman catch asflleetion point for the game
(fig. 2.18), as after that play the probability to win starts to swing rapidly towards the

Patriots.

Win Probability r 92 . 6 %

NE

ATL

o

o

ATL 92.6% NE 20 - ATL 28

1st & 10 at NE 36

(2:28 - 4th) (Shotgun) T.Brady pass deep middle to
J.Edelman to ATL 41 for 23 yards (K.Neal). Atlanta

challenged the pass completion ruling, and the play
was Upheld. The ruling on the field was confirmed.

(Timeout #3.

Figure2.18 E S P N\MinsProbabilitytrackershowing the point of no retuin Super Bowl LI
Source: ESPN

2.2.3

It may be an interesting exercise to see what the narrativization would have looked like if the
Patriots did not mount their comebafttkmay be a fruitful endeavor to compare the narrative
formed during the game and a nairraformed in retrospect for the same gamgsuming

the comeback never happened andeaing the game with an Atlanta win in mind reveals a
vastly different narrativization. In this imaginary scenario, analyzing the game as if the
Falcons would continaito their win would show the differences in the narratively significant
functions and thus clusters and storylines, revealing what would have been the narrative of

the game. A glimpse of what could have been
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segmat, when Jim McBride reveals that original!/l
preview of things to come in their first offensive scrimmage when Devonta Freeman gassed
themfor37yard$0 . Under the assumption ofoffensiveal conso
play is contextualized as the narrative starting point for their victory. In the excerpt of the

second quarter below, the right side shows the functions selected for the actual outcome and

the left shows the functions selected if Atlanta had wstead (fig. 219).

BNFLFIME a{ 02 NMBAZE nYmMy
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Second Quarter

3rd & 1, pass to Edelman

1st & 10, rush by Blount, flag, fumble
ATL ball

1st & 10, pass to lones

Comm, lones an amazing athlete
1st & 10, pass to lones

1st & 10, run by Freeman

1st & 10, rush by Freeman

ME Timeout

Second Quarter
3rd & 1, pass to Edelman
1st & 10, rush by Blount, flag, fumble
ATL ball
1st & 10, pass to lones
es an amazing athlete
1st & 10, pass to lones
1st & 10, run by Freeman
1st & 10, rush by Freeman
ME Timeout

0-6 2nd & 1, rush by Freeman, TD 2nd & 1, rush by Freeman, TD
0-7 Conversion successful Conversion successful
ME receiving ME receiving
Comm, first time NE trailing since week 12 Comm, first time NE trailing since week 12
1st & 10, incomplete 1st & 10, incomplete
2nd & 10, rush by Lewis 2nd & 10, rush by Lewis
, ME first 3 possessions: punt, punt, fumble Broadcast, ME first 3 possessions: punt, punt, fumble
3rd & 7, pass to White 3rd & 7, pass to White
4th & 3, punt 4th & 3, punt
E leading in ball control Graphic, ME leading in ball control
ATL ball ATL ball
1st & 10, pass to Gabriel 1st & 10, pass to Gabriel
1st & 10, pass to Julio Jones 1st & 10, pass to Julio Jones
1st & 10, rush by Coleman 1st & 10, rush by Coleman
., Ryan 6/6 96 yards ., Ryan 6/6 96 yards
2nd & 8, incomplete 2nd & 8, incomplete
0-13 3rd & 9, pass to Hooper, TD 3rd & 9, pass to Hooper, TD
Flag, NE Flag, NE
FG attempt, flag NE -5 FG attempt, flag NE -5
0-14 FG attempt successful Conversion successful
ME receiving ME receiving
gest deficit for Brady-Belichick SB Comm, biggest deficit for Brady-Belichick SB
1st & 10, pass to Bennett 1st & 10, pass to Bennett
team has come back from a 2 TD deficitina SB  Comm, no team has come back from a 2 TD deficitin a 5B
1st & 10, incomplete 1st & 10, incomplete
2nd & 10, incomplete 2nd & 10, incomplete
, Under Pressure, Brady 16 dropbacks, 2 sacks Broadcast, Under Pressure, Brady 16 dropbacks, 2 sacks
3rd & 10, pass to White, Flag ATL-5 3rd & 10, pass to White, Flag ATL-5
1st & 10, rush by Blount 1st & 10, rush by Blount
Comm, when ME lost Gronk, last great player Comm, when ME lost Gronk, last great player
2nd & 10, rush by White 2nd & 10, rush by White
3rd & 3, incomplete, Flag ATL-5 3rd & 3, incomplete, Flag ATL-5
1st & 10, rush by Devlin 1st & 10, rush by Devlin
2nd & 8, incomplete 2nd & 8, incomplete
ATL timeout ATL timeout
-, Largest Comebacks 5B Hsitory, 10 points Broadcast, Largest Comebacks 5B Hsitory, 10 points
3rd & 9, incomplete, Flag ATL-5 3rd & 9, incomplete, Flag ATL-5
1st & 10, rush by Blount 1st & 10, rush by Blount
Broadcast, Rushing Yards: ME 27, ATL 86 , Rushing Yards: NE 27, ATL 86
2nd & 10, pass to Bennett 2nd & 10, pass to Bennett
1st & 10, rush by Lewis 1st & 10, rush by Lewis
2nd & 7, rush by Lewis 2nd & 7, rush by Lewis
0-20 3rd & G, intercepted, pickE by Alford 3rd & G, intercepted, pickE by Alford
0-21 FG attempt successful FG attempt successful

Comm, 2nd year head coach Quinn up by 21

d year head coach Quinn up by 21

Figure2.19: A comparison of functions selected for different outcofoe$Super Bowl LI

Based on the pretend narrative ohistaridaley Fal c ot

is endowed is different and thus the resulting functions and storylines even though they are
from the same event are different. The lead the Atlanta Falcons hold for most of the game is
reframed as a part of their dominant win over the Patdod what was the beginning of

their comeback is recontextualized as a failed attempt instead.
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2.3

In addition to the examples of narrative analysis completed so far, it may also be of use to see

an example of narrativization which can be said to havefaille Her e, the term Af a
to denote the cases in which the narrativization of the broadcast leads to an unfulfilling or
unresolved or otherwise incomplete narrative or where the narrativization is incorrect with

regards to the reality outonthee | d. Whil e Barthes has ¢l ai med
units, and there never can be any, however long, loose, or tenuous the threads which link

them to one of the | evels of storyo (Barthes
outside reaty, plenty can be wasted. It may be the case that the narrative being pushed may

be unexpectedly upended by the results or that the commentary being put forth may be at

odds with the reality of the game resulting i
narrative failure refers to narrativizations which do not accurately reflect its subject matter or
because of the disconnect to reality results
resolution.

Although earlier in this chapter, the frequgrand length the broadcast dwells on a
particular storyline was deemed to be a usefu
final narrative, this is not always truRegardless of how much effort has been invested into
a narrative angle, if theooditions of reality do not follow suit, it must be abando@uae
such example is the Patriotsd week 11 game ag
storyline that was pursued was the effects of the rain on the game and serves as an example
of narativization which fails at the level of the storyline in the narrative structure schema,

before ultimately failing. Although until near the end of the game, the narrative units
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pertaining to the adverse effects of the weather were perhaps barely, bedtstiitally

labeled as true, able to build on itself up to the level of the storyline, once the storyline does

not pan out, the storyline and all the narrative units beneath it must be labeled as pseudo and
relegated aside. The weather as afactorbecamest or yl i ne with the Pat

possession of the game with the commentators talking about the rain and how that may be

detrimental to play.

Bl SANTA CLARA, CA =Y
WEATHER =

TEMPERATURE: 64°

WIND: SSW - 8 MPH
FORECAST: SHOWERS -

Figure2.20: An excerpt of the broadcast weatheport SourceNFL/CBS

The narrativization seems to be planting the seeds of the rain storyline so that if and when a
player does slip and fumbles the ball, the broadcast will be prepared to build a narrative
around it. hroughout the entire broadcast, the commentators repeatedly mention the rain and
the adverse effects the weather can have on the playing field and the players. Multiple
references are made about the weather and questions are posed about the potastéatl effec

the rain on #he& dm utntme noggu ggratmeer H,andhkosvd gr i p on

1 NFL, Week m X c’xZKéy @2dz 2dzaGd ONRIAK{G dzLJ 6KS FIFOG GKIFG (K
KFLILWSY 6AGK GKS NBgBIRy 3 IFYSZE nYnyynrt
VLHAR®PY LG NBFftfe FFSOdha GKS F22G0lfftX L YSyidAazysS
the grips for the quarterbacls n Y pOy58:090
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according to Gr evgath& cambeehe greatequalizei antthefield T h e
references to the rain or the weather affecting some aspectgdrtteis made by the

commentators, the sideline reporter, and even the cameras that show the drizzling between

breaks. However, with no turnovers or mistakes caused by the rainy conditions, it is finally
acknowledged late in the fourth quarter by commentatent Green even though he that

there Awere gonna have& dnutlhtatp lteh,e muaitn psleee maid
much of an ef?} Whildthhe bmadcast heavilygnaested into the rain storyline

because there was no correspondisgltan the actual game, this particular narrativization

ends up failing.

2.4

Another aspect of sports narrativization that cannot be ignored is the narrativization over the

course of multiple games. This may happen on the level of a season, a franclhesgbe

or the sportitself. For the sake of the scope of this project, only the narrative over the course

of a single season will be examined. This section will identify the narrative of the New

Engl and Patriotsod 2016 s e axploraitstelationshipgothemi ne i t
individual games. Rather than garnering the narrative from the primary text of the games
themselves like with the individual game narratives, the seasonal narrative was derived from

articles and analyses from sports jouisralincluding national columns Monday Morning

2pidX a2 SQ@S aSSy Ay +y FgFdz 280G 2F OFrasSa GKS 4SIGKSN
0:08:51-0:08:56

22|pid.,& L { v weBekgonna have multiplenultipleturnoversé 2:00:31 ¢ 2:00:37

Zlpid, L (K2dAKG YI&06S @2dz gSNB 3A2yyl aleé K2g YdzOK 2F Iy
we have no turnovers on the day, so clearly not much of an eff2@0:22¢ 2:00:30
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Quarterback (MMQB), Snap Decisions, and ESPI
local newspapersSince sports are inextricably linked to the media that transmit it through

fireplay, slow motion, and mwperspectival images, accompanied by the inner voice of
phantom sports commentators ( Rowe 13), an analogue can be
which actively crafts narratives based on the results and shape public perception.

While the season is made uptbése individual games, the story of the season is not
necessarily the sum of the stories of these individual games. There is no straightforward 1:1
relationship between the narratives at the level of games and at the level of the season where
onemightmagi ne the games to be the functions to
or element may play a critical role within the context of a single game, they may be
completely forgottenin the story of the season. Naturally, the seasonal narraties atiie
longt er m narrative elements |i ke Bradyds car e
down by the minutiae of details on the level of individual games. In a sense, the seasonal
narrative is twice removed from the functions of any given gaftkeelnarratives of
individual games are tiisecong o i nt wHichfvs emwoe sondstory anboktlee
mul t i pl e byifiroa igidggngether bomponents that are as heterogeneous as
unintended circumstancég A LinQuest 0 Ri coeur 21) the seasona
organizes the individual gamessathird point of view and a thir@rder plot.The distance
between the base level afrfctions and higher order plot makesore difficult to perform
the same reaime narrativization analysis done on individual games for two reasons. First,
many sources of narrativization are written/published after the game has concluded and

second, fothe aforementioned reasons it is difficult to produce a definite list of functions as
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was done with individual games. While it may be tempting to conceptualize the relationship
between individual games and the season as analogous to the relationsbgntizvihesian
functionsand actions, the same sort of narrative logic does not carry over. Other than the
chronology and the brute logical relation that winning leads to the playoffs, there is no
tangible narrative relation between the games and therseaswill be discussed later, the
narratives established within individual games do not contribute to the seasonal narrative in a
way similar to how functional sequences provide the base material for the narrative
organization on the level of actions.

The initial overview of the season lends itself to breaking down the narrativization
along storylines yet at the same time, there are clearly different phases or sections in the
seasonds chronology. The seasonosondremdr ati v e,
media, is probably a mixture of both. In terms of the storylines, the overall narrative for the
season is perhaps best summarized by the short video by NFL Media Originals reviewing the
2016 New England Patriots (Patriots 2016 Season in Revidw)storyline is clear: the odds
were stacked against Brady and the PatriotswithiBe | i chi ck dés brill i ant c ¢
Bradyodés record breaking performance, the Patr
roster and ultimately win the Super Bowlsing this narrative as the baseline, the main
narrative threads are Bradyods sulmegalkengsi on, Bel
performances by both coach and quarterbBbk.season can bésided intothree sections
the first four games withoutr@dy, the rest of the season, and then the Super Bowl. Under

this threesegment framework, the general narrative direction was identified at each week of
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the season to chart the evolution of the narrative. Thus, the seasonal narrativization will
unpack thevarious storylines that are picked up as the season unfolds.

The only consistent storyline throughout the season was Tom Brady. From the very
start, it was clear that Tom Brady would be
Beginningthe seasowith a fourgame suspensioB r a dsyspesision became a driving
force in how not only his performance, but t
contextualized over the course of the season. Itis easy to imagine that whether the season
would turn out to bgood or bad, the Deflategate suspension would play a role. If it was
good, the story would be about how Brady overcame his critics and proved himself once
more; 1 f it was bad, the story would be abol
mental gare and threw things off sync. Depending on what the final narrative would be, the
demarcation of pseudand true narrative units would correspondingly change. As the
season wenton and it became clear that the Patriots would do well, the overarchingenarrat
became one of Bradyobésavilredi diRkteivemgtehMTowgh i
Patriots to win the Super Bowl and set a plethora of new records along the way.

Even from the preseason, it was the Brady and his absence which set the tone for the
Patriotsd season. Il nitially, there were so0me
without Brady. Peter King initially predicted a Pittsburgh win over Green Bay for Super
Bowl LI, while noting that @ Newsd&mibtannd ds a
and a manageable schedule, as well as the f
Bowl 51 Predictions, o0 King). Wi thout Brady,

material as Don Banks predicted that New England wanish 1stin the AFC East but
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ulti mately I ose to Pittsburgh in the AFC Cham
The first major storyline that developed in the first four games without Brady were a constant
comparison of the backup quarterbacks Jin@aroppolo and Jacoby Brissett against him,

whose return was eagerly anticipated. The most prominent story of the season opener was the
Patriotsd win against the Cardinals fAwithout
tackles, with a quarterbackwhal never playedo (A2016 NFL Week
it was Garoppolo who played in the game, it w
narrative. The highest praise for Garoppwls beingcompared®r ady : A Ji mmy
Garoppolo did justwhat TomBradwah y s seems t o doé [l ]ead the I
to a |l ate score and victoryo (APatriots vs. C
Press) and t ha tlikelwgh hiwdistribufion,enittiryg seen difdeyent
receiverso (MchbBrdi dwek)k., Bhetmargsedove was alre
Even though it is acknowledged that AnGaroppol
startero (AStorybook Start for Bradford, o Kin
ATom Teetufnso (ASnap Judgements: Steelers Ju
is injured and the Patriots are forced to rely on their tbirshg quarterback Jacoby Brissett,

the stage had been fAall set up for5aBdrady to p
restore order to the teambébs depleted quarterhb
was already expected too. Even if New England
the media was already predicting that the Patriotswould e they e r wh el mi ng f avori
win the AFC East i f Brady Takes overo (AStory

another win for New England, the attentr@mainedb n Br ady 6 s .Althaughi ng r et urt
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the Patriots would lose to the Bills the following we#te loss was quickly written off as a
result of a f-besppNewTEmMmgBamdly (ABills vs. F
ESPN/ Associated Press) but al so dseveryrrel evar
season and claim the AFC East, so winnhrge of their first four games puts them on
perfecttrack forthe samm@d, sameo | d 6 ( AiSnap Judgements: Falco
wins, 0 Banks) and when fABrady returns to the
will probably be buta fainhe mor y 0.

The week 5 game against the Cleveland Browns marked a definite turning pointin the
story of the Patriots season and the second
this Bradyds return after t lperforDantelarmdivie gat e s
solidified the storyline of Brady and Belichick breaking the records. A better than expected
return to form, ABrady | ook[ed] I|ike Bradyo
cogin a machine, picked up right where he lefboff( A Tom Brady is Back, 0o
for 406 yardsé and t1h3r ebel otwouucth dodwnsh ei nr etehlei n
Judgements Week 5,0 Banks) giving him at @3¢
his fourgame Deflategate suspensiomanp | ayi ng f or the first tim
bestgamesofhis25¢a me career 6 (ATom, 0 King). Al so wi
the fourth coach in history to win 250 game:
Brady or Belichick waild break this season.

From this pointon, thearratvef ocuses on the Patriotsd an
Although there are different stories that are elaborated each week against their opponents,

they are like selcontained bottle episodes in thedar picture of the entire season. For

91



example, the game against the Seattle Seahawks was touted as the Super Bowl! XLIX
rematch and the Patriotsd |l oss was deemed fApo
However, even tNewbngandit he bHE&sattiealry in foot
A SeaNetw eEngl and Super Bowl is a distinct possi
following week. As the Patriots keep mostly winning and Brady continues to perform beyond
expectation wwhhpéasdeeeanoduwdnto over 5, 000 co
(ABengals vs. Patriots Game Summary, 0 ESPN/ As
sports media adjustitheir initial predictions and pigdthe Patriots as the favourite to win
theAFCEasand make another Super Bowl appearance.
England |l osing at Pittsburgh this season in t
see that outcome unfolding quite so clearly a
and the rest of the AFC just I|ives in ito (AS
wins fAleft |ittle doubt as to where the balan
its halfway pointo (APatri ot s atedPressiWithel er s Ga
their win against the Buffalo Bills, the press cannot help but praise Brady and the Patriots.

Not only @nNFLrechrdy isnegt 26 career wins against B
Judgement s Week 8,0t hBea nPkastrgiv aet vde ere at yas@Buaklythe r ab | e
ficame off his fotigame suspension Oct. 9 having not played a football game in nine

mont hso (fAiWeek 8,0 King), Bradyléseassinhass ensur ed
swept Brady and t he P athsuchpdrfermanae, Petér Kinggama s on s e

only say that ATom Brady is not humano.
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As the season nears its end, the storyline of the records being broken picks up steam
as Brady, Belichick, and the Patriots seemingly tie, break or set a different one orlya week
basis. The narrative seeds were planted in advance as far back as week 2 are picked up again
after 11 weeksyhenthe win against the New York Jets in week 12 continues this storyline
as t htewim2 @G Br aahypbsseasoe caredr,dyingrh with Peyton Manning
for the most by a quart-C€ bTakcrki li Ine N,Faarkédii 5 o r 3
theft 5 ®Win in franchise history for the Patriots, the first original AFL franchise to reach
the mar ko (APatri ot sSPN/AssocidtedPress)Clhemextvieaknwita r y ,
another win ABrady became the | eaguethbys | e ad:é
throwing for 269 yards and a touchdowno ( AR:
ESPN/Associated Press) and is picked asthefar i t e t o win the AFC (i
Coming, o King). The following week, fABrady t
becoming the fourth NFL quarterback with at
VS. Patriots Game Su nmessx After,winning ®déirlgdma agaimsichiea t e d
Denver Broncos n eXctlinched Nfiestound loyg foramNHrecotd2
seventh straight yearo (APl ayoff Scenarios,
in the AFCO0O ( fAgeneekn tls5, o0SnBaapn kJsuyd Then as the
close, this narrative strand picks up steam with the discussions of the MVP award.
Addi ti onal I-lywjth thegecand and timird quarterbacks playing, then goirig 10
with Brady pawekéndodi iang), a case i s made
the year as [ectofy e dlewrErgindhmaking Rird the fifth coach in NFL

history to reach the milestone with one tear
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ESPN/Associated Pres$or Brady, even though he missed the first four games of the

season, A[s]ome football observers, |ike the
already declared the MVP race over, handing i
week of theregula s eason, Don Banks presciently predioc

to either Falcons quarterback Matt Ryan or Pa
Snap Judgements, 0 Banks). Even though it is A0

fortheMVP after missing the first four gameso (A

-

egular season, Brady nte-imterceptibreratib (@& )y eameé cor d

ANew England became the ninth teamtesince 1972

-

egul ar seasono (APatriots vs. Dol phins Game
continues into the postseason. Even in the divisional playoffs, the Patriots continue to break
records by fAgoing to their r ecLOwvisiondRoxntdh conse
Playoffs Snap Judgements, 0 Banks) and attempt
Bowl appear athpclea yaonfdf tahpep éialrdance for the Belicl
(AWil dcard Weekend, 06 King).

