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and media culture. Focusing on the internal correlation between the morphological
characteristics, construction logic of typified interactive narration and user review differences
in the field of interactive movies, this paper takes Full Motion Video (FMV) works on the
Steam platform as the core research sample, combines Baudrillard’s simulacrum theory,
Castells’ network society theory and Huizinga’s game culture theory, analyzes the coupling
mechanism between interactive design and user cognition in different narrative paradigms, and
reveals the deep-seated causes of user review differences under the logic of typified production.
Combining theoretical interpretation and SPSS empirical analysis, this paper systematically
discusses how the interactive rule differences between the two core types of love simulation
and serious narrative shape user experience paths and evaluation orientations, and finally
provides a new analytical path with both theoretical and practical significance for
understanding the narrative evolution law, user acceptance mechanism and industrial
development direction of interactive movies.
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Table 1 Top 30 Best-Selling Games under the Full Motion Video (FMV) Tag Category on the Steam
Platform (China Region) as of July 12, 2025
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Figure 2 Price Range of Steam Full Motion Video Games in US Region
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Figure 3 Comparison of Sentiment Score Distribution (Histogram and Box Plot)
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