As the Patriots win the AFC Champidmg and advance to the Super Bowl, the
storylines specific to the biggest game of the year start to formulate around three distinct
l ines. First, the Patriotsd appearance at the
and culmination of the recoliteakingBack with the week 2 victorBelichicktiedi Cu r | y
Lambeau for fourth place ontheregutae a s on wi nsiTestanwi vls .2 P@adr {
Game Summary, 0 ESPaNdnakirg bim theafoughdnof wirenmgest

coach in the NFLWith this narrative seed planted, throughout the season whenever Brady,
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Belichick, or the Patriots set a new record, this narrative thweadedback in focus and
gatheedmomentum until it reacttdts peak at the Super Bov8o, t wasunsurprising that
the Pariotswouldmakea n ot her appearance to the Super Bc
simply dominated the NFL the past decade and a half, making seven Super Bowl trips and
picking up more hardware (four championshi p:¢
(ANFL ConifterenReund Snap Judgements, 0 Banks)
be his fiseventh appearance in a Super Bowl v
Patriots Game Summary, 0 ESPN/ Associated Prec
won 24 playoff games together, most in league history by a head coach and starting
guarterback. No other coa€B duo has even participated in that many postseason games
together. Bradyo6és 24 playoff wins arne&.the m
Second, the thread of the fATom Brady RevVv:«
redemption touro (ASteelers vs. Patriots, o I
after Abeginning the 2016 season fsluatpeqateado f
scandal, the New England quarterback relentlessly carried the Patriots to an unprecedented
ninth appearance in the title game, and his
And lastly, there is a deliberate effort to set the stage as a showdown between the
Patriotsandte Fal cons, with each team as the inver
Patriots matchupo provides a stark contrast
side, the "Falcons are a mostly young, ascending team, with exciting playmakars and
guarterback in Matt Ryano (ANFL Conf erence, ¢

APatriots are a methodical winning machineé
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Boston icon, Tom Bradyo,; the Fal cabnoss34pi t t hei
points per game in the regular season (and 40
all owed filess than 16 points a game in the re
playoffso; while ARyan andyFabcboschaeak tbath
circle for the first time, 0 ABrady and Patrio
|l eague record fifth ring togethero.

When the season finally culminates in the Super Bowl in the most unexpected
comeback as analydearlier, other than the shock of the game itself, the two main narratives
that are pushed are 1) Tom Brady is the greatest quarterback who has ever lived and 2)
Brady/Belichick/New England has set/broken/tied every record they possibly could. While
ostesi bly winning a football game is a team ef f
performance that night was so spectacular, it seemed to have decided who the greatest
guarterback of all time is: fANo mot@Pual l s, w
to rest. Il f you still want to argue about who

obviously missed everything past halftime Sun

rendered the question moot i n sepneecnttasc,uol aBra nfkass)
It was Brady who Awould not | et New England |
it was this personal, and not when it all mea

of ficially marked the em&oofyetams fMBRathieomaki R
when trailingAtlanta2&8 i n the third quarter, fiNew Engl an
man: Tom Bradyo (APatriots Win SB 51,0 King).

Aturned the game ar 0BRirnadd Yyoéds swielelro .f oWicteh otfh iws |\
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Arunning out of ways to deify Bradyo and fAit
best quarterback of our I iveso.

In pulling off the Super Bowl comeback, which was yet another record broken by the
Patriots (ASuper Bowl Snap Judgemeaonts, 0 Bank
deficit to win a Super Bowlo (APatriots vs.
Press), the Brady/Belichick duo broke a plethora of others. With this Super Bowl win,

ABehi ckdés fifth Super Bowl title as a head ¢
of the Super Bowl era and gi ves-yheiamm ah issttroornyc
(APatriots Win, o King). AII I mstolnew Supea f t er t |
Bowl records that took up nearly thrgaarters of a page. There were 24 in all, the majority
related in one way or another to the quarte:i
Press).

So the narrative for the season seems liked@mption arc for Tom Brady. Though
suspended from the first four games, he regdmith a vengeance and lead his team to
victory in the greatest Super Bowl game ever played, smashing a plethora of records along
the way. However, as the seasonprogessé r om t he three sections
games, the games after his return, and the Super Bowl, various narrative strands shift in and
out of focus. Thus itis difficult to pinpoint the exact boundaries of the storylines that
constitut €016 seasonratianystooyline should be included if at all. For
example, while Garoppolo and Brissett were a huge focal point as potential Brésly&t0
as Tom Brady was a backup to Drew Bledsoe, by the midpoint of the season, and certainly

by the Siper Bowl, they were completely forgotten. On the other hand, the storyline of the
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Patriots breaking records is briefly mentioned early in the season and gradually becomes
more pertinent and is a significant aspect of the Super Bowl storyline. The stbiyttld is

an amalgamation of the different media covering the league. As these multitudes of outlets in
the NFL media ecosystem plant certain narrative seeds, some may wither away and die like
the storyline of the backup quarterbacks, and some maakba up by the ecosystemas a

whol e, |l i ke the framing of the season as Brad

2.5

The discrepancies between the final seasonal narrative and its narrativization may be due to

its disconnecto the individual game narratives aitsleditorialized paratextuasources

These two factors seem to work with each other as the disconnect from the individual games

leaves the seasonal narrative almost as a blank slate, leaving it open to some degree of
editorialization, although all of thisis stillben den t o t he A1 Mhier ati ves ¢
for Barthes there are different principles of organization at each level of narrative, the

disconnect between the individual game narratives and the seasonal narrative is so great that

the connection betweendltwo are at best tenuous. Thus, even if there are two distinct

organizational principles between the narrative levels, that difference cannot overcome the
disconnect between the individual game and seasonal narratives.

The relationship between tinarrative of the season and the individual game is worth
exploring. While it was noted in the previous
essentially narrative, with a beginning, plot complications, and resolution, it feeds
televiatonbsei hsnger for narrative, o0 (ATheor.i

becomes more muddled when extended over multiple sporting events. While it may be
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tempting to think about the seasonal arc as
individual games, the narrativization of the season is incompatibly different from the
narrativization on the level of the game. Itis not so simple as to say that the individual games
serve as the episodic dimension to the seasonal narrative such thaethredgtbe a sum of

the formerln his study of professional wrestlingetterarguesthait he wr est |l i ng n
has a very complex narrative format that operates through hierarchies to maintain its

historically longitudinal continuum in the seamlesshfian it does from week to week, month

to month, year to year, era to erao (Petten
yet it must continually be narrativized. Similarly, itis not as if football has a definitive

narrative end in the futuretven the sport will conclude itself; it and its narrativization will
continue. In this way, Athe true complexity
temporalschemai t s persistent and unclosing narratdi
coni nuatitlostorjcalbarragiven ( 441), f orms the fAtransiti
one chapter of wrestlingds narrative to anot
beginning of another -endiwngs¢ pthexwantingings € A mh e s ¢
saga, Petten contends that there are branchi
and character typeso (438) through which t he
This structure appears to have a directanalogue iwh wi t hi n t h e-enflirge aml e s ¢
epico of professionmbatvesood bahar acher aslei loé ¢
rivals story, the bitteenemies story, the woundéero story, the Cinderella or Ugly

Duckling story, the sowthallengig-thef at her storyo (Oriard 26) d

narrative of football into different periods, or more commonly referred to in sports, dynasties.
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Although on paper, football should narrativize itself in an analogous manner to wrestling
withtheweekhi e pi sodes o buil ding towards a grand
to mold itself more on the commentary happening outside of the games and seems set on
being selffulfilling prophecies instead. Since the sports media has the benefit of hinadsight,
least until where they are in the season, it functions in a weekly cycle of reframing and re
editorializing past games and coverage to fit its narrative(s). Thus, the episodic dimension of
the seasonal narrative is not comprised of the actual nag&tivi during the broadcasts but

the editorialized idea of what the season was like. In terms of the editorializing of the
seasonal narrative, there are noticeable omissions and forced narrativization at work. As
mentioned before, a notable omission s lackup quarterbacks who played the first four
games of the season. Although it was the main narrative focus at the time, the backup
guarterbacks who gave the Patriotshi@cord before Brady returned are forgotten. The
speculation about Garoppolo bedagito Brady what Brady was to Bledsoe is all but left

behind.

One notable aspect of the seasonalnagatio r t h examining is the

ARevenge Touro. While based on what actual

a |

s

clear dm@ad o iwaey a motivating factor, the resul

as such. The narrative seeds for the fiRevenge

that Brady At ookupmuftr issotnrea toifo nt hoen I whicelwtrBs ,oovn s 0

ESPN/Associated Press). However, in his MMQB coluReterKing notes that Brady and

Belichick kept his return Apretty unemotional

practice, it was all football. No vengeance. Same thing Sunday on thaffielcCil e vel and 0.

100



King explicitly addresses the assumptions al
talk about how volcanic Brady wibto-Gobdeh e Sund:
expectations in New Englwansd ,ht hhee odpipdonsdittoe aansd
seemed determined to show that his week wasHt
bl owout of the Browns confirmed thato. Al thc
it is noteworthy to see the narrative framing aroureddvents in action. The entire narrative
thread of the fAiTom Brady Revenge Tour o seem:
of revenge against the commissioner and the
discussed in the previous chapter. Wititaay not be completely truthful, itis

understandable that the narrative of the star quarterback who gets his revenge on the league is

a much better story than the star quarterback keeps his cool and does his job. With such
omissions and forced narraitration at work, there is no clear cavmsdeffect relationship

between the narratives established for the individual games and the narrative for the season.

Game Narratives Sections Storylines
Week 1 Coaching/Garopplo win Brady suspended Backup QBs
Week 2 Garoppolo holds on for win Records broken
Week 3 Brissett adapts to win
Week 4 Patriots shut out at home
Week 5 Brady returns to win Brady's return Revenge Tour Patriots performance]
Week 6 Brady looks shaky but holds on to win
Week 7 Steelers squander chance to beat Patriots
Week 8 Bills throw away game with penalties
Week 9 Bye week
Week 10 Rematch of Super Bowl 49/Seattle revenge
Week 11 Rain/NE adapts to win
Week 12 Jets unable to hold onto advantage
Week 13 Brady's 201st win
Week 14 Possible Ravens upset but Patriots win
Week 15 Patriots beat historically difficult Broncos
Week 16 Jets mistakes cost them the game
Week 17 Patriots shut down possible Dolphins comeback
AFC Divisional Patriots play sloppy but Texans mistake cost them the game
AFC Championship  Patriots defense/the Brady-Belichick dynasty
Super Bowl! LI The greatest comeback of all time Super Bowl|

Figure2.21: Weekly vs. seasonal narrativies the 2016 New England Patriots
As shown in the figure above (fig.21), there is no direct correlation between the

narrative of the games and the narrative of the season. The seasonal narrative does not build
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upon the neative of the individual games. Even the order of opponents played could be
completely reorganized and it would have no impact on the seasonal narrativization. Unlike
the functions which ultimately led to the identified narrative within individual gathes,
analogous relationship cannot be found for the games to the season. While there is the brute
logic of winning games to advance to the playoffs for example, such connections are

narratively weak and does not constitute meaningful narrative buildingoudh there is

some adherence to the three chronol ogical sec
real o; if the backup quarterbacks are not pl a
to have a storyline abelby themesni weetti S5or an

between théocksand theticks(Kermode 45) which was already difficult harmonize is

exacerbated at the level of the season. Perhaps this is the reason why the Gestalt forming

apparatus of sports journalism mustresorttd e | i ber at e omi ssions and
60storylinesd®6é announced at the beginning of t
when they did not, o6 (Oriard 28). Also, fABrady
Aparabolic proj ecetifioan 0s o uHrecremasnt 02r8y) (wshaeyr, ab o u't
onto a target story (about events or processes) to help make the latter more intelligible and
tractabled. As briefly alluded earlier, by wus
framework of the@venge story, the seasonal narrative may be attempting to project its

Apurely successive di destedgaldafthegevengeisorgasaro nt o t h
easy narrative device. With such omissions and suspect storylines, it may be useful to use the
concept of Aweak narrati vit yillusionafhagatvel i t er ary

sequence, linearity, causality, closureé whil
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in the emergence of a coher e nasonamaraiveisi veo (°

stil]l dictated by the fAimperatives of the re¢

win the Super Bowl, breaking a plethora of records in the process. Thus, the seasonal arc

may be at a place in between weak narrativity and whaticonceptually be called strong

narrativity, or reality. While the seasonal

sequence, linearity, causality, closure, o it
In the narrativization analysis ofdividual games because they are-seifitained

and can be done drawing on the primary text of the games themselves, the methodology of

successively building on multiple layers of narrative is possible. Although there is a need for

interpretation from theedection of relevant functions to the cohesive organization of larger

storylines, by keeping in mind potential narrative ends it is possible to work towards a self

correcting identification of the narrativization at work. On the level of the seasondlvearra

however, the narrativization is a thiodder organization built on the already published

secondorder narrativization of the sports media. As such, the seasonal narrative cannot be

garnered through the addition of the narratives of the games thstitatenithe season.

Instead, the narrativization must organize and find the consensus in the media and seek to

cohesively reorganize the media byproducts of the actual games to determine the narrative.
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Chapter 3
Case Study: Serral in the 2018

3.1

The aim of tlis chapter is to apply the narrativization analysis to StarCraft 2 esports. Like the
previous chapterds examination of the narrat.i
same reiterativanalysigo reveal how the esports competition is naviaéid both on the
levels of individual games and the season. Because the previous chapter has already provided
a finely detailed analysis of narrativization, this chapter will additionally examine the
narrativization through the compounding of its narmatevels. Similar to the previous
chapter, the analysis will include various paratextual sources such as interviews and various
media coverage.

Released in 2010, StarCraft Il (hereafter SC2) is the-bomajted sequel to Blizzard
Ent ert ai n meatimé stratpgp (RTS) game StarCraft, originally released in 1998
with the expansion Brood War released in 1999. A military strategy game, the objective is to
gather resources and build an army to destroy
fromone of three firaceso to play, each with the
Amore el aboratpapers er ssonséfdgnamkco (Cheung an
an insectoid alien species which relies on cheap andpmagsiced units; the Prags, an
advanced alien race with expensive but more powerful units; and Terran, humans with a
more flexible technology and unit compositions. Typically, matches are played1vs. 1ina

bestof-3 format with the matching extending to be$t5s or-7s in tre playoffs and finals,
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respectively. Most tournaments begin with a rowoldin group stage with the winners
moving onto an eliminatiostyle upper bracket, culminating in the finals.

The analysis will be applied to the 2018 World Championship Series (ViCS)
yearlongeircuit system with multiple tournaments and a pdiasted qualification system for
the global finals at the end of the yeaine WCS idurtherdivided regionally so that Korean
players play only in the Korean tournaments while players freemest of the world

commonlyc al | ed A tompeteing seeies sf jne@rnational tournaments in the circuit.

WDR.!.D [:HJIMNHHSHWI
clasaL FINALS

8 PLAYERS FROM KOREA $500,000 s pLavERS FROM CIRCUIT
; S STAN = AMPIONS & ETANDIN

GLOBAL

& =

KOREA IEM KATOWICE CIRCUIT
Lt ¥ -

LEIPZIG
GSL x3 AUSTIN
w170 MILLION GSL vs. THE WORLD ;gLNETNHgIAAL

ALL-STAR-EVENT =
100,000

SUPER
TOURNAMENT x2 CHALLENGER x4

¥ 30 MILLION

Figure3.1: The2018 WCS format. Source: Blizzard

For the application of the theoretical framework, the 2018 WCS year was chosen because it

was the first time a foreigner, JooAsa fiSerr
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the term foreigner itself implies, the center of StarCraft has long bewsideved to be Korea

and against all conventional wisdom, Serral managed to not only sweep all WCS Circuit
events but also win the Global Finals (IEM Katowide) k e wi t h Bradyds retur
suspension and comeback Super Bowl win, the subverted expestatibre 2018 WCS year
provides an interesting framework for the narrativization. To limit the sheer number of games
which would have to be analyzed, the detailed narrativization analysis was applied to only
the final match of the major tournaments. Nolyare the finals the most narratively

important match of each tournament, the broadcast and commentary fre geeaplyhat
happened earlier during the tournament, making it possible to garner a more contextualized
picture of t he t awhole Bheneachtowsnamerdspgttogethertoa s
produce the overall narrative for the year. While specific games will be analyzed in detalil
through the open coding method, this chapter will further explore the higher orders of
narrativization built onhe narrativization of individual games.

While the analysis of individual games will be mostly analogous to the analysis of
football games from the previous chapter, SC2 esports drastically differs in its organization
by having a more layered hierarchistucture and thusoresuccessive levels of narrative.

First, while for football there is a single league (NFL) with a single season under which there

are individual games, in the WCS system there are multiple regions with multiple

tournaments with thewwn internal structures maig up the entirety of the WCS. Second, a

match between two players is played at the very least as-atb@stith the upper brackets

and finals of tournaments being played asdoé&t 6 s o©of-7 s,stmeani ng that a

match is comprised of multiple separate games. Then there are in effect two additional levels
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of narrative organization in the WCS not found in the NFL: the series of games within a
singlebestof-X match and the linking of the multiple tournaments. Thusethod to
organize the narrative layers within the WCS system is needed.

This layered structure leads to at Ifasir additional levels of narrativization just
from the organization of the league alone: theHoést match, the tournament, the circuit,
and the year as a whole. While relative, the narrative on the level of the year or the player
may be called higher ordaarratives. With external narrativizatiorditional narratives
may be found bylrawing fromthe historical contexaf the esportand will be analyzed later

in this chapter.

sC2 Football
Narrative layer | Game Game

Match

Tournament

Circuit/region

Year Season

Player Team/player

Esport Sport

Figure3.2: A comparison of the possible layers of narrative organization

In the forthcoming analysése match, which would be at the very least a-oés,
will be the basic narrative center. While a single game within adfestan have a cogent
narrative organized play considers the match to be the smallest viable unit of competition
with the games within to be dependent portions of that meaningful unit. It is established
industry practice that since there can be some unluciddraized elements to the game, a
minimum of a besof-3 is needed as a true test of skill. While the narrative of each individual

game is important, because the match is atieXtformat, the complete narrative of a
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single match is a muigame arc bridigg over multiple games. Quite frequently, the
commentators will use the outcomes of the earlier games to inform their commentary and
narrativization of subsequent games in a single series. In addition, there are multiple
tournaments which are narrativéyreaded together to form a unified storyline for the year.
However, as the shifting of the narrative center from a single to multiple games suggests, the
narrative organization must take into account a variable scaling of narrative scope and thus
narrate units as A[s]ome would rise to the highe
theme(s) of the macsstructure; some would sink to lower levels; some would survive in a
modi fied versioné and a f ew nSomégamed,wsichppear a
were the final narratives at lower levédsg. gamesnay become pseudanctions at higher
levels(e.g. tournaments). With changes in scope, the context from which narrative units draw
their meaning changes, thus which events constitute narrative elsenthange and the
calculus which differentiates the pseuffom the true narrative units must accordingly
adapt.

While the process of identifying the narrativization will remain the same, there are
key differences between football and SC2. Unlike folbtladnich as previously noted is
conveniently separated into a series of fAdisc
Worl d Cup Soccer, 0 Real 189) with a fAnatur al
of discretely marked plays bookendedtbg snap and the whistle, the gameplay of SC2 is
fluid. In SC2 there are porous boundaries not only as to where an event might end but what
might even constitute an event. For example, a player may poise to attack but could end up

not actually attacking all, so that on paper it looks as though nothing has happened even
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though the posturing and the threat of an attack may have indelibly altered the course of the
game. Furthermore, unlike in football where there are definitively timed quarters, in SC2 the
progression of the game is only loosely identified as earlyd-, or lategame. The fluidity

extends to the focus of action. Unlike in football where there is only one focus of action
surrounding the ball, there can be and there usually are multipks frbaction in SC2

juggled simultaneously by the broadcast as it attempts to establish the most accurate narrative
focus. The multiple fronts mean that the broadcast must work to construct and maintain the
AGestalt of the game §ledst@uplcitlyestablishingany by at t |
f oll owi n ghieerchifdd o(gGhcatothan 53) which i mbues wha
more narrative import over what was not. Additionally, without a scoring mechanic, it is not
always obvious who has the advantage or even what is going on without the commentary.

While there are mapcsres within destof-X series, within the games themselves there are

no ways to score points, although players certainly can be in positions of advantage or
disadvantage. Thus, the broadcasting plays a much more prominent role in narrativizing the

game While there are cases where itis obvious who the winner will be, the fluidity of the

game places a bigger onus on the broadcast and the commentary to both explain the game

and weave a coherent narrative.

3.2

As an example of the open coding analysis on #meeajlevel, the deciding game 6 of the
bestof-7 finals of WCS Austinthe second major tournament of the year, between Serral and
the Polish player Grzegorz AMaNao Komincz wi

hierarchical structure of building from rawrfctions to the final narrative remains the same,

109



there are key differences especially on the levels of differentiating functions due to the
mechanical differences between the games. Just as before, the narrativization analysis begins
with the identificaton of the raw functions. However, the issues stemming from the fluidity

of SC2 makes the simple identification of events difficult. In football, the ball and the
immediate action surrounding it serve as the focal point and thus what can be considered as a
narrative function. Butin SC2 not only can there be multiple concurrent foci as the action
may happen anywhere on the map, but many key actions also have delayed effects. For
example, a player may respond to the other by researching a specific updradéirng a

specific unit, but it takes a nemegligible amount of time for these to be completed. Thus,

even if both the action and its consequence are part of a single sequence, they may be
separateih whatBarthescallsii d y s,daa iRtgrruption o quence of functionsy

functions from another sequence (Barthes 2i@86ye, it may be of use to clarify that the

causal relationship at hand here is not readily found in a more direct and sequential sport like
football where one play must end before tiegtrbegins. The causal relationship here is not

akin to a field goal in the'8quarter whiclcan be seen retroactively as the start of a

comeback in thed butis more immediate like the throwing and catching of a single.pass

So the broadcast, and esfadly the commentary, must bridge both the spatial and temporal
gaps in the action that happen on the map and simply explain more and make threndause
effect relationships explicit. To account for this, the raw functions also include explanatory
elemens of the broadcast like the production tab (8@) which shows what
units/buildings/upgrades are being made for both players at any time and helps narrow the
temporal gaps.
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PRODUCTION

£ A X A

Figure3.3: The production tab shows what units, buildings, or upgrades are being made by each

player in real time. Source: BlizzdBfeamHack

Thus, the base level of raw functions must consider how the broadcast and especially
the commentary wrangles the spatial and temporal dystaxy that exist between the events of
the broadcast. One solution is to have a more frequent and more pronounced inclusion of the
commentary events in the identification of raw functions as the commentaryrexgkie
game events often overlap and overshadow the very game events they explicate. For
example, at the beginning of the game when MaNa scouts Serral first, it is identified as a
commentary event rather than a game event (fi).[Bcause the commengaxplanation
for its significance overshadows the mere act of moving the Probe and the added inclusion of
it as a separate game event would ultimately be redundant. These decisions imbue the
analysis with interpretive risk from the very st&#tthough inthe schema for the open
coding approach, the identification of the game and commentary eveitse as a part of
determining the true functions, here the identification may be done to avoid redundancy on
the level of the raw functions.

With the consiérations about the commentary in mind, the list of raw functions can

be produced from game 6 between Serral and MaNa. After the initial viewing of the game,

the prevailing narrative, other than the gert
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how Serral 6s constant harleadigtoema eventualp pl ed Ma N
victoryy Throughout the game, Serral consistently
workers so that as the game goes on, the economic damage compounds urtté & aeac

critical point. With a rough idea of this final narrative, the events of the broadcast can be

itemized into raw functions.

Functions:

Player intros

Comm, fortunate scout for MaNa, 4 player map
Comm, want game 7

MaNa, SG opening

Comm, least popular map

Serral, scouts Stargate

MaNa, Phoenix production

MaNa, Adept harass

MaNa, Oracle production

MaNa, second 5G started

Comm, Serral doesn’t want to expand close to MaNa
Comm, double SG is good

Comm, double 5G destablizes Serral, force errors
Serral, Roach Warren started

MaNa, double Phoenix production

MaNa, loses Probe before making 3rd

Serral, +1 Missile Attack started

Serral, Roach production

Serral, Roach speed upgrade started

MaNa, Twilight Council and Forge started
MaNa, takes 3rd close to Serral

MaNa, picks off Roaches mid map

Comm, Serral making Zerglings again, will MaNa learn?
MaNa, +1 attack and Charge started

Comm, MaNa please get a Shield Battery
Comm, if he holds we'll have game 7

Mana, cancels 3rd

Comm, gets cancel but loses most of army
Serral, Zergling pressure at natural wall

Comm, MaNa can hold

Comm, Serral has Hydra den coming up

MaNa, Robotics Facility started

Serral, +2 missile attack started

MaNa, 3rd Nexus started

Serral, Zergling attack at 3rd, forces cancel
Serral, Lurker Den started

MaNa, Templar Archives started

Figure3.4: A partial list of raw functionfrom Serral vs. MaN&018 WCS Austin Finals Game 6
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From here, the raw functions can be categorized into true and pseudo functions, with the two
types of true functions, the game events highlighted in yellow and the commentary events in
green. Keepingin mind that Serralwindhi s game by sl owly wearing
economy, the reiterative process can sort the true from the irrelevant pseudo functions. At

this stage, some events such as the commentators pointing out that MaNa was lucky in his
scouting fifortunate scout for MaN# are included because they might contribute

meaningfully to the narrative. The events more directly tied to the economic harassment

(ASerral, Zergling attack at®3forces cancé) are sure to be included.
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Functions:
Player intros
-tunate scout for MaNa, 4 player map
Comm, want game 7
MaNa, SG opening
Comm, least popular map
Serral, scouts Stargate
MaNa, Phoenix production
MaNa, Adept harass
MaNa, Oracle production
MaNa, second SG started
Comm, Serral doesn’t want to expand close to MaNa
uble SG is good
uble SG destablizes Serral, force errors
Serral, Roach Warren started
MaNa, double Phoenix production
MaNa, loses Probe before making 3rd
Serral, +1 Missile Attack started
Serral, Roach production
Serral, Roach speed upgrade started
MaNa, Twilight Council and Forge started
MaNa, takes 3rd close to Serral
MaNa, picks off Roaches mid map
ral making Zerglings again, will MaNa learn?
MaNa, +1 attack and Charge started
Comm, MaNa please get a Shield Battery
Comm, if he holds we'll have game 7
Mana, cancels 3rd
-ts cancel but loses most of army
Serral, Zergling pressure at natural wall
Comm, MaNa can hold

Comm, Serral has Hydra den coming up
MaNa, Robotics Facility started

Serral, +2 missile attack started

MaNa, 3rd Nexus started

Serral, Zergling attack at 3rd, forces cancel
Serral, Lurker Den started

MaNa, Templar Archives started

Figure3.5: An excerpt of selectegame and commentary eveftsm Serral vs. MaNa

Once the true functions have beenidentified, they are putinto functional clusters
where each named cluster represents the loose grouping of the functions bendhth until
next cluster begins. However, the delayed caargkeffect nature of SC2 again poses a
problem. While directly consequential events such as one player attacking into another can

be easily grouped together, events which have clear but delayed conssareritarder to
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connect because of the large temporal gaps between them. Thus, clusters were primarily
marked based on the temporal proximities of their constituent functions with the intention of
showing the causal relationship between the linked clistethe level of the storyline,

which connects multiple clusters anyway. For example, the initial group of events about
MaNabdés opening strategy makes for a clear

to lead to noticeably different result®m the previous approach used with football.

Functions: Clusters:
Player intros
tunate scout for MaNa, 4 player map MaNa has good start
Comm, want game 7
MaNa, SG opening
Comm, least popular map
Serral, scouts SG SG play for MaNa
MaNa, Phoenix production
MaNa, Adept harass
MaNa, Oracle production

MaNa, econd SG started Committing to double 5G
Comm, Serral doesn't want to expand close to MaNa

uble 5G is good

uble 5G destablizes Serral, force errors Double 5G could force game 7

Serral, Roach Warren started
MaNa, double Phoenix production
MaNa, loses Probe before making 3rd Serral slows MaNa's economy
Serral, +1 Missile Attack started
Serral, Roach production
Serral, Roach speed started
MaNa, TC and Forge started
MaMa, takes 3rd close to Serral
MaNa, picks off Roaches mid map
ral making Zerglings again, will MaNa learn? Serral preparing for counterattacks
MaNa, +1 attack and Charge started
Comm, MaNa please get a Shield Battery
Comm, if he holds we'll have game 7
Mana, cancels 3rd MaNa unable to expand
s cancel but loses most of army
Serral, Ling pressure at natural wall
Comm, MaMNa can hold
Comm, Serral has Hydra den coming up
MaNa, Robo Facility started
Serral, +2 missile attack started
MaNa, 3rd Nexus started
Serral, Ling attack at 3rd, forces cancel Serral limiting MaNa's economy
Serral, Lurker Den started
MaNa, Templar Archives started
rting to look bad for MaNa, still no 3rd MaNa's economy falling behind

Figure3.6: An excerpt ofunctional clustererom Serral vs. MaNa
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Once the functional clusters have been identified, they can be sorted into tjseadd

clusters with the benefit of hindsight to construct the varying storylines. The narratively

irrelevant pseudalusters are either ignored or subsumed under the true clusters to build the
appropriate storylines. On the functional cluster level, ¢oeiring pattern of grouping

related to Serral inflicting economicdamag8e r r al sl ows MaNads econom
to expana) is revealed. Since these clusters obviously contribute towards the Gestalt of what

the final narrative willbe they areconsided t o be true clusters and
MaNabdbs economyo storyline. On the other hand,
(ASG play for MaNa) is ultimately irrelevant and is deemed a psedldister and subsumed

under the AMPRPeot7Zentsitadr yloirneg,a whi cdiorykmé | | event u;

anyway since game 7 never happens.
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Functions: Clusters: Storylines:
Player intros
tunate scout for MaNa, 4 player map MaNa has good start or game 7

Comm, want game 7

MaNa, SG opening MaNa plays the same
Comm, least popular map

Serral, scouts 5G SG play for MaNa

MaNa, Phoenix production

MaNa, Adept harass

MaNa, Oracle production

MaNa, econd 5G started Committing to double SG
Comm, Serral doesn't want to expand close to MaNa

uble SG is good

uble SG destablizes Serral, force errors Double SG could force game 7

Serral, Roach Warren started

MaNa, double Phoenix production

MaNa, loses Probe before making 3rd Serral slows MaNa's economy -s MaNa's economy

Serral, +1 Missile Attack started

Serral, Roach production

Serral, Roach speed started

MaNa, TC and Forge started

MaNa, takes 3rd close to Serral

MaNa, picks off Roaches mid map MaNa defends
ral making Zerglings again, will MaNa learn? Serral preparing for counterattacks

MaNa, +1 attack and Charge started

Comm, MaNa please get a Shield Battery

Comm, if he holds we’'ll have game 7

Mana, cancels 3rd MaNa unable to expand -
s cancel but loses most of army

Serral, Ling pressure at natural wall

Comm, MaNa can hold

Comm, Serral has Hydra den coming up

MaNa, Robo Facility started

Serral, +2 missile attack started

MaNa, 3rd Nexus started
Serral, Ling attack at 3rd, forces cancel Serral limiting MaNa's economy

Figure3.7. An excerpt ofstorylinesfrom Serral vs. MaNa

After establishing the storylines, once more throtlghreiterative process, the final
narrative can be identified by selecting the true storylines to fall under that final narrative.
With the knowledge that the gameds ending al
out the pseudastorylines, suclas the one about a potential game 7 as mentioned above, from
the true ones. Since by the level of the storylines, the messier causal relationships have been
tidied up, the organization of the true storylines into a final one is relatively straightforward.
As predicted, the final narrative for the game is revealed to be one of Serral being in control
and his wearing down of MaNads economy over

halves; the first being MaNa?osdttebecdndlemg t o st
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MaNaods eventual capitulation via his damaged
the commentaryébés acknowledgement of his shabb
expand to his8base. This point is where the dominaatrative reaches a critical point and

the storyline about MaNads economy must be ac
Although chronologically in the middle, this pointis the first point in the final narrative that

can be Al oc k e dhalleaventswahichliprecades and fellowsdt can be

interpreted accordingly. These two halves of the final narrative, which could be named

AMaNa stays competitiveodo and AMaNads economy
subsume all of the smaller stongs about who attacks and who defends into the larger

narrative of a prolonged economic advantage.
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Functions:
Flayer intros
unate scout for MaNa, 4 player map

Comm, wantgame 7
MzNa, $G opening

Comm, least popular map
Serral, scouts 56

MzNa, Phoenix production
MaNa, Adept harass
MaNa, Oracle production
MsNa, econd SG started

uble 5G is good

Serral, Roach Warren started
MsNs, double Phoenix production
MsNa, loses Probe before making 3rd
Serral, +1 Missile Attack started
Serral, Roach production

Serral, Roach speed started

MsNa, TCand Forge started

MsNa, tskes 3rd close to Serral
MsNa, picks off Roaches mid map

MsNa, +1 attack and Charge started

Comm, if he holds we'll have game 7
Mana, cancels 3rd

Serral, Ling pressure at natural wall
Comm, MaNa can hold

Comm, Sarral has Hydra den coming up
MaNa, Robo Facility started

Serral, +2 missile attack started

MaNa, 3rd Nesxus started

Serral, Ling atrack 3t 3rd, forces cancel
Serral, Lurker Den started

MaNa, Templar Archives started

rtingto look bad for MaMa, still no 3rd

MaNa, lases some Phoanix to Hydras
(Comm, he needs 1o keep Phoenix alive

rral's econamy Is averwhelming
Na can't replace army with his economy,

MzNa, Storm started

Comm, Sarral wants to dominate WCE, take first 2 titles

Comm, Sarral's entire zrmy moving in

Serral, Lurker seige between Natural and 3rd
Comm, MaNa's army doesn’t seem ready
Serral, Lings brezk into Natural and Mzin

MaNa, enazes, lifts Lurkers
MaNa, wins fight

‘Comm, can MaNa snowball?

Serral, kills Warp Prism before warp finishes

Comm, no reinforcements for MsNa

Serral, army attacking Natural
Comm, what can Mzna do?
MaNa, engages anyway

a6

uble 5G destablizes Serral, force errors

Comm, MaNa please get a Shield Battery

cancel but loses most of army

(Comm, Serral defends counterattack, his Lings
Comm, might have found another championship
rral saw the Prism and capitalized on it

Comm, Sarral doesn't want to expand close to Mala

rral making Zerglings gain, will MaNa learn?

Clusters:

MaNa has good start

6 play for Malz

Committing to double 56

Double §G could force game 7

Serral slows MaNa's economy

Serral preparing for counterattacks

MaNa unable to expand

Serral limiting MaN='s economy

MaNa's sconomy falling behind

MaNa has no economy

MaNa holds an
Serral devastates remaining economy

Serral stops MaNa's momentum

MsNa has no economy

Storylines:

for game 7

Mala piays the same

[ STr—

MaNz defends

Serrz| stops attack

Final narrative:

MaNz holds on, but is not enough

Serrz| has done too much
MaNz's economy too weak

itzlizes on mistake

Figure3.8: An excerpt of théinal narrativerom Serral vs. MaNa

3.2.1

A second game level analysis viak done to show an example of a narrativization failing. In

t
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24 Cheesenostoften refers to amexpected strategy thatrelies in large parts on lack of information and/or
psychologicalimpact onthe opponent. Cheese build orders typically revolve around an early attack that, if
undetected, is more difficult to defend than exethitps:.//liquipedi.net/starcraft2/Chegse
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commonlythought o be a fAcheapo and borderline unfair
Serral who is known as a Hizte-books player uncharacteristically cheeses Has. Although

initially it seems as though Serral has-chtesed the cheeser, with the narrativizatioly f

dedicated to building the antheeser narrative, in a sudden turn of events Has manages to

win the game. The final narrative the broadcast was building towards was that Serral has
successfully turned the tables on Has by cheesing him, but thaiveaisatramatically

upended and leaves the game without a fully fleshed out final narrative. The turnaround

happens so unexpectedly and so quickly to end the game that the narrativization has no time

to even correct itself and thus the vast majority oftheative for the game is wrong.

Because the narrativization is so wrong an
more or | ess not formulated, the shortcomings
be shown by splitting the narrativizatioro two parts: a first part where the narrativization
is working and a second part where the narrativization falls apart as the imperatives of the
real can no longer viably support the desire of the imaginary being put forth. The inflection
point separaimg these two portions, indicated by a red line, was identified to be when Serral
attacks into Has6 main base and thus would ha
narrativization.

First, the lowest level of raw functions is established. The distinctiovdastthe two

narrativizations is yet not needed on this level.
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Figure3.9: An excerpt ofhe raw function§rom Serral vs. Ha8018 WCS Valencia Finals Game 2

Functions:

Comm, what is Has going to do?

Serral, proxy Hatchery

Comm, if you cheese the cheeser, they don't get to cheese
Comm, b/c Serral took a third base last game, Has won't scout
Comm, Serral navigating Bo7 on genius level

Comm, Serral very favored to win game

Serral, Roach Warren started

Comm, Has knows how to defend cheese

Has, proxy Stargate

Serral, Roach production

Has, scouts proxy Hatchery

Serral, Ravager production

Has, Oracle production

Serral, pressure at natural

Comm, unpowered Gateways could end game
Serral, breaches front

Comm, almost at a checkmate

Has, Oracle harass at Serral's main

Comm, even if he kills Drones, how does he survive?
Serral. Attacks into main

Comm, can'timagine this is enough

Comm, attacking the Queens

Comm, the cheeser has become the cheese

Has, attack Drones at proxy Hatchery

Comm, just 2 Queens for anti-air

Comm, into uncharted territory

Comm, niether player has enough minerals for town halls
Comm, look at how many oracles there are

Has, attacks remaining Queens with mass Oracles
Comm, no anti-air for Serral

GG

From here, the inflection pointis addedaftet he f unc't

t

h e

(0]

n

i Comm,

¢ hteediéferaemtéhte the two narrativizations. This distinction must be made if

t

h e

relevant functions are to be selected because there are in effect two narratives (although one

is more complete than the other) being drawn from the same set of functions. Thexlselect

function above the red line are contributing to the potential narrative of if the game had gone

the way the narrativization had originally intended and Serral had won, while the selected
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functions below the red | iunriednewfocisonHasuit e t o

winning. The selected functions in this scenario would look like the figure below.

Functions:

Comm, what is Has going to do?

Serral, proxy Hatchery

ou cheese the cheeser, they don't get to cheese
Serral took a third base last game, Has won't scout
ral navigating Bo7 on genius level

ral very favored to win game

Serral, Roach Warren started

Comm, Has knows how to defend cheese

Has, proxy Stargate

Serral, Roach production

Has, scouts proxy Hatchery

Serral, Ravager production

Has, Oracle production

Serral, pressure at natural

powered Gateways could end game

Serral, breaches front

ost at a checkmate

Has, Oracle harass at Serral's main

n if he kills Drones, how does he survive?

Serral, attacks into main

'timagine this is enough

Comm, attacking the Queens

cheeser has become the cheese

Has, attack Drones at proxy Hatchery

t 2 Queens for anti-air

Comm, into uncharted territory

Comm, niether player has enough minerals for town halls
k at how many oracles there are

Has, attacks remaining Queens with mass Oracles
anti-air for Serral

Figure3.10: An excerpt of theedected functions for Serras. Has

From this point on, theriginal narrative is very straightforward and a simple story of Serral
successfully cheesing his opponent can be built. While the new, correct narrative is clearly an
unfinished conclusion and offers only the ending to a completely different narrativiee On

level of functional clusters, the ones above the inflection point reveals a scaffold of the
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successful cheesing narrative while the ones below the inflection point is almost without

proper context.

Functions: Clusters:
Comm, what is Has going to do?
Serral, proxy Hatchery Serral cheeses

ou cheese the cheeser, they don't get to cheese Serral has strategy for series
Serral took a third base last game, Has won't scout

ral navigating Bo7 on genius level

ral very favored to win game

Serral, Roach Warren started

Comm, Has knows how to defend cheese

Has, proxy Stargate

Serral, Roach production

Has, scouts proxy Hatchery

Serral, Ravager production

Has, Oracle production

Serral, pressure at natural Serral could end game
powered Gateways could end game

Serral, breaches front

ost at a checkmate Game is practically over

Has, Oracle harass at Serral's main

n if he kills Drones, how does he survive? No way out for Has

Serral, attacks into main

'timagine this is enough

Comm, attacking the Queens

cheeser has become the cheese Serral has successfully cheesed
Has, attack Drones at proxy Hatchery Has counterharass

t 2 Queens for anti-air Lack of anti-air for Serral
Comm, into uncharted territory

Comm, niether player has enough minerals for town halls

k at how many oracles there are No response to Has' Oracles

Has, attacks remaining Queens with mass Oracles
anti-air for Serral

Figure3.11: An excerpt othe functional clusterf®r theSerral winningvs. Hasscenario

On the level of the storylines, itis similar with the narrativization before the inflection point
being a logical succession of scaffolded storylines and the omesladtinflection point
beingincomplete and without proper context. Because the game is rather short and the initial

narrativization is so onsided, until the inflection point the storylines are built as if they were
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an extension of the functional clustdeneath. However, after the inflection point, as the

figure shows, the fiGame is practically overo

|l i mboo storyline.

Functions: Clusters: Storylines:
Comm, what is Has going to do?
Serral, proxy Hatchery Serral cheeses Serral has become the cheeser
ou cheese the cheeser, they don't get to cheese Serral has strategy for series
Serral took a third base last game, Has won't scout
ral navigating Bo7 on genius level
ral very favored to win game Serral favored to win

Serral, Roach Warren started

Comm, Has knows how to defend cheese

Has, proxy Stargate

Serral, Roach production

Has, scouts proxy Hatchery

Serral, Ravager production

Has, Oracle production

Serral, pressure at natural Serral could end game
powered Gateways could end game

Serral, breaches front

ost at a checkmate Game is practically over
Has, Oracle harass at Serral's main

n if he kills Drones, how does he survive? No way out for Has
Serral, attacks into main

't imagine this is enough

Comm, attacking the Queens

cheeser has become the cheese Serral has successfully cheesed
Has, attack Drones at proxy Hatchery Has counterharass

t 2 Queens for anti-air Lack of anti-air for Serral
Comm, into uncharted territory

Comm, niether player has enough minerals for town halls

k at how many oracles there are No response to Has' Oracles
Has, attacks remaining Queens with mass Oracles
anti-air for Serral

Figure3.12: The storylinesor Serral vsHas

Finally, the final narrative reveals a clear narrative of Serrathetsing the cheeser before
being abruptly being cut off by the point of narrative no return and being replaced by a

totally new, uncontextualized, but factually corneatrative of Has winning.
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Functions Clusters Storylines Final narrative
Comm, what is Has going to do? Semral has cheesed the cheeser
Serral, proxy Hatchery Serral cheeses Serral has become the cheeser

ou cheese the cheeser, they don't get to cheese |Serral has strategy for series v

Serral took a third base last game, Has won't scout

rral navigating Bo7 on genius level

rral very favored 1o win game Seral favored to win
Serral, Roach Warren started
Comm, Has knows how to defend cheese
Has, proxy Stargate
Seral, Roach production
Has, scouts proxy Hatchery
Serral, Ravager production
Has, Oracle production
Serral, pressure at natural Serral cou Id end game
JEBRIH oo v ered Gateways could end game
Serral, breaches front

ost 3t & checkmate Game is practically over
Has, Oracle harass at Serral's main
JEBREIEN-n 7 he kills Drones, how does he sunive? No way out for Has

Serral, atacks into main

'timagine this is enough
Comm, attacking the Quesns
[EBRRIRRE cheeser has become the cheese Serral has successfully cheesed
Has, attack Drones at proxy Hatchery Has counterharass

t 2 Queens for anti-air Lack of anti-air for Serral
Comm, into uncharted territory
Comm, niether player has enough minerals for town halls

k at how many oracles there are No response to Has' Oracles
Has, attacks remaining Queens with mass Oracles

anti-zir for Serral

GG

Figure3.13: The final narrativefor Serral vs. Has

The narrativization analysis of this game shows what happens when the unpredictable nature

of competition upends the constructiof a narrative. The majority of the narrativization
building towards Serraldéds victory was | ogi ce
from the imperatives of the real until it could not be. Until the inflection point, it really was
plausibleand likely that Serral would win the game. However, once the narrativization

passes the inflection point, regardless of how much effort had gone into constructing the

Serral narrative, it becomes untenable to pursue it further as it would directly cciritrad

conditions of reality. Once this happens, the narrativization is forced to switch to building a
narrative thatis in line with the new imperatives of the real. In the case of this game, the
broadcastis forced to recognize that Serral cannotcountda s 6 Or acl es and tF
won the game. This abrupt switching means that the new narrativization had to happen

without any contextualization and is more or less a fragment. Although this fragment is the

Acorrecto narr at i wesentstm etemtssoftheigame,cbecauserthat el y r
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broadcast has dedicated too much of its ti me
narrative remains unfinished.

The same game has been retrospectively analyzed to show the difference in
narrativization. Vith the knowledge of how it actually ends, the final narrative into which all
narrative |l evels will be integrated is one of

then strategically ensures wvarenitsory by el i mina

Clusters: Storylines Final narrative
erral's cheese
Serral chasses Serral cheeses

Has Oracles

H
Has finds proxy Hatchery
H

as starts Oracle production
Serral attacks

as counterharass Serral's economy Oracle harass cripples economy

Hi

Serral attacks

Has starts killing anti-air Has kills anti-air Has kills anti-air
0 prevent counte!

H

a5 counterharass
Lack of anti-air for Semral

No response to Has' Oracles
Checkmate for Has

Figure3.14The final narrative analyzed from the

This retrospective analysis shows that some things overlooked andampbasized by the

original realtime narrativization,such&aa s 6 economi ¢ harassment or
kil | Seairal Wi axntiplayed i mportant roles in H
the actual and the imaginary narrativization reveals the potential shortcomingstoheeal
narrativization. This s made quite clear by the fact that
Has winning was not based on a single gambit on his part, but as the retrospective analysis

shows, a compounding effect of deliberate choices made by the player. The narratioiatio

the broadcast chose to ignore these actions in favour of the narrative it was building instead.

Although the commentary did acknowledge some of these events, perhaps because Serral
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was overwhelmingly the favourite to win the entire series, what &p@rfobjective
observer would see as Has slowly gaining an advantage is glossed over by the official

broadcast.

3.3

As discussed earlier, while on the individual game basis the narrativization is similar, there
are key differences in organization in foottaild SC2 which force the creation of more

narrative layers. One corollary of this is that the narrative baseline in football is a single

game while in SC2 the equivalent is thestof-X arc of the match. The enlarging narrative
scope means that the final storyline on the game level can act as a narrative unit for the even
larger narratives. Then, to determine the narrative on the level of the match, a narrativization
analogous to buildipa seasonal narrative from individual games for a football season can be
done for a SC2 match. Just as the narratives of the weekly regular season games were
subsumed under the larger narrative of the season, the narratives of the individual games can
besubsumed under the narrative of the match. So, determining the narrative of the entire
bestof-7 match between Serral and MaNa can be done in a manner similar to the comparison

of the weekly vs. seasonal narrative of the 2016 Patriots in the last chapter.
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Game Narratives Sections Storylines

Week 1 Coaching/Garopplo win Brady suspended Backup QBs

Week 2 Garoppolo holds on for win Records broken
Week 3 Brissett adapts to win

Week 4 Patriots shut out at home

Week 5 Brady returns to win Brady's return Revenge Tour Patriots performance
Week 6 Brady looks shaky but holds on to win

Week 7 Steelers squander chance to beat Patriots

Week 8 Bills throw away game with penalties

Week 9 Bye week

Week 10 Rematch of Super Bowl 49/Seattle revenge

Week 11 Rain/NE adapts to win

Week 12 Jets unable to hold onto advantage

Week 13 Brady's 201st win

Week 14 Possible Ravens upset but Patriots win

Week 15 Patriots beat historically difficult Broncos

Week 16 Jets mistakes cost them the game

Week 17 Patriots shut down possible Dolphins comeback

AFC Divisional Patriots play sloppy but Texans mistake cost them the game

AFC Championship  Patriots defense/the Brady-Belichick dynasty

Super Bowl! LI The greatest comeback of all time Super Bowl|

Figure2.21: Weekly vs. seasonal narratives

Doing the same for the WCS Austin finals yields the result shown below:

WCS Austin Finals Bo7 Storylines: Final storyline:

Game 1 MaNa sloppy, Serral the better player MaNa plays too sloppy Serral is the better player
Game 2 MaNa's aggression paid off, Serral made the mistake

Game 3 MaNa takes lead with aggressive play

Game 4  Serral counters MaNa's air play, ties up series

Game 5 Close but Serral wins, MaNa is repetitive

Game 6  Serral cripples MaNa's economy to win

Game 7 N/A

Figure3.15: The 2018 WCS AustiRinals series narrative

Although thee was some hope that MaNa, the underdog, could have made an upset with a
miracle run of his own the final storyline is a rather expected one where Serral wins because
his efficient playstyle where he is able to garner an advantage where others canrsot make
him a better player. Similar to the seasonal arc for the 2016 Patriots, the individual games do
not seem to have much effect on what the overarching narrative will become. As with the
2016 Patriots, the overarching narrative seems to be less behotterdtetails of the real as

the fact that Serral himself also played somewhat sloppily and was behind after the first three
game is subsumed under the final narrative about his superior skills. This tendency for higher
order narratives to be increasinglpdonnected to their source will be explored later.

Although the general trajectory of the narrative, including major narrative nodes like who

wins, are immutable, the Barthesian indiagsch fill in the gaps in betweeare free to be
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reinterpretedorfogt t en according to which @aparabolic
superimposé ontothenarrative As some of these narratively inconvenient indices, like the

games Serral loses are left out and not integrated into higher levels, it becomes easier to

project the remaining functions onto a new or different narrative altogether. This makes sense
because indices are only meaningfully realized on higher levels and the levels in which the
indices would have originally contributed to are replaced withamexh al @At ar get st
effect, narratively irrelevant indices, even if they stem fronstimaebase level of functions,

are replaced with ones mareline with the target story from a source of external

narrativization, even if they are less bound by ithperatives of the real. Thus, with each

step up on thievel of narrative, more of the narrative below it must be manipulated or

reinterpreted to project it onto the target story.

3.3.1

On the narrative level above the match, the story of the tournancemtsgucted from the

summaries of the matches played. Because of the sheer number of games that are played in
even small tournaments, the narrativization
which in this case would be Serral. It should beeddhat probably for very practical reasons

there is simply little room by the broadcast to narrativize the tournament, bedaarsihe

tournament conclugsso doesthe broaddas | n t he case of Serral 0s
closing minutes of the badcast, the analysts do not have much time but to acknowledge that

~

Aithe best pl2&Wyamdwitmsati th haeg adiones what we all

25 WCSAustin, inContrg, 1:35:031:35:06
26 |pid., Rotterdam, 1:35:16
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completingtheself ul f i I 1 ing prophecy of Serral és domin
broadcasvhi ch describe Serral as At he ?2bestSoplayer
is possibly for this reason that from this narrative level on, the narrativization relies
increasingly more on the paratextual media outside of the games, using preschactd
analysesurrounding thenatches to provide the narrative framework and patchworking
necessary thread together.
It should be noted that the narrativizationd€S Austinwas quite minimal, possibly
due to the fact that there was not much hypessunding the tournament and it was mostly
seen as just one of the multiple stops on the WCS Circuit. Serral won as expected and the
prospect of him sweeping the entire circuit was still far away. However, the narrativization
that did occur provides valuahtesight on the competition between the imaginative
storytelling of the media and the imperatives of the real game results. The various details
which may oppose or undermine that narrative are underplayed or left out. The final narrative
about WCS Austind that Serral was the better player and his win was inevitable. But the
actual broadcast clearly shows that Serral was behind at one point and if the match was a
bestof-3, he would have lost. In games 2 and 3 which MaNa won, the commentators
acknowledget at A MaNa made the right choices and it
because of those rightchoié&s a s A Ma Nhleat avér the overwh2lming

favourite®o . But the finished narrative product doe

2T\WCS AustirNathanias9:36-9:44
28bid., inControL, 43:043:07
29 1bid., Rotterdam, 58:30
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A bseplayer [Serraljwinsitagai®® . Even i mmediately after the
against MaNa are forgotten and Serral winni:
himtodé . To make t hethanesuy tmi futti pmad e d thieo i ,pd
the final narrative has gone through its own process of weeding out the psauakive

units fromitself even in the limited window before the broadcast ends. Mirroring the

diminished relevancy of the pseutictions to the final story ofgame, the details dfie

match are also diminished in the final storyline of the tournament. In the retrospective telling

of the narrative of WCS Austin, especialincethe telling is further removed from the

actual event, key details are retroactivelyssified as being pseudarrative units. The

previews fortheyeae nd G| obal Finals declare that #fHASer
unusually thorougho (AKingdom Come, 0 Waxange
opponents in the finals of not only W@sstin but also in GSL vs. The World and WCS

Montreal. If any of these matcheswereb&sB 6 s, Serr al woul d have |
the building of the higher narrative on the scale of the entire year, the not insignificant losses
suffered by Serrah these tournaments are treated as pséuwactions and are disregarded,
similar to how the narrative thread of ABr ac
accounts Brady was not angry. The deliberate manipulation of the lower narrative tinits to

into an external narrative may be an extension of the narrative hierarchy established by

Chat man where some narrative events may be

(Chatman 54) if they do not f it narmtivipingt he @ p e

30WCS AustinnContrd, 1:35:031:35:06
311bid., Rotterdam, 1:35:16
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forces. In service of the final narrative, the imaginative story may outweigh the imperative of
the real.

The narrative manipulation described above is somewhat different from the reiterative
process of weeding out pseufimctions on the lverlevelnarratives. In the reiterative
process, the reiterationds goal iIis to overcom
narrative units for the final narrative and to determine the final narrative from the relevant
narrative units. The kefilactor here is that the final narrative is a product of at least some of
the narrative unitdn the lower narrative leveldiére exists a natural relationship between
the narrative anditscomponeasa ficonsequenceo i s drawn from i
(Barthes 251). In thaigher narrative leveJshe final narrativébecomes more reliant on
externallysourced narrativizations thaimelogical cohesion of the narrative uniteawn
from the source broadcast other words, the imaginative drive of the narratiegins to
outweigh the imperatives of the reAk such, the final narrative must artificially eliminate
narrative units that fall outside its purview regardless of how relevant it could have been.

The shifting emphasis from being anchored to the imperatives of the real to the desire
of the imaginary is shown in the decreasing uncertainty in the nazegton procesdf the
final narrative is externally sourced and the events are molded totéitthere can be no
surprises. In the overall trajectory of the year, the narrativization which is not prescient
retroactively constructs a story where Serral
Serral és first win at MNO&uMoallypuestiapinghishe narr at
Aunt apped p3da)endabilitatd tcanslaté hisgskill into results and potential

future success.
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SERRAL

JOONA SOTALA

» UNTAPPED POTENTIAL:
CAN SERRAL HARNESS
HIS TALENT AND WIN A
CHAMPIONSHIP?

Figure3.16. The narrative framing for Serral before WES Lapzig grand finals.
Source: BlizzartDreamHack
Before Leipzig, he Anseem[ed] further away f
WCS Leipzig 2018, 0 Soularion) as his fAtour n:
Asuccess ldsusrievmai { &der r ahexhaken)Botafterhisfirsdd s Ke e

title, the narrative turns on a dime and any trace of doubt is eliminated. Immediately after the

finals, analyst Leigh AMaynardeodo Manoflal ov s
time forthebigon® as i f him winning d fainMdawWsaswhiigri & i
a little bit of ground towardstheet"d was unavoi dable. From this

about Serral és perf or man c evizdtion bfithe year.Ftom thel e t h ¢

recap of second maj or t o Uatacaomplindatheavbuldtbdh e vy e at

2WCS Leipzig, 2:15:2015:41
33 |bid., Nathanias, 2:18:52:19:06
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thevictoo (ASerral wins WCS Austin, o TL.net ESPOR"
Circuit sweep where itis explicitly acknowledgéda t A 6 | is theword endsti e 6
associated with Serralds 2018 WCS Circuit run
narrative acts as if Serralds unprecedented w
but as if the narrativization knew that Serral Wwbkieep winning. Although each tournament
result was not predetermined, the narrativization takes advantage of the imperatives of the
real working in its favour and reframes the conditions of the real as inevitable. There are two
distinct concepts at wottkere and in the case of Serral they collapse onto each other. First,
there is a narrative inevitability in that because the narrativization excludes irrelevant
functions from contributing to the story, the
product of the selected functions asinthe Asynth
Quest 0 Ricoeur, 21) has fna partially teleologic
iI's the narrative of inevitabi lraldigsweepthe&ser r al 6s
Circuit, there can be an identifiable narrative thread about how Serral cannot lose. With
Serral és 2018 run, the i mperatives of the rea
inevitability andthe narrative of inevitability. Though, itisteresting to think about how the
narrative would have reacted if Serral lost a tournament.

The employment of externally predetermined narratives and the changing dynamics
of the imaginary and the real are relevant factors in higher orders of naoagarezation.
And as pointed out earlier, the higher the order the more it relies on exdeune¢ <o
construct its narrative. So, this narrative flexibility can be explained by the increasing gaps

and the layers of mediation between the real evemagrhena and the senseaking
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apparatus oharrativizationas it begins to rely more on mediated narrative products and
emphasize realizing the externally introduced narrative at the expense of the imperatives of
the real. It may be the case that with adargap between the source events and the narrative,
either it is simply just easier to forget or manipulate the real, or that with each reiterative
process of narrativization the number of pseundarative units simply mustincrease, or

perhaps both.

3.3.2

Coming back to the 2018 WCS season, the next order of narrativization is of the year. At this
higher level of narrative organization, Serral becomes the focal point and the final narrative

of each major tournament throughout the year become the narratiseliratexternally

i mposed fAdesire for the i maginaryo begin to
Ai mperatives of the real o and the finer det:
tournament is discarded when establishing/se-longnarrative. At these higher levels of
organization, the narrative depends more on the paratextual media output based on the
editorialized stories like tournament recaps than the actual games themselves. In the realm of
external contgehcetbt 8thengmeentralized wel
importance of the editorial function of media, that is, the ability to coordinate information

and make sense of i1ito (ASports Online, 0 Real
assembl ag.diissmeans spredfzhe narrative building blocks of these higher order
narratives have already been interpreted and editorialized with usually clearer storylines

already imbedded in them, thus making them much more straightforward to use in

constructinghe higher order narratives. The reiterative process necessary in the lower levels
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of narrativization of the broadcast are at least partially rendered moot because the paratextual
media have already done so externally. Here, it may be useful to intrathtbera

dichotomy of narrative units. Thire-interpretegaratextual media such as articles and

analyses used by higher order narratives, then, can be ealeydal narrative packagesas
opposed to thmternal narrative units of the primary texof the broadcashat constitute

the narrative levels outlined in the first chagtey. 1.1). External narrative packagesy be

defined as narrative building blocks which have already undergone the reiterative process of
narrativization and can be usedctanstruct higher levels of narrative above them. They are
pre-assembled bundles of narrative meaning, already integrated outside of the original
broadcassuch as articles or game recapseexternaharrativepackagethen, is like a

larger preintegraed sequence. Itisraarrativeunit hat has been Aendowed wi

by being fiintegrated into a supe-contaned!| evel 0 (
with regard to its functionso (254) ait can be
simple term i n anotnareative Themainaedsenrbehingtijeu e nce, 0 or

reiterative process is to, with the benefit of hindsight, distinguish between the paaddo

true narrative units. Because tveernal narrative packagkave inevitab} lost some of

their details through the process of weeding out pseadative (sub)units within

themselves, the higher order narrative which forgo the details of its constitutive units for
narrative control and flexibility are increasingly less beholdethe imperatives of the real

and freer to exercise the desire of the imaginary. With a greater degree of freedom to mold
the narrative away from the imperatives of the real, gathering an accurate picture of the

events through hindsight becomes less irtgpd. In a way, this disconnect breaks the
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reiterative cycle of narrative determination: the geavgragain is needed to form the higher
order narratives, but once these narratives are made they discard the very material whose
reiteration created thera become serrindependent stories. There is little need for the
reiterative process: to an extent, the narrative units can be molded to become whatever the
narrativization require®lmost like a game of telephone, with each successive layer of
mediation he narrative that is being told changes slightly to ultimately fit the desire of the

imaginary.

Paratextual Media Discourse ‘

[} —
__— \r .

— _‘\;
- Y —

Figure3.17: An exterded modebf the levels of narrativerganization
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Higher Order Narratives

Final Narrative(s) External Narrative Package

[ A

Figure3.18: An excerpt of higher order narrative integration

The above excerpt shows how external narrative packages can be combined into the

integrative process with final narratives derived from internal nagatiits to form higher

order narratives.

Third order a B 5] 6 A Q a & A External narrative packages
A A
Second order 1 2 3 4 5 6 2 4 5 External narrative packages
A A A
Integration
Base level A B C D E F

Internal narrative units

Figure3.19: A diagram of external narrativizatianput
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The diagram above shows in greater detail how higher order narratives are constructed by
integrating some athe original internal narrative units while incorporating elements of
external narrativization. As the imperatives of the real weaken on higher order narratives
further detached from the original text of the broadcast, external narratives can be used
instead of relying solely on the internal narrative units to be integrated through all [Evels.
internal narrative units drawn from the initial raw phenomena are present and integrated into
each narrative level so that there is a natural relationshipnfiberatives of the real)

maintained between the real events and the narrative to some degree. However, with each
successive increase in narrative order, the connection to the raw functions becomes diluted
by new narrative units introduced by the externataiave packages. Although the higher

order narratives are based on the same set of events, they become more malleable with each
level as more of the narratives are replaced by externally imposed narrativizations.

With all of the above in mind, the narnratation of the 2018 season can be traced by
aggregating the results and responses to the five major tournaments Serral won and
examining how that narrativization adapts to the results of each tournament. As discussed
before, the narrativization is focaéid through Serral but even then, thamefour
intertwined stories operating at the level of they8ag:r r al 6 Sefrirmad t© st istwleee ,p
WCS Circuit, Serral being the best foreigner, and the shifting dynamics of Korean vs.
foreigner StarCraftAlthough there could have been no way for the league or the media could
have known that Serral would have a landmark year that could be conveniently used as a
narrative focus, the narrativization quicklI

the narrative seeds planted beforehand while simultaneously planting seeds for potential
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development later on. The narrativization on this large scale juggles the four storylines by
balancing its desire for the imaginary with the imperatives of theThalshifts between the
storylines can be tracked through trehiftingtension or conflict. First, is Serral capable of
winning a major title? Second, is Serral the best foreigner/can he sweep the WCS Circuit?
Third, is Serral the best player in the world/Serral vs. the Koreans? Fourth, can a foreigner
StarCraft upset the KeansVith each successive storyline, the scope and thus the narrative
into which these elements are integrated changes. This leads to a sequential chain of
broadening stories which are not dystaxic as the temporal overlapping of functions can be

safely gnored since they have different integrative end points.

3.3.3

The story of Serral can be traced back to 2017 witleogtemensurrounding him as a
promising young player. Like haealeagyeing oneds be
planted as Serral bag to qualify for bigger tournaments with him being described as being

Afon a rampageodo and as A[o]ne of the best Euro
Know Your WCS Challengers: Serral, o Waxangel)
would be rarrative seeds to grow and if not, these predictions could safely be ignored.

Considered to be a formidable player in the European scene, much of the language about

Serral framd him as a potentiabunderkindsave fotthe lack ofan actual title. An overew

of Serraldés career before BlizzCon 2017 admit
of the mostinterestngnekor ean pl ayers of the year o and th

above almost the entire restemdr ,tc eh d xohraeviggm)e rt

his Atournament results have been sorely | ack
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Al t hough A[i1]n another place, I n another tir
prodigy, 0 the | ack of fAacwagl oft dregiobmli e gr & $
savioro for [foreign] fans. Even in the pre\
ASerral is growing into the monster heds aly
away from the promisRankandetpange2@t8, 6iBo.
Aonly thing missingo is a championship. Thi:
framework for Serral leading up to his first victory at WCS Leipzig 2018.

From the initial framework of Serralastben d er per f or mer , trackin
performance throughout 2018 reveals how the media apparatusisimpeerarching
narrative. Serral entered WCS Leipzig as one of the favorites to win it and when he did win,
it became possible to expand on the plantednaat i ve seeds by reconcil
first title while simultaneously planting more seeds on how far he could go. After his first
major win at WCS Leipzig 2018, the first article to be published on TL.net rather
unceremoniouslyrecapsthetoutma nt , ending by simply noting
game soon after, making Serral the 2018 WCS Leipzig champion and the first person to earn
a spot at the WCS Global Finalso (ASerral wi
ESPORTS). The initiafldetached reaction is indicative of the narrative hedging its bet: if
Serral continues to win, the narrative seeds are there and if Serral turns out to be a one hit
wonder, the narrative would not be painted into a corner. Nevertheless, for those keen on
Serral this first victory became the pivotal
deserved arrival as one of the greats.nadiclefittinglyt i t | ed AProphecy Ful
WCS Leipzig Triumph, 0 ( So utpepheaythatwiththewen wr i t e
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at Leipzig Serral fwas going to become one of
rest of the world hope againsttdeo r e &Altheugh before Leipzig, Serral had been
dogged by t he ab s enmakngdidyfnor&illekinsteat neédddaacwins i o0 n
the consistently, o0 at Leipzig he finally Aful
yearso. With only a single major tournament w
A s av i ¢theotherstarytinesof Serral being the best foreigner and the shifting dynamics
of Korean vs. foreigner StarCrafould come into play and help build towards the final
narraive

By Serralés second major victory at WCS Au
Serr al 6 gshe W@SCérquit, Befral being the best foreigner, and the shifting dynamics
of Korean vs. foreigner StarCrafte all developed further as the imperatives of the real
unf old in the Arighto way to facil ousnesse t he d
around Serral begins to dissipate as with a s
phenomdo was fAwidely regarded by -Karnesa ra nsdc gneeedr
and qfattaccamapt hat he woul d be trddwinsWCSAustim 6 at Aus
2018, 0 TL. nastth £ SOKRITH3t Nat han fANathaniaso Fa
further can thisyoungstar@ 6. Supported by Serral és wins, I
to expand the scope of tharrativizatiorto includethe other storylines of Serral being the
best foreigner and the dynamics of Koreanfereigner StarCraft. Not only is Serral possibly

ona Apath to wit &alhe 4maNC Sb e vtelnet sone t o br eak

34WCS Austin, 1:39:0B39:08
3 |bid., Feardragori:41:171:41:19
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| ack of fchampions that s3ayaedddttitome Itloyp
self-reflexive artifice of narrative construction, the commentary taakmowledges that
Serral 6s performance fAicreates such a sort
history developing before our eyé&s .

With his third straight win at WCS Val
abilities allows for the cmbining of the two related narratives of Serral as the best foreign
playerand the comparison to the Koreaffter his third title in a rowthe narrative has
shifted from whether Serral could fulfill hmotential or not to if anyone can stop him. The
postt our nament summary states that ASerr al
lift the trophy, and once again Serral lived up to expectations as he defeated all challengers

who came his wayo (fASerral def etEERORFBas t o

and that at this point, Serral has become
brief history, sealed with a third consec
best foreigners, t hesandzomprng Sewaltakoteapayer8 s s c

becomes a key component to the evolving narrafikie historical framework ahe one
sided Korean versus foreigner skill gap dayoticeabla ol e i n how Serr al
the foreign hope and hanticipatedsymbolc role in competitive StarCraft. Understandably,

speculations about Serral against the Koreans became a major narrative thread at this point.

of

e nc«

ent

uti

op ¢

0s

On one hand, the prevailing criticism against Serral was that although he has done well in the

foreign scene so fathe absence of Korean competition in the foreign circuit casted doubts

38 WCS AustirRiG1:41:3%1:41:37
%lbid., PiG, 1:41:44.:42:00
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over his true skill level. Without having competed againsttiepKoreans in the WCS
Circuit Aleft many fans and pl aye30s (thoSewonad e r
def eats Stats to win GSL vs. The World, o TL.ne
made that Serralds perdt4 oemakKoeeas aotpaobabhehd
all by comparing his win rates against Koreans and the foreign player Neebadlthe
previously record of winning 3 of 4 Circuit t

Val encia Stuff, 0 Waxangel)

Record versus foreigners

Player | Match score | Win rate | Game score | Win rate | Time frame
Serral (all) 97-10 90 .65% 218-39 84.82% 2018 Season®
Serral (offline) 37-2 94.87% 10219 84.30% 2018 Season
Maru (all) 27-2 93.10% 63-12 84.00% 2018 Season
Maru (offline) 1941 95.00% 46-8 85.19% 2018 Season
Rogue (all) 38-5 88.37% 81-13 86.17% 2018 Season
Rogue (offline) 10-3 76.92% 237 76.67% 2018 Season
INnoVation (all) 65-8 89.04% 132-20 86.84% 2017 Season™
INnoVation (offline) 14-2 87.50% 24-5 82.76% 2017 Season
Perfect Dark 34-0 100.00% 71-8 89.87% 20122017

Figure3.200A compari son of Serral 6s Tiethn r ates agai |

Record in WCS Circuit Tournaments

Player | Match score | Win rate | Game score | Win rate | Time frame
Serral (all) 3241 96.97% 95-16 35.59% WCS 2018
Serral (offline) 18-0 100.00% 51-10 8361% WCS 2018
Neeb (offline) 19-2 90.48% 52-20 72.22% WCS 2017*

Figure3.21:A compari son of Serralds win rates Ne

A significantmoment n Serral 6s year is undoubtedly h

World, an international alitar competitonwhere¢h t op seeds from Koreads

League (GSL) competed against the top seeds from the globaliv€Sc ui t . Serr al 6s
BCKS DfE2o6Ft {GFNI[SF3IdzSE + Y2NBIy €SIF3dz2S 6F&dSR Ay {S2
in the MLBWorld Series.
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here not only arguably does more to legitimize his status as the best player in the world than

his previous WCS victories combidéut also sets the necessary conditions to expand the

Korean vs. foreigner narrative. By this point, it has become clear that Serral is the best

foreigner and so that storyline has lost its tension and momentum and is subsumed by the

next storyline abou$erral against the Koreans. To resolve the narrative conflict about his

being the bestin the world, Serral must unequivocally defeat the Koreans in Korea.

Historically, very few foreigners have been able to play competitively in Korea and those
whodidne er went far. The conventional wisdom w
become the bestin the woildhot just in StarCraft butin other games such as League of
Legends as well, o0 (ASerral interview [ GSL vVvs
IS why it was surprising that Serral, who lives and practices in Europe, was able to compete
against the highest calibre of Korean players. In his own way, Serral developed an efficient

and optimized, if not a bit boring, playstyle whereareruel small alvantages ovéris
opponents. It seems |ike he Aknows HKowsdo er
that fAeventually his opponent4alaway i hteak @ nm¢
value out of units that are considered useless at ngrtaits of thegant®d s o t hat fAhe
knows how to win when you give him all the right tools economiéaly Over al |l , hi's

play has fino c*i wkshi Aiahistaemetireng*ohs, [ al

39GSL vs. The World Grand Finals S8¢3, Tasteless, 12-1®:14
40WCS Montreal, PiG5:1555:17
4 WCS Global Finals GrhFinals Prshow, Rotterdam7:03-7:09
42 GSL vs. The World Grand Finals S&¢&, Tasteless, 12:02:10
“BWCS Leipzjylaynard 1:31:12
44 1bid., ZombieGruf®2:19:342:19:37
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So when Serralwas abletowmi t he GSL f acing off against fel
matchups (INnoVation, Dark and Stats represent a top three Korean Terran, top two Korean
Zerg, and the b(es@n & oFteecarinsa@Ir oddonses) toGSL vs. Th
Soularion), the victory legitimizddSerrat | ea
def eats Stats to win GSL vs. The World, o TL.n
player in the world, resolving much of the narrative tension around dndise.

As the narrative conflict around Serral be
GSL vs. The World sets the stage for the higher order narrativization about the changing
dynamics of Korean vs. f or ei gsblegitimzhgwir Cr aft . C
against the Koreans, the narrativization plants the seeds for the Global Finals where Serral
will once again compete against thelast as the Koreeentric perspective of the term
Af orei gner 0,smathensceptiom of caqmeitiveyStarCraft nearly two decades
ago with SC206s predecessor StarCraft: Brood W
put, the fAhistory of foreigner StarCraft 1 s a
ups the ante fOohiOneelEit eabbk Mameot ed Soul ario
common sense that the fAfateo for most foreign
machineo. So, when within this context Serral
GSL win, this tournamergrovided the necessary conditions of the real for the narrative to
expand the larger Korean vs. foreigner storylidewever, as the narrativization begins to
emphasize this historical context more, it comes at the expense of more fully developing the

nar ati ve of Serraldés individual performance in
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through which the narrative is focalized shifts from Serral the player to Serral the symbolic
foreigner and avatar for the collective foreign StarCraft community.

Onemight argue that the more important narrative function of GSL vs. The World

was to set up the higher narrative of Korea

dominant performance in the WCS Circuit so far, this was the perfect opportunitycto bu

him up as the great foreign hope and the media apparatus did exactly that. It would be

|l abell ed by James AKaelariso Carrol as fione

reat0. After this point, the suldbecymethadefinmg Ser

narrative for the rest of the year. Although it would not be fully realized until the Global
Finals, the commentary surrounding Serral begins to raise Serral as the symbol of the entirety

of the foreign scene. In his intro to thelG%. The World, Serral was described as the

foreigner A[t]rying t o 4¢ .0 nHEwepenceptiomoéforéignst s an

SC2 starts to change as during the pregame
Yeob admits t thaughtaboatfonegrsers i thie wag until Seffala ut hor 6 s
t r a nVéhen)the finals go all the way to a deciding game 7, the commentators, Nick
AfTastelesso Plott and Dan fAArtosiso Stemko
role in redefining the dynamics of Korean vs. foreigner StarCraft. The commentatp tgpl

the historical significance of what Serral

0

I

-

Koreans Adominated any esport they take inte

45 WCS Global Finals Grand Finals Preshow-®1E3
46 GSL vs. The World Grand Finals Se¢tl2, 2:32:40
47|bid., 6:226:27
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quintessentialKoréd 0 t hat 0t h&«oréeadevex realfdingableto hold their
owno was 0 &laoosada tahgto kief Serral Awins here, i1
combo of Koreans dominatingeverywh®ee. Wi t h this kind of framin
the GSL served to set up the necessary impesatV the real to construct a narrative, which
even the broadcastselfe f | exi vel y admi t°18 The hidoridalgontextoh | | vy t h &
Korean dominance in the esport will be elaborated later in the chapter.

The narrative of Korean vs. foreign Staaft is interrupted by the last WCS Circuit
event at Montreal. Since WCS Montreal is a Circuit event without Koreans, the narrative
temporarily returns to the previous focus on Serral being the best foreign player. Ultimately a
narrative bump in the roaslith the grander Korean vs. foreigner storyline already set up, this
last Circuit tournament draws the narrative back to a storyline that is somewhat moot. As the
guestion of Serral being the best foreigner i
approach to this storyline is forced to evolve and focus instead on the novel notion of him
being the first person to potentially win &dlur Circuit events. The preoccupation with
Serral s records is emblematic ofthedevee fiquest
characteristics of modern sports. As noted by
story as always through the second®half of th
However, the finals for the tournament does end up more exttimmgusual as Serral faced

of f against Riccardo fiReynoro Romiti. The mat

48 GSL vs. The World Grand Finals Se¢67, 41:3311:43
49 |bid., 41:5241:56
50 GSL vs. The World Grand Finals S&¢t12, 12:252:30
51 |bid., 49:0049:10.
52\WCS Montreal, 20:220:28
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winning a fourth championship, ab5d,eaagaiinnos to
Reynor, who was Al ook i ngamportd.e cunlel tdfe rnyaomuma
potential regardless of who wins, even the
notes that fAthe?>»3t oAlytl hmegh a$er raanla zwansgy d own
he was able to come back and winthe series,imgki i t At he first ti me ali
single circuit tournament for a yearo and s
champion . After his Ainevitabled win and Aunus
(AKingdom Come,adl Waaxsa ncgeemie)ntSeedr rhi msel f as th

up againstvirtually allthetepi er pl ayers in the foreign sce

LEIPZIG, GERMANY

MONTREAL, CANADA ‘ l

' WDR_!.D CHAMPIONSHIP SERIES
= CIRCUIT,
VALENCIA, SPAIN

AUSTIN, TEXAS 7\ P

. WINNERS
' ?’ JANUARY 26-28TH ¥ SERRAL 14080

.- WCS LEIPZIG e

' @ JUNE 1-3TH ¥. SPECIAL 3150

WCS AUSTIN ¥ NEEB 2910

' @, JULY 12-14TH #5 & HEROMARINE 2760

WCS VALENCIA W Has 2430

SERRAL

scanaL
© NERCHIO 2320

SEPTEMBER 7-8TH
WCS MONTREAL ® LamBo 2285

Figure3.22: Screenshot dhe final WCS Circuit standings. Note the large gap in points between
Serral and allheothers. Source: BlizzafbreamHack

53WCS MontreaB:21-8:23,
54 |bid., 10:1510:28
55 1bid., 9:52
56 1bid.,1:53:321:53:40
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As the last WCS Circuit event for the year comes to a close, the postgame interviews and
analyses the narrativization once again tomards the Korean vs. foreigner storyline and
the only remaining event, the Global Finals. With the sweep of WCS Circuit event under his
belt and his Ashocking championship run at GS
not f or CirSeuirtalusesorleyf,imitively proved fitha
claim the 2018 Global Championshipo (AKingdom
his prospects for winning the Global Final s,
to GSL vs Tle World, sowhynot?’0 . The analyst Geoff #Ai Ncontro
the foreign scene finever had something I|i ke t
traditional monsters that are the Kore#as

With the stage set, the Global Finals servetha culmination of not only the
competitive year but Serral s career and fore
foreigner and capable of beating the best Koreans, the extant storylines funnel into framing
Serral as the foreign hope who will filnabe able to end the Korean stranglehold on
StarCraft. Picking up on earlier narrative seeds, the line separating Serral as an individual
protagonist of his own narrative and as a symbolic actor through which the higher order
narrative of Korean vs. forgn StarCraft is told becomes blurred. The SC2 media expands
the scope of narrativization to accommodate this change; Serral is not the story but a part of
the story. Elevated to an equal or perhaps an even higher level than his personal

accomplishments,Ser ral 6s rol e as the foreigner in the

5"WCS Montreal, 1:55:4B55:45
58 |bid,, 2:00:46-2:00:55
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chance to step into a BlizzCon and actually and win it as a foreigner which we have never
everha8® . Expanding on Serral déds performance 1in
apparats is now able to fully realize the enticing narrative of Korean vs. foreigner StarCraft

but where the latter actually has a good chance of winning.

3.34

With regards to the tournament specific storyline, we can see how the narrativization adapts

to imperative of the real interferingith the planned narrative framing and steer the

overarching narrative back to the Korea vs. foreign storyline. The initial broadcasts for the

GSL vs. The World tries to set up a symbolic battle between Korea and the foreighgcene
pushing the potential meeting of Cho AMarubo
own, Maru was able to win all three seasons
i ntents and purposesé t he aldustabsolutphart t o Ser
dominatngGSE% . Narratively, it was a convenient
and the West. Two players, each the pinnacl
unparalleled in the history of the gafite e n t e rnal tougnamemtdor & chance to sweep

the year. In the priournament roundtable broadcast, the two players are mirrored as the

Eastern/Western counterpart to the other.

¥ WCS Global Finals Day 1 Bhew, 8:168:32
60 1bid.,Artosis, 14:4014:48
611bid., 4:274:35
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Qout of 4

2018

WCS CIRCUIT
EVENTS WINNER
- WCS LEIPZIG

- WES AUSTIN

-"WCS VALENGIA
- WES MONTREAL

Figure3.23: Screenshot showifger r al 6 s WCS sweESh. Source: Bl

J out of

2018

GSL WINNER
- SEASON 1

- SEASON 2

- SEASON 3

Figure3.24: Screenshot showindar ud6s GSL sweefESL Source: Bl i z

However, in line with the unpredictable nature of competition, Maru wasketboout
earlier in the tournament while Serral made it to the finals. Although the much anticipated
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matchup against Maru was made impossible, another interesting storyline opened up instead:
a rematch against Stats. This turn of events led to anotheittaye Korean vs. foreigner
narrative. While it essentially remains the same, if Serral won, it would be framed as a
historic triumph for foreigners, while if Stats won, it would be a redemption arc for the
Korean scene after his loss to Serral at GSLThe World which was deemed
Aunacceptabl eo by t he Ko Fellacreas8witawh@hthef t ¢ 0o mmi
narrative adapt ed an dhigsthatthe domidantstentlineisimere i a nt
about the symbolic narrative about competitBtarCraft rather than the individual players.
Narratively, the only thing that is needed is a-tigp Korean player to represent Korean
StarCraft and it does not matter who.

How both players have become symbolic avatars of their respective sceneasiand th
match an allegory of the esport deserves further exploration. As discussed earlier, Serral
represents the hopes of the foreign scene and Stats represents the status quo that is the
Korean scene. The outcome of this match is inextricably linked toranceél not in terms of
the individual but in terms of the historice:é
ontheliné3% and he is the only thing standing in
StarCraft away from the nation of SouthKd¥éa. A | oss by Stats here
bl ow to South Koreaodo because ASouth Korea heé

StarCraft | and StarCraft Il and Serral is here to change h#8toty Al t hough t hi s i

62\WCS Global Finals, 1:14:18
63 |bid., 14:2814:30
641bid., 26:0326:10
651bid., 51:3451:44
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of the GSL vs. The World fdBtats, the broadcast approaches it less like a personal revenge
story for Stats as a player and more as a redemption arc for all of Korean StarCratft. In
reference to Statsd previous |l oss, the commen
anycaanty thatdés as good as &t amd thhd w gih a sK Kroe a&n
anonKoreano became the fAinumber one thing trendi
general feeling on the Korean me sasnaegoe abnodar d s
that Athis® s unacceptable

For Serral, from the preshow to the finals, the historical importance of his run is
repeatedly emphasized. The foreign SC2 scenebo
appearance in the finals can besummarizedbyme nt at or and analyst Geo
Robinson:

thereds been so many scenarios aifkd ti mes w

And what if this player takes us there?06é
get to the precipiceé Serral i's the favori
final so itds 188 ke too good to be true

Throughout the broadcast, Serralisintrodicea nd r e f e r r-Kkokanthap®aos At he n
playing on the conceit of him being the Asavi
beginning of the year.\len the commentary surrounding the individual games themselves

seems to be subsumed by thverarching narrative of the potential toppling of ay&ar

66 \WCS Global Finalk:14:191:14:23
67 |bid., 1:13:591:14:18
68 \WCS @bal Finals Grand Finals Rfeow, 2:312:59
89 1bid., 0:24, 14:46
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Korean dominance of the scenm#hen the pregame show introduces the upcoming match, it

i's noted that fA[s]ince the beginning of Star
Kor eaé tngsthavegbednhiaken up, today we have Korea going up against

Finland% . Even though the tournament is not an
different countries directly competing with each other like the Olympics, the grand finals are
narm@tively setup as not one player against another but Korea against Finlaka/eat

When Serral was on match point in game 4, Te
game history is going to be made in a way that we have never seen befar€maf$1o .

So, when Serral does win the match in game 6 and becomes the global champion, itis
described in the postgame analysis as fAan ul
andé esportso as SerrZal e stscdask seénsovercomd f in f
with emotion at the toppling of Korean dominance in the esport, with inControL asking
rhetorically, Adid we ever think a guy from
we ever think that a neKorean would topple 20 years dbminance of some of the best
gameplay webve ever seen oud.| Thesmediaheofe
the tournament only continues to build on Al

that nAf or nomKeo rfeians thags ncel aai med the biggest t

wins the 2018 WCS Global Finals, o0 OlIli). The

"OWCS Global Finals Grand Finalsdhmy, 0:561:09
11bid., 44:2644:34
21bid., 1:41:351:41:45
BWCS Global Finals, 1:43:B@3:56
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Ahi storyo that is being made is not a functio

buu one of fAa guy -Korroem nFoi i anmd ,n0g.Mfa non

3.4

An analysis of the deciding game 6 of the Global Finals shows that heavily narrativized

context is fulfilled through a climactic ending. In this final game of the year, Serral manages

to beat Statsiia prolonged and ba&ndforth game through constant harassment wearing

out his opponent, providing a capstone to the year which was not too disappointing. Because

the game is longer than most, there are identifiably distinct storylines for differegpdbia

the game. It starts with Statsd aggressive ha
higher tech units, atransitiontolagea me air ar my skirmishes, then
economy catching up to him. With this general narrative q@ssjon in mind, the

narrativization analysis can begin with the establishment of raw funclibescomplete

narrative analysis of the game can be found in the appendix (Appendix D).
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Functions:

Player intros

Comm, Serral here to break the Korean combo
Comm, Serral on match point

Comm, games so similar, both convinced they have the best way
Comm, might behoove them to try to trick
Stats, Stargate opening

Comm, a rematch of GSL vs The World

Comm, it was trending that a non-Korean won
Comm, Korean domination in StarCraft

Stats, Phoenix production

Serral, Overlord speed started

Stats, second SG started

Serral, Spore Colonies started

Stats, Oracle harass at 3rd base

Stats, double Phoenix production

Comm, Serral will be able to get scout on double 5G
Stats, tries to hide Phoenixes but scouted anyway
Serral, more Spores started

Stats, Robo started

Comm, not sure if Phoenixes will be useful
Stats, picks off some drones

Stats, double Robo production

Stats, more Phoenix harass

Comm, Stats beginning to pay for Phoenixes
Serral, fast Hive and Spire for Broodlords
Comm, Stats saw the Hive

Comm, Stats needs to respond

Stats, more Phoenix harass

Comm, 22 Drone kills

|Comm, Stats keeping Serral's economy in check

Figure3.25: An excerp of the raw functionfrom Serral vs. Sta3018 WCS Global Finals Game 6

From the list of raw functions, retrospective analysis makes it possible to pick out the

relevant functions which contribute to the aforementioned progressstargfines.
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Functions:

Player intros

ral here to break the Korean combo
ral on match point

es so similar, both convinced they have the best way
ht behoove them to try to trick
Stats, Stargate opening

match of GSL vs The World

as trending that a non-Korean won
ean domination in StarCraft

Stats, Phoenix production

Serral, Overlord speed started

Stats, second SG started

Serral, Spore Colonies started

Stats, Oracle harass at 3rd base

Stats, double Phoenix production

Comm, Serral will be able to get scout on double 5G
Stats, tries to hide Phoenixes but scouted anyway
Serral, more Spores started

Stats, Robo started

-t sure if Phoenixes will be useful
Stats, picks off some drones

Stats, double Robo production

Stats, more Phoenix harass

ts beginning to pay for Phoenixes
Serral, fast Hive and Spire for Broodlords

ts saw the Hive

ts needs to respond

Stats, more Phoenix harass

Drone kills

ts keeping Serral's economy in check

Figure3.26: An excerpt of theelected functionfrom Serral vs. Stats
From these selected true functions, it is relatively easy to form the appropriate fahction
clusters because the distipttases of this particular game makes for rather localized clusters

that can be identified in each portion of the game.
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For

Functions:
Player intros
ral here to break the Korean combo
ral on match point
Comm, might behoove them to try to trick
Stats, SG opening
ematch of GSL vs The World
as trending that a non-Korean won
rean domination in StarCraft
Stats, Phoenix production
Serral, Overlord speed started
Stats, second SG started
Serral, Spore Colonies started
Stats, Oracle harass at 3rd base
Stats, double Phoenix production
ral will be able to get scout on double SG
Stats, tries to hide Phoenixes but scouted anyway
Serral, more Spores started
Stats, Robo started
-t sure if Phoenixes will be useful
Stats, picks off some drones
Stats, double Robo production
Stats, more Phoenix harass
-ts beginning to pay for Phoenixes
Serral, fast Hive and Spire for Broodlords
Comm, Stats saw the Hive
ts needs to respond
Stats, more Phoenix harass
Drone kills
Comm, Stats keeping Serral’s economy in check

Serral, Greater Spire on the way
-ts attacking before BL tech
Serral, counterattack on 4th
Stats, moving to Serral's 4th
Serral, Baneling attack at 3rd
would change the course of the game
Serral, harass at 4th

Comm, games so similar, both convinced they have the best way

Clusters:

Serral as foreign hope

Rematch

Stats harass

Phoenix harass is successful

Serral fast tech to BL

Stats needs to respond

Stats has window for attack

Serral trying to buy time

Figure3.27: An excerpt of the functional clustérem Serral vs. Stats

example, Statsbo

Phoe

nNi x harassment i s

relevant functional clusters are also limited to this phase of the game. The next phase of the

game

characteri zed higheSexh slightly dverlafs with the taileraln s i t

of Statsd harassment

well.
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The storylines for the game operate similarly and reveal distinct but slightly

overlapping phases of thame. In establishing the storylines, the irrelevant or redundant

pseudefunctional clusters have been subsumed under dominant storylines, such as the

cluster fiStats

Phoenix hara s 0 .

Functions:

Player intros
ral here to break the Korean combo
ral on match point

Comm, games so similar, both convinced they have the best way
Comm, might behoove them to try to trick
Stats, SG opening
ematch of GSL vs The World
as trending that a non-Korean won
rean domination in StarCraft
Stats, Phoenix production
Serral, Overlord speed started
Stats, second SG started
Serral, Spore Colonies started
Stats, Oracle harass at 3rd base
Stats, double Phoenix production
-ral will be able to get scout on double SG
Stats, tries to hide Phoenixes but scouted anyway
Serral, more Spores started
Stats, Robo started
_t sure if Phoenixes will be useful
Stats, picks off some drones
Stats, double Robo production
Stats, more Phoenix harass
ts beginning to pay for Phoenixes
Serral, fast Hive and Spire for Broodlords
Comm, Stats saw the Hive
ts needs to respond
Stats, more Phoenix harass
Drone kills
Comm, Stats keeping Serral's economy in check
Serral, Greater Spire on the way
ts attacking before BL tech
Serral, counterattack on 4th
Stats, moving to Serral's 4th
Serral, Baneling attack at 3rd
would change the course of the game
Serral, harass at 4th

cC Oommi

Clusters:

Serral as foreign hope

Rematch

Stats harass

Phoenix harass is successful

Serral fast tech to BL

Stats needs to respond

Stats has window for attack

Serral trying to buy time

to air playo being

Storylines:

ontext for match

nix harass by Stats

tech to BL

Stats needs to attack soon

Serral needs to buy time

Figure3.28: An excerpt of the storylindsom Serral vs. Stats

In above opening portion of the game, the identified storylines clearly show the transition

from Statsb©o

0 p e n i nigky dnédvulaesablenfasttech ttarsitios.amer a |l 6 s

excerpt below, on the other hand, shows that in the closing portion of the game the storylines

have shifted t

0 S e rconadquestlyvdakacanary.imgarticulaa, n d St

160

ats



Serral 6s c dthough teey are theasamle actionsan execution, have been reframed

to have two different purposes and thus be two different storylines as in the different phases

of the game. I n the first half of thaelegame,
Serr al is vulnerable and are thus named fSerl
the second half of the game, their purpose is economic harassment and are now a separate

storyline named fASerral counterattacks to we

[EEEENRIEE: 5eacon started Transition to late zame
serral, attack at 4th
ing into Serral
nterattack on 4th Serral delays Stats
Serral, good BL positioning, forces Recall
ral deing good job of contrelling Stats
Stats, Tempest production
serral, teched up at expense of expansions
serral, kills Warp Prism
Stats, Stats stabilizing
Stats, starts Sth base
serral, small attack at natural
comm, Serral mainly building up air army
Stats, moving out Whack-a-mole Whack-a-mole of bases
stats, attack into 5th
ill be hard to comeback from losing army
Stats, positioned at 4th base
Serral, harass at 3rd and 4th
stats, Recall to 4th
serral, attempted attack at Sth
ral playing very cautiously
Serral, gives up 5th base
ral playing very cautiously
serral, small attack at 3rd
Comm, lot of Probes killed
s has Mothership and Carriers out
Serral, abducts and kills Mothership
Comm, Stats has so many bases
serral, attack into Stats’ 3rd
serral, kills capital ships, kills 3rd base
stats, harass at Sth
stats, counterattack at 4th, kills base
serral, kills Sth base
Broadcast, checking minerals left
comm, playing whack a mole
Serral, attacks into Stats, kills all carriers Serral resets Stats’ army s stots oy
= down 50 supply, no bank Now Stats needs to buy time Stats needs o buy time to rebuild

Figure3.29: A second excerpt of the storylinkem Serral vs. Stats

On the level of the final narrative, an analogous act of subsuming the multiple redundant
pseudestorylines occurs to simply and unitestnarrative intoathregar t struct ur e:
survives, o then fiSerral drains Statsod econor
example, in the excerpt below, the opening storyline about the context of the match is

outrightignored andtheéni r e t hread of Statsoé Phoenix har
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counterattacks to buy more time are all subsu

surviveso.

Storylines: Final narrative:
context for match History in the making

enix harass by Stats nages to hold off Stats

tech to BL

Stats needs to attack soon

Serral needs to buy time

Transition to late game

Whack-a-mole of bases

Figure3.30: An excerpt of the final narrativikom Serral vs. Stats

As expected, the final narrative on the game level, even if that game is the last game of the
year and ostensibly has the most narrative weight to it, does not lend a hand to the

narrativization on the higher levels. The details on hagdime was won is narratively
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unnecessary and ignored on the upper levels and only the fact that Serral did win, and thus

establishing the conditions of the real necessary for the higher order narrative, is important.
Having examined the majowurnament victories, taking the narrativization of the

whole year into stock shows that the narrative on this level has progressively put more effort

into developing Serral as the avatar of the foreign StarCraft community at the expense of a

narrative ofhim as a player. When the individual narratives constructed around Serral for

each of the major tournaments are weaved together for an overarching narrative for the entire

year, it becomes clear that the prevailing storyline is that of Serral as théogesgtt hope.

The four shifting storylines outline at the beginning of this chapiest( is Serral capable of

winning a major title? Second, is Serral the best foreigner/can he sweep the WCS Circuit?

Third, is Serral the best player in the world/Sevsalthe Koreans? Fourth, can a foreigner

StarCraft upset KoreadtarCraf®) are ultimately working towards the last one. The initial

concerns about Serralds inability to reach

tittes which then changeasto the framing of him as the savior of the foreign scene. With the

benefit of hindsight, a reiterative anal ysi

base level of narrative units, similar to the seasonal narrative analysis done with the New

England Patriots, yields this result:

Tournamen t Tournamet t Narrative Storylines Final Narrative
WCS Leipzig
'WCS Austin
WCS Valencia

st foreigner
-omparisons ta Koreans Comparisan to Koreans
sel Serral shifts 5C2 dynamics
s "beatable
WCS Global Finals  The best player in the world Is a foreigner

GSL vs. The World
'WCS Montreal

Figure3.3LAn over vi e20l8sehsortatarratival 0 s

With every title, Serral solidifies his status as the best player in the foreign scene, and

eventually, he world. While there is some focus on Serral as a player and what he can
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accomplish personally, by the time of the GSL vs. The World the narrative shifts focus to

utilizing Serral as an actor in the larger story of competitive StarCraft itself. Therforeig

media apparatus is quite obviously biased and
narrative direction and the imperatives of the real align, allowing the story of a struggling

player from Finland growing into a player altering the coursdar3aft history to be

realized.

3.5

The historical narrative stemmififtgordemrobm Ser r al
narrative organization existing even above the level of the entire year. Based on how the
narrativization presents Serral, thetbrical narrative is one of the underdog where after 20

long years the foreign community is finally able to upset the Korean dominance. In this
narrative framing, Serral s career represents
Global Finals thériumph. But this narrative can only be told through references in the

broadcast and the mediato the events outside themselves since the symbolic role of Serral as

the underdog foreign community can be realized after establishing the prerequisiteaarrativ

of Korean dominance. This historical narrativization explains why both Serral and Stats can

act as symbols of their communities rather than as individual competitors. Just as the

narrativization for the Global Finals easily replaced Maru with Stats usecall the narrative

needed waa Korean and not Maru specifically, the larger historical underdog only reeeds

foreigner and it did not necessarily have to be Serrahdither foreignelnad been able to

perform on the same level the previous yearutheerdog narrative would have doubtlessly

been realized throughat playeinstead of waiting for Serral.
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To understand the impact and importance of a foreigner winning the world
championship and the narrativi paduetlvah 6s e mp h
storyline, the historical context for competitive StarCraft spanning both the original and
sequel tittes must be understood. Although released by Blizzard in 1998, an American
company, StarCraft flouri shednon whtesr el abdyo Rt0¢
At he Korean playerbase alreatdyg 068t KumWeoail ¢
2016, A4 million of the 9 million copies of
Korea (ASerral s Revol ut stdaysoborgdhizedeampetitiorg r ) . |
the Koreans reigned supreme with the nation being on the forefront of not only organizing
but broadcast competitive gaming. The #Afirst
League; KPGL) was started by HitelinDeceanb 199706 (Jin 3732) and
broadcast Hitel KPGLinmarch1999 he f irst esports | eague tel
Soon thereafter, in 2000, Aa -goortsAssotiatong e s p 0|
(KeSPA) was f io37819.&ince thegrnception of the World Cyber Games in
2000, an early analogue of the Olympic game:
worth of gold medals in StarCrafto by taking
continued into Star@ft Il even when the competitive scene transitioned to the sequel. In the
initial years of SC26s release, foreigners \
relative absence of the tdjger Koreans. However, once the rest of the Koreans btegan
switch over as well, it was bac-BroodWarprétse st at
making good use of their decalbeg head start, alike dictated how [the community]

i nterpreted and played the game at a meteor.i
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While there have beea small number dbreignersto competen Korea, theyhave
never been able to sustain their success over an extended period. In the early days of SC2, it
was considered incredibly difficult for forei
Walsh managed to make it to the sdinals of the GSLin2010ari0 11 and Greg Al d
Fields, even after training in Korea for three years, peaked at a round of 16 run in the GSL in
2011. More recently, players like Alex fANeebo
winning the 2016 KeSPA Cup, a Korean tournament, three of the four WCS Circuit
events in 2017. However, his winnimgdlystreak w
inconsistenh While Serralvasthe favourite to win in most of the tournaments he entered, the
Nfet hereal nat ur ecéfolloedihasih & € @ e mMicmshimgNeeb s o u |
was hardly present at WCS Valencia, nor was i
truly present aNeel™eé Fabledd AdcdndancBoutatiod)on tijefiead
up to WCS Leipzig2018,n an interview the caster Ravi #Af g
Neeb as fAnever one of these huge dominating f
someone who fiwas able to be clutch in those m
Beaten2NVCS Leipzg preview w/ feardragoa\Waxange).

It was in this context that Serral won the world championakigh the narrative
potential of Serralds histori cadouldnotelmal v of a

but center itself around the conceit o$toiry being made.
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HISTORY IN THE
MAKING -

Figure3.32 Screenshot of Serr al 6 SourcenBlizzasESLct i on f o

Serral was the first player to be able to o\
wi nneifi S&r r al : ,dhexdavéhpandavoid the fates of the others who
Areach|[ed] dizzying heights onl Hewbasmablets as h hz:
win against foreigners and Koreans alike, and do it in a convincing fashion. He is deé:scribe

as playing the game smart, fdalways making ¢t}
full foreignerd as opposed to the mapgangnpligstobd ot her
developmentally challenged compared to the Koreans. Serral is not touted as the best player

to have lived but as the symbol of the changing of the guards, an undeniable turning point in
the esportés history. Thet afra ifanefispaaklyn o wl e d

dominant player], the GOAT, or even the most decorated player to have attended the 2018

74 https://liquipedia.net/starcraft/Bonjwa
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WCS Global Finals, 0 but his victory marks the
the power dynamic between thetworegioash deci si vely shiftedo and
wi || |l ook back at this moment as the one in w
Serral s win was even nothspafdrmancgvagmamed mai nstr
ESPNO6s Esports o018 (krizberger). Thehadicleynetes that ih a game
where ASouth Korean players weren6t supposed
f i r s iKordan mager had ever beenrecognized as the undisputed best player in the
wor |l do. ThreoundiagrSermltculminatessnuthe leagaited vindication of the
foreign scene, perhaps even more so than as an individual victory for Serral himself.

Which is why the historical lens is brought to the forefront as Serral became the first
non-Korean inthe history of the esport to win a world champion title, defeating the
traditionally dominant Korean players who have unequivocally ruled competitive StarCraft
since its inception over 20 years ago. This momentous occasion marked a clear turning point
inthe history of compet it iameinci®aBiaglyaoudiedhehisr al 6s v
historical frameworkAs the year goes on and Serral takes more titles under his belt, the
notion of a foreigner upset becomes increasingly imbedded, plausible, raatiiety
inevitable. Simultaneously, the narrativization slowly shifts from Serral as a player to Serral
as the beacon of foreign hope. In doing so, both Serral and Stats themselves become narrative
units/actors for the larger story of competitive StafCta i t sel f . ofte t he dndall e
competition(Guttmann 12petween the foreign and Korean scenes where the Global Finals
bet ween Serral and Stats fAbecome symbolic act

integrated into this narrative as a raive unit of the underdog upset. The 2018 WCS
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narrative is then only a part of the larger historical narrative. If represented graphically, the

contextualized narrativization would look like below:

Functions Storylines Final Narrative

Past events - The foreign underdog story

2018 WCS The foreign upset

Figure3.33: Summary of the historical narratifer StarCraft esports

Where after so long, looking towards Seoul as the locus of esports and placing Korean

players asthe gold standawh er e fiSout h Korean players were
foreignerso and Aif you were the best playert
the4dbest Sout h Kor e a therpstodtheglobe wéshllezdraly agpand )

Serral as théoreign hope being the first to hold a world title

3.6

As demonstrated by the symbolic interchangeability of the actors in the historical narrative,

an interesting area to explore is the malleable relationship between higher orders of narrative
and their costitutive functional leveldf the level of the match is the base order for
narrativization, all the narrativization that occurs above this level is at least in part derivative

in the sense that they rely not on the actual phenomena of game and commesésput

on the processed narrative units of outside media. On the orders of the tournament or the year
it leads to a disconnect between #gtieightforward consequential relationship between event

and its narrativas the desire for the imaginary ok the imperatives of the real. And on
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the order of the historical narrative, the malleability manifests as the interchangeability of the
symbolic actors. The gap subjectand story manifests as narrative malleability and the level
of fidelity to actuagame events becomes diminished with each successive layer departing
from the baseline of theubject For example, while by the end of the year Serral was touted
as the best player in the world, tbreeof the tournaments examined, WCS Au&tinwwCs
Montrealé, and GSL vs. The World, Serral was actually behind in the finals and would
have lostif the matcheswerebe$t3s. 1t i s factwually incorrect
performance was a completely esided affair as the narrative of the level of ytear and
even on the level of each tournament cldita be, butit is presented that way nonetheless.
This is similar to how the New England Patrio
Arevenge touro even when etylreawigamess sa) otumats
week in practice, it was all footballé [n]o v
(ATom Brady is Back, 0 King).
The increasing disconnect and malleability may be explained by the different
approachesto the necessary raitige process used in narrative sense making. Looking at all
the levels of narrative organization reveals that the relevant rakecanstitutive units
varies greatlyAn in-game eventouldheavily influence the final narrative of that specific
game, but the outcome ofeindividual game in a besif-7 may bdessinfluentialto final
narrative of the matclSimply put, as the narrative scope becomes lattgeismaller details

from the layers beneath get lost. While the narrativization analysis schema proposed earlier

s https://liquipedia.net/starcraft2/2018 WCS_Austin

76 hitps://liquipedia.net/starcraft2/2018_WCS_Montreal

7 https://liquipedia.net/starcraft2/2018 GSL_vs. the World
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takes discrete steps in eliminating pseundorative units through reiteration, the use of
externaharrativepackageprovide a way for higher orders of narrative organizatooskip,
integrate, or otherwise blur those reiterative steps to formulate narratives while being
relatively detached to the very events upon which the narratives are buileeaatal
narrative packageasalreadyinterpreted away some details it Hagnd to be extraneoasy

by incorporating themhigher order narratives compound the interpretive risks and the
number of pseudaarrativeunitsleadingto a higher degree of freedom for the desire for the
imaginary.Also, as the scopenlargesvhat wee once narrative units on a smaller scale may
no longer practically be used as uniiencevhy Serral can come close to losing three major
tournaments and still be called in the overarching narrative of the year as domiodmer
words, by using prénterpreted media which have rejected certain elements of reality as
pseudenarrative units already, higher order narrativizations can build narratives which reject
even parts of interpreted stories and stray further from the imperatives of the real.

In effect, the compounding narrativization is like a game of telephone with each
successive transfer of content losing fidelity to the original message. The compounding of
interpretive risk even starts from thegame commentary, an element of the raw broadcast
itself. The very act of providing commentary is informed by the narrative context for the
match and thus the things that are said are a product of a reiterative process inside the
commentatorsd minds. While on tlangstolyling h er
they use prenterpreted media of tournaments and analyses as their narrative units so that
they are built on at least two different layers of reiterative narrative products. Hence, if the

purpose of the reiterative process is to deterrtiedinal narrative and to weed out the

171



extraneous material, the se#fflexive quality of the commentary itself already includes it. It

is a selfreflexive, adaptive mechanism as the narrativesaifects and subsumes

contradicting events. For exampie game 3 of the WSC Austin finals against MaNa,

aggressively attacks into Serral against conventional wisdom. The commentators warn that
these attacks are Aitoo | ateo and Athe blink f
single stalke®®o ( 334)g .

PRODUCTION
SR ;

"

-

14:38 GRAND FINALS

T n ~) Serral 143 /200 149

i ¥ ' * MaNa 166,»‘195 'IUE:D

Figure3.34: Screenshot dflaNa attackginto Serra) 2018 WCS Austin finals game Source:
BlizzardDreamHack

However, against these predictions33),MaNa kil

|l eading to surprised exclamations off%fAhe actu

8\WWCS Austin, 57:497:45
7 |bid., 58:21
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from the commentators and f or ithingtitavasbe cal | e

supposed to be bad but it looked gétad.

GRAND FINALS

Serral 108 /198 59 1643 56

140 /1% 1560 1348 72

Figure3.35: Screenshot dflaNa kilingSer r al 6 s ar my. Note the supply
Source: BlizzartbreamHack

From the almost guaranteed position that MaNa would lose, the narrative moves to

accommodate hsurprisewi n. Whi |l e Ricoeur cl ai medt that A
an operation, an i:AStmygobaRiveeproc42869® WHRLhTE
audience, because the storyline here isseilfecting, itis as if it is integrating contradicting

events it experiences to present itself as a harmonious Wwhible outside audience. The
self-reflexivity of commentary and its integration into itself and higher levels contradicts

Bartheso® pos iwhospeekéntheanarrativé) is nofitiee mmeho writeg(in real

80WCS Austifb9:0059:04
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life) and the onevho writess notthe onevhoi® ( Bart hes 254). However,

distinction between narrative and reality collapses, as in the case of e/sports where the reality

is the narrative, the commentators who are literally speakathe ones who write. This

writing is doneit wo ways: first, their very speech act

their narrativization goes from the fiorder of

whereby the meaning of a speech act abdecomes t

second, when their speech acts are integrated into higher levels of narrative meaning making.

Therefore, the narrativization analysis requires tessadindy an external actor. Thus, the

commentary is already a compragminsae ykbhe awmae n hteh

Ai mperati ves o factingldheertensidn of the idéxtiicabey in#érjwined

nature of sports and sports media (Rowe 2). Itis not just that imagining sportis impossible

wi t h o ut adcampdnied bytige infmer voiceghantom sports commentators ( 1 3) , it i

that the Ainner voiced shapes what is being i
As shown infig. 3.19 outlining the compounding interpretations, the higher order

narratives have greater input from an external sournawétivization and are capable of

exercising a greater amount of freedom in how they are shaped. Essentially, the externally

imposed desire for the imaginary actastheflcd, sy nt hsesonpgof nbomoé& vi ewo

(ALNQuest 6 Ricoeur 21) and it fills in the gaps

with what it sees fit, such as Brady being angry. Acting as the plot on each level, the external

desire for the imaginary is ablbetweew di ctate n

narrative events (Chahbthiermachydo 580dbdeéeml somehev an

i mportant than otherso. This is the mechanism
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able to reject narrative units grounded in the imperatives attidor ones demanded by the

desire for the imaginary. Then the higher orders of narrative are like a successive chain of

third, fourth, and fifth points of views, each making sense of the base material beneath it by
Aorgani z[ing] t otgearhee ra sc ohneptoenreongtesn etohuas as un
These second, third, etc. points of views al
narratively articulate and legitimate some concretefirstd er practi ces or na

(Bernstein 102).

3.6.1

Under the urbrella of overarching narratives, the relationship between the variouewsad
narratives may also be seen in terms of a serial narrative. For example, the 2018 WCS year

can be thought of a season of a television show with the major tournaasgstsisodes.

The concepts of Aiteration, multiplicity, art
installments, or explicliscursive connectioniset ween install mentso ( Of¢
Awo+4blud | di ng, personnel , anvdrieidsofsscogthadsennls i mar i |
can create as their installments accumul at e«
and momentum describes the narrative i mpul s

connectionso whi | eativielhe staryingdoethe ldvedoftedysarand n ar
the historical scope of competitive StarCraft, rely on wdnddlding, personnel, and design.

These concepts act | i ke Barthesd indices, ir
narrat i v eecongrefiedsiom of fragmentdd elements, at once contiguous and

heterogeneouso (Barthes 270) so that HfAeach (

of the |l ower | evel, and prevents the meani nq
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Amathe § i nk between sports and i dentity that m
competitive StarCraft, which did in fact start on South Korean television, heightens the

relationship between the regional affiliations between the players being showreand

audiencesThe Anarrative structuring aidtdeworldt er acti v
building capabilitie®f serial narrative and the connection between broadcasted players and

audiences

3.7

The narrativization analysis of SC2 is similathat of football, at least on the level of

individual games. Using the retrospective schema, a list of raw functions can be garnered
from the broadcast and through the reiterative process of separating the narratively relevant
true units from the pseudmes, the analysis can lead to a final narrative. However, because
of the mechanical and the organizational differences SC2, the narrativization occurs on
multiple layers not found in football. The increased distance from the source material and the
increa®d role of externally introduced storylines means that higher order narratives become
more detached and malleable. As the 2018 WCS season goes on and the story of Serral
grows in scope, working from his initial victories to becoming the symbol of foreige,h

the smaller details which are narratively inconvenient are left out. Ultimately, the
examination of Serraldés 2018 performance reve
higher levels of narrative, the easier itis for the desire of the imadgimamercome the

imperatives of the real.
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Chapter 4
A Comparison of Traditional and Es

4.1

This chapter will examine the potential differences in narrativization methods and results
between traditional sports and esports by comparing and contréetibgpadcasting of
professional football (NFL) and professional StarCraft Il (WCS). While some of the
organizational and mechanical differences between the two competitions were examined in
the last chapter, the discussion here will explore the diffessinderoadcasting, medium, and
viewership to study how they affect narrativization. Most obviously, the main distinction is
that football is a traditional sport played in the real world while SC2 is an esport that can only
be played through computers. Adiligh there are some crossovers in broadcast media, with
select Thursday Night Football being streamed on Twitch.tv (Freitas, Amazon Staff) and
StarCraft having been first televised in Koreain 1999 with the Hitel KPGL (Jin 3735), itis
mostly the case thé&botball is packaged for television and SC2 is packaged for online
streaming. Therefore, the NFL and the WCS will be read as case studies of older televised
media and newer streaming media, respectively.

With televised sports long established before theesat of esports, itis no surprise
that esports broadcasting has borrowed many elements from television. Although the field of
play for football is in the physical world and the field of play for SC2 is a virtual looté,
broadcasts are mediatingtheiaccn on t he playing field throuc
screens at homét is within this mediation thatarrativizationoccurs. Thus, if there are
significant differences in their mediation processes, there should be corresponding
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differences in their arrativized products. While there are some unique features of streaming
such as interactive pe&r-peer chatting and the cultivation of online sulftures mostthe
actual broadcast methods and techniques are similar to tele\Bsiaather than
conceptializing esports streaming as a compleselparatendeavor, it may beore
accuratdo think of it as merely a different iteration of sports broadcasting, not unlike the
differences in the recording and presentation of football and basketball. Onenebally
that televised basketball is an entirely new endeavour, but rather that itis one of many
possible iterations of televised spoBscause there are mechanical differences in the field of
play and rules, it should be no surprise that the partidakof the broadcasting leads to
certain differences in the specific processes of narrativization for each sport, even if the final
narrative products are the same or analogeaisexample, the replays of a close goal may be
shown repeatedlyastheaffi al s try to decide whether it
computer mediated and calculated, there are no such instances of ambiguity. Thus, SC2
cannot benefit from technical ambiguities of this kind to build additional tension

Still, it maybe worth challenging the notion that the difference in broadcast media,
l.e. television vs. internet streaming, results in different broadcast results, or at least that they
may be more similar than different. Especially considering that today, all npajdss
(baseball, football, basketball, hockey) are available to stream online through their respective
league or contracted content provider, ultimately making the difference in medium between
traditional sports and esports moot. Still, the existencetefantivity found in streaming

may have an impact of the narrativization. So, the main purpose of this chapter is to examine
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if there are any narrativization differences between the two competitions stemming from the

difference in broadcast media.

4.2

The cortept of mediation is important for seeing how the broadcast functions as
narrativization. The term Amediation, 0 espe:t
meaning ranging from Atechnological intervet

which the ongoing, mutual reshaping of communicative action and communication

technology actuallgonstitutee x per i enceo (Lievrouw 313). How
di scussion, mediation will refer to the tect
intervention of transmission technologies in

than the more abstract definition of a Adial
communicationé are involved iocithée pehevbal ¢
(Silverstone 762). If plotis ultimately an organizing principle operating on a higher level

than its constitutive events, then the narrativization happens during the process of organizing

the action on the field into a comprehensible prodoicttie screen. The broadcast, then, is

what interprets and packages the sporting event to produce a comprehensible narrative as
Anarrativity is an interpretation,sincethe a me:

sporting event itself is nenarative but it becomes narrative when it is broadCHse

Acamera coverage and commentaryeée identify, f
conflicto (Sullivan 138) to fitransform the ¢
entertai ninmeg tsoo., lint dcoamrhbenaarygeedc ntthédtitnlge ci

contest itself, but its immediacy, thereby eliminating, in a sense, the game itself asoeferent
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(139) as the camera and commentary transform the sporting event on the field into a
separately identifiable entity of the broadcast product during its mediation. This mediation
facilitates tfromespdrtasaatendénous everit, haddimg télevision in a
relation of descriptive subjection, towards sport as a televised eventi@léeision itself
has greater autonomy in the construction of its own preferred forms of narrative,
characterisation, drama and entertainment( Whannel 95) . |t is within
that the sporting event fvRationaannotetistoutsiceefd ; t he
its mediation. Whether viewing at home through a television screen or a computer monitor,
or even in the stands through the jumbotrons found in stadiums and studios, the interpretive
act required for narrativization happewithin mediatiorven for traditional sport$he
form and context of the content delivery inde
narrativization While there is the possibility of an emergent narrative from viewing the pure
gameplay, thatismt t he same as the broadcastodés explici
is a process of mediation, it is only within that mediation that narrativization can occur such
that it can be argued that the ultimate aim of the broadcasting is a form of litayytiemay
be worth noting that the rise in mass media, whether print, television, or internet, has played
a role in the rise of sports narratives as th
thatis, the ability to coordinate informationamca k e sense of i to (ASports
181) helps to construct, interpret, and disseminate recognizable sports stories to audiences.

The almost invisible layer between the actual game and its broadcast, the
Ai mmedi acy o wlhegare iteelfsirahdrenda t( eSsu | Al ,is theanredidtedl 9 )
space where the narrativization happens. The raw aaftifiotballconsists of balls being
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thrown around and crossigaginarylines, yetits mediation can produce the narrative of
the greatest Super Bowl conmaadk in history. This gap between the actual game and its
broadcast is difficult to notice because spoc
thesports media ( R o w e ong i} liteeally dnthinkable without the other (literally
becauseitisalmst i mpossi ble now to 6i magined sport
replay, slow motion, and muperspectival images, accompanied by the inner voice of
phantom sportscommentatays) ( 1 3) . The final broadcast pro
reflecive of t he remediated fiinseparability of m
as the Aprimary event being coveredo become:
c ont e s(Sullivan $39)l Thaugh the space between reality and its mewligtpartially
hidden, itis a necessary space where the raw sporting eventis interpreted and packaged into
a viewable product.

For television, the collapse of reality and its mediation to producspibes media
productis crucial. Although with televs i o n , Athe function of whic
rather than interpret sports, o (Cashmore 29!
contests could not be covered simply as act.

escalated the storytelirgs pect as fAmere 6storiesd were de

107) and fihad to become O6storylines, d or O0b:
really literary, Onarrativesdo. Since A[s] p¢
she wants it packaged and presented, just |

because fundamentally sports are an inherentlymanr r at i ve phenomena whe

doesndét speak for itself: it needX2).She dir e
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networks | i ke ABC attempted to Abroaden the a
drama and popular entertainment into its cove
angles, personality cloagps, [and]halt i me i nt e rawmide wsd n(g3 JiZ)amer as
narration to transform the signifying materia
(Sullivan 138). So that Ain the way televisio
of sportevents, to reorganise,tepesent t , It can be said to be nar
132); without broadcasting, there is no sports narrative.

The role of the broadcast and its capacity tpmesent, package, and provide
narrative direction was made clear in a dimee experimental airingf an NFL game without
any commentary in what appeared to be an attempt at recreating the stadium experience at
home. The game between the New York Jets and the Miami Dolphins on December 20, 1980
was broadcastbhyfilway homud wa hBéantyGumbel)theh theohosg
of NBCOs pregame show, introduced the broadca
updates as the game progressedo. Further mor e,
to pick upcrowdsounds; some graphics werged, but neither a score bug or a running clock
were shownand the same precorded interviews with Dolphins head coach Don Shula and
receiver Duriel Harris were played repeatedly to fill in the gaps. In etfectesultvas as
close an approximatiomw the inperson experience as possible through the limitations of
televisionat the timeIn a 2010 interview, Gumbel has said that the experiment ultimately
Al ack[ed] a degree of dramaé unless somebody
going to shut up and just watch this. Hereos

from an announcerdéds ability to provideé conte
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of NBCbs | ead football announcentigmostagr eed t
important ingredient in the pie, [they] certainly are a slice of that pie that gives the whole
experience full flavoro. Ultimately, without
graphics, the broadcast was unable to properly guide and coalizgtthe raw events to

produce a dramatic product for the viewers.

Overall, the viewer watching the game through a mediated screen is privy to more
information and narrativization than one watching from the stands, an advantage that should
notbeforgast en. The broadcast sports products are
graphics, with evocative and sometimes powerful music, with carefully chosen and
seductively filmed Iimageso (Barnett 164) as
packaging opration designed to convey a more attractive and seductive context for the

evento. Fundamentally,

sport on the screen is an entirely different experience compared
to sport at the stadium: nsimply because a livingpom is a
different environment from stals and terraces, but because the
event being withessed goes through several processing stages
before reaching the screen. The live spectator will be free to
move, to turn the head, to absorb many different pictures,
sounds and smells simultaneously, anlitherefore stay

master of his or her own interpretation. The television viewer is
a prisoner to sports producers, directors and commentators,
with sound and vision subject both to technological and to
resource limitations as well as to the whims of peesonin a
control van. In front of the screen, the eventis interpreted on
our behalf, in ways which can make the livirapm experience
utterly different from live experience of the identical event.
Viewers may lose out on uniquely atmospheric momeints o
sporting drama, but their perspective is enhanced in other ways
which can make live spectating a humdrum experience (155).
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Whiletheinper son spectator is able to experience t
the consumer of the broadcastedppradt i s Ain a substantially mor
the spectator o by b edvergccompadirmentgordeseripe, éxgaint he A v o
analyse and predict the event as well as to contribute an occasional dramatic embellishment
whichthegames#te |l f may | acko (157). With the help of
Af ootball made more sense on the small screen
aided and abetted in interpreting the content by the television camera, which focuses on
actondeemé& i mportanto (AMedia, 06 Wenner 15) as the
carrier and make it possible even for the cas

editorializing and high production value of overt storytelling agents like NFbsithe

media branch of the NFL, fimade football more
4.2.1
As an integral part of any sports broadcastos

competing models of categorization. Some have proposedgrene etypaslof visual
transformatiod under t h simgeacutangys,cuttiagpaterhs, spatial mobility,
spatial fragmentatioWhannel969 1) whi |l e ot hers have tried to
v a r i afect which are unavailable to thedieventaudience s uch as:
1. Changing the size of the image and permitting a greater range of vision (wide
angle lens, split screen)
2. Concentrating time diffuse events into a more manageable time span (highlights)
3. Manipulating time to dramatize amti (instant replay, slow motion, stop action,

highlights)
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4. Focusing on one isolated action (isolated camera, instant replay)

5. Providing more statistical informati¢Birrell and Loy 11).
AiChanging the size of the image and permitting a greaterrangei@ic al | ows f or t
viewer to apprehend a greater context of any action at hand either through a larger field of
view to contextualize the game or through split screens so that the running action can be
broadcast whil e &onsentrasghinoewiffusggevents inte pmoeey . i
manageabletimespan can provide the viewer with a suc
events to emphasize any patterns developing in the game to strengthen potential narrative
t h r e Blahipulating time to dramatizacto® can not only grant cl a
could never be determined by the naked eye via replay reviews, but instant replays and slow
motion especially lends narrative import to whatever is being shown again. While on the
field, an event hgmens only once, but the broadcast is free to showing it multiple times,
signalingt o i ts audience that iFbcusingon@aneis@ated at i vel y
actoo |l ets the broadcast focus its vitew onto
import because by the fact that the camera is choosing to show something in deliberate focus
over the rest of the action raises its narrative relevance. While-fher&on spectator is free
to focus their attention on whatever they choose, the camakas that decision and thus a
part of that inter pr eRravidingonare dtatistical informatiéni e wer s
gives more information not available in real life on the field to contextualize the action or the
player acting as indices for theilding narrative. In addition, the fact that any indexical
information is bring provided at all could also imply that the action at hand is narratively

important. These various effects can each play a role in how the broadcast narrativizes the
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gameaswat the camera shows Al ends plot to what

enhancing the imageryo (Sullivan 138). Since

these broadcast choices fAtransformthe signif
entertainmento and interpret the acpeisomn i n a

spectator without mediation. In practical use, multiple techniques are combined for efficacy.

For example, CBS6 AEyeVisi onastplays ghchsdratdgies br e a k

for the audience to provide a more informed context for the game at hand. These segments

are a par t ongentratingtima diffuse everitgintcoJa more manageable timé span

(Birrell and Loy 11) showing past highlightsetty A [ m] ani pul at[ e] ti me to
by using various speeds and stop actions, the
specific play bei mogdemoeestgtigtieatinfornaatoa it rh etyh e [fpdr m

of graphically annotatd play analyses.
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Figure4.1: Screenshot c€BS EyeVision analysis agairtse KC Chiefs.SourceNFL/CBS
.n.n N*\H"' e Dbl

LAST WEEK AT ARZ

Figure4.2: Screenshot ofreotherCBS EyeVision analysiSourceNFL/CBS
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4.2.2

While the mediated sports broadcast is undoubtedly enhanced through various techniques,
the difference between4person and home viewing is not cut and dried as even the live in
person viewing experiencengrratvely augmented through mediatetbadcaselements. If

the live spectator is to experience the narrativized game product and not just an individual
emergent narrative, the-jmerson viewing must be supplemented by thesitenscoreboard
keepngtrack of he game andrthe elements of the mediated broadcast, whether it be
simulcasted radio coverage, the replays and st@tion on the jumbotrons, or smartphone
apps. Thepectatorelies on the guiding vois®f the commentators to explain and to build
excitement while the giant screens above the field show in inhuman detail and speed the
action happening in multiple angles. Logistically, what an audience member may not be able

to see because the action is obscured or may simply be too far away, is almagst alw

available to the broadcast wi tupsnoteévenvigiblesenal o
to audiences watching the game |l iveo (Cashmor
been bringing radios to listen to the live commentaryandtseres t i | | fAa group of
fans who |Iisten to the broadcast while at the

broadcaster become fAithe eyes and ears of the
stands | i ke fAwhet Wer carmietr®oh caau plet ntalh e aitn sii z
t ec hnol o g ythosenmghe standsdfter{biight]along a portable television so they

can O0see tbe(BameebktaerddLoy 15) tend in the H
ridiculous distance from the live acti all but prohibits the box owner from viewing the

sporting event, box owners are virtually forced to watch the closed circuit broadcast of the
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live eventin orderto followthegamed ( 16) compl et itheganeltself r e pl a
asrefered (iSwd rd 1 3it9ilnmediady Simifarly in football, the iRperson viewing

experience is assisted through elements of the mediated broadcast.

o

STADIUM

g T,

Figure4.3: The screen at Gillette StadiuourceDavid Silverman

No matter how good a seat may be, there is no way for the human eye to compete against the
explanatory and interpretive capabilities of a zoonmedlowmotion replay of a touch down

or an intercepbn being repeated on the big screens above the field. The spectator in the
stadium, while Afree to move, to turn the he
smells simultaneously, and will therefore stay master of his or her own interpretation

(Barnett 155) mustrely on the screen or other elements of the packaged broadcast to
experience the broadcastodos fAofficialo inter:y

repl ac ethegante itselfasréferent ( Sul | i v @&simnie@iaxy) domes h i
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cleai n cases |ike the Dallas Cowboys6 AT&T St ad
measuring A72 ft by 160 fto that can Adisplay
anywhere in the stadiumo (The Diharedbytet af f) or
Chargers and the Rams wh dootedoubleselegd4kKividecei | ed i n
boardo featuring A70, 000 square feet of digit
the actual field itself. Such advances in visual fidelity helpiatedvhat is happeningin

front of the spectators through giant screens seems to imply that mediation has become a

necessary to the-4person experience.

rom O & g WA

SoFi #% Stadium

Figure4.4: The screens at SoFi Stadium. Source: SoFi Stadium

Though it may seem counterintuitive, the reliance on the elements of the broadcast
also extends to esports and itsstadio audiences despite the fact that the games are
Acomputer medi aoboudl3)THediveastudio aadientes Bijist experience
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the game being played by players in the same room through a secondary screen because
Aspectating can n enwedated dspectswas sphctators watching anespertr

event Ol i v adlywatheeents foom a computer output such as a video screen

or monitor o.

Figure4.5: Screenshot of the main stage and screen &ah8WCS Global Finals.
SourceBlizzard ESL

While each competitosiprivy to their own ingame vision shown on their respective

monitors, the fAobserver,6 0-gamedandrantam isgven e mp | 0
vision of both players6é activities and wor k:
focustheactn t o fisel ecté major game scenes that t
Empl oyed under the tournament organizer, the

a neutral party without any units to control but with the ability to freely look at aryiin
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game. The observeros feed i s what is broadcas
shown on the main screen on stage for the live audience. If the giant screens which by virtue

of their function enshrine their content with narrativevalyebii i nt er pr et i ng t he ¢
Af ocus[ing] on action deemed i mportanto (AMed
the live experience, itis especially true for esports spectators. If anything, the esports

audience is more captive to the narriatig efforts of the broadcast because they do not

have a real world referent they can watch: the only spectacle they have access to is the

broadcast. This means that for both traditional sports and esports;téesan viewing

experience is not a castindividualized emergent narrative. At least to some degree, the

crowd member who is fAfree to move, to turn th

sounds and smells simultaneouslyo is not fAmas

155) but bhe narrative experience is informed by the interpretive actions of the broadcast as

the viewer consumes the slawotion replays of the ball crossing into the endzone or the

gameds observer bringing to attendtaersom a count

viewing needs mediated content to be narrativized, it is no surprise that the fully mediated

home viewing experience for both football and SC2 reveals more similarities than

differences.

4.3

Since the mediation of the action to the viewer is the sanerat least inseparable from, its
narrativization, whether the field of play is online or offline, the narrative functionality of
their broadcasts is essentially the same. In fact, esports broadcasting generally can be said to

be mimicking the broadcasg tropes and techniques of traditional sports media, especially
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in its narrative framing. Other unorthodox i
borrowing the necessary techniques not only to mount a successful broadcast but to lend
credence and legitiacy through familiar execution. For example, in the world of

competitive eating organized under Major League E8tingt he Af or m and stru
language, and the spectacle of competitive eating not only enhance the drama of competition

but also enablthe identification of this sport with more traditional sports and explain why

fans flock to see their favorite competitive
unorthodox competitions accompl i shessiohalss by 7
in other sports,o (180) having sportscaster:
sports, o (183) and by having the announcers

i dentified with coverage o ftooogyingtherhet@icat t s c o

strategies of traditional sports, the need t
result in the adopti onplooft sfidos c(rRypatns ,104 50)r. fiSsot, ¢
a similar position to competitive eatingtnh at i1t t oo i s an unconvent

looked to how compelling emotional and even visceral content for viewers is created by
traditional s MatchtMe Playr ofaead/d &g arelnéwpP@gguléainfiled i

with story arcs and pivotmtsd r el ying on tradi tsuchasal sport
Al p] ersonal stories and trajectories as wel/l

f raming ¢170)tapresenhiseb.

81 https://majorleagueeating.com/
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The adoption of these fiscriptso across dif
unlike pure fiction, there are a limited number of viable narratives within the competitive
contextAtfirstglancefit he structure of a spvewithang event |
beginning, plot complications, and resolution
to narrativizationAs competitions, football, SC2 and othersperts ar e t he same fise.]
which every game satisfies the minimal conditionsofnartat t y 0 ( Ryan 144) and
Ainstantiates the most basic narhreartoi,voe opra tfitheory
one team oV e rHoaeweethidnhrativepdtentialis geverely limited because it
must meet the condition that it precke a winner and a loser at the end. There have been
efforts to categorize story structures that satisfy these conditions. The identified sports
narrative structur es AFramBehindYiadany, tiietFdéted Errorn cr edi b |
the Heroic Feat, thieucky Break Victory, the Unlikely Hero, the Inevitable Collapse,
Overcoming Bad Luck, Persistence -ivalat Pays Of
story, the bitteienemies story, the woundéero story, the Cinderella or Ugly Duckling
story, the sorthallengingthef at her st o MAite thér€is nio elaarcon8ebisus of
their exact number or namebetearelearc ases of overlap | i ke fAthe
Athe Cinderella or Ugly Duckling storcano. Rega
be called a sport or not, because S€2 is a co
plotso and the dramatic structures would not
basketball or hockey. The dr amlB&ircaitf Serral 6s u

undoubtedly has a parallel in the ®RpkRerfect se

82 hitps://lwww.profootballhof.com/footbalthistory/miamisperfectseason/
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framing of the Global Finals as the foreign hope against a historically dominant Korea is

merely a variation of the underdog story. Depending on when@ng\rarious parts of

Serral 6s 2018 runptoubdofi fithet Bletbéeciname,
APersistence That Pay $nothdrviords unorthodpxeampeditiprs a | |
resorttothdi par abol i ¢ gstablisedscriptsvthes & difa source stor
projected onto a target storyé to help make
(Herman 28) so that even if the content may be unfamiliar, the form is recognizable. So not

only do football and SC2 share a basadure which limits the possible potential

narrativizations, the practices and techniques behind the interpretive work of broadcasting is

openly mimicked by the latter to produce similar results.

4.4

In addition to the adoption of sports narratives, everptiesentation of esports broadcast

copies techniques from traditional sporting events. The presentation of the home viewing
broadcast for esports is, though obviously specialized for the game, similar to the
presentation of traditional sports in thatribpides the necessary information to provide the
viewer a snapshot of the status of the game. In this regard, the broadcast presentation of SC2
is no more different from football than baseball is to hockey and that it is a computer game or
that it is primaily streamed over the internet plays no role in its broadcast presentation. In
other words, the process of sports mediation and Hsrbgiucts are the functionally the same

but adapted to the specifics of each case.
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Figure4.6: Screenshot of a typical football broadcast coverage. Note the addition of the blue line for
the line of scrimmage and the yellow line for the 10 yard mag@urceNFL/FOX

In a typical football broadcasteveragraphics are added to aid the viewer in following the
game. Other than the obvious score bug in the top left corner with the quarter and remaining
time underneath, it also indicates the down and yards with theclolely counting down

(currently showing 10 seconds). With the main mechanic in football being moving the ball
down the field, the down and yards are graphically shown by adding additional graphical
cues to clearly communicate them. A blue line is superiegosto the field at the line of
scrimmage by the 15 yard line where the play will begin, with a big arrow with the down,
yards, and the logo of the offensive team; and a yellow line is added by the 5 yard line to
mark the distance where the downs willeeg hese lines are not actually painted on field

but are added to the mediated broadcast to aid the \8elveonjunction with the score and

the clock, these superimposed elements provide a picture of the status of the game at that
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point. Comparing thit the SC2 broadcast shows that, while very different visually, the
added graphical elements serve the same purpose of framing the action and making it easier

to understand.

Figure4.7: Screenshotrom the2018 WCS Global Final$SourceBlizzardESL

The above screenshot shows a typical SC2 match. While it looks quite busy and impenetrable
if unfamiliar with the game, its function is to provide pertinent information so that viewers

can reasonably gauge the status of the game. While for the mostgibalifbas a clear

objective to show (how many tries does it take to move the ball 10 yards), because SC2

more fluid, more information must be provided to contextualize the game. Merely following
the action around may ngive the most accurate pictuis the broadcast provides more
information toexplainthe situation. For example, if a player loses a battle it may seem like

they are at a disadvantage, but if the broadcast shows that the plagavédmrentyof

197











































































