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Game Together or Die Alone 
Panel Questions	
  

•   What	
  sort	
  of	
  problems	
  crop	
  up	
  when	
  you	
  
combine	
  an	
  overarching	
  story	
  with	
  drop	
  in/
drop	
  out	
  co-­‐op.	
  	
  	
  How	
  can	
  you	
  balance	
  the	
  
requirements	
  of	
  crea=ng	
  a	
  co-­‐op	
  campaign	
  
with	
  those	
  of	
  the	
  game’s	
  single	
  player	
  
campaign?	
  	
  	
  	
  	
  



Game Together or Die Alone 
Panel Questions	
  

•   A	
  game	
  writer	
  has	
  many	
  storytelling	
  tools	
  at	
  his	
  
or	
  her	
  disposal;	
  including	
  cut	
  scenes,	
  scripted	
  
dialogue,	
  systemic	
  dialogue,	
  environmental	
  
clues,	
  audio	
  logs,	
  and	
  text	
  logs.	
  	
  	
  Which	
  of	
  these	
  
tools	
  are	
  more	
  useful	
  in	
  a	
  co-­‐op	
  campaign,	
  
which	
  are	
  less	
  so,	
  and	
  are	
  there	
  narra=ve	
  
devices	
  that	
  are	
  exclusive	
  to	
  a	
  co-­‐op	
  
campaigns?	
  



Game Together or Die Alone 
Panel Questions 

•   In	
  fantasy	
  games	
  that	
  follow	
  the	
  D&D	
  
paradigm	
  there	
  are	
  dis=nct	
  classes	
  with	
  
specific	
  abili=es.	
  	
  	
  Asymmetric	
  and	
  
complimentary	
  abili=es	
  seem	
  to	
  be	
  a	
  
cornerstone	
  of	
  co-­‐op	
  design.	
  	
  	
  But	
  not	
  all	
  co-­‐
op	
  games	
  have	
  dis=nct	
  classes	
  and	
  abili=es.	
  	
  	
  	
  
How	
  do	
  those	
  mechanics	
  affect	
  the	
  narra=ve?	
  



Game Together or Die Alone 
Panel Questions 

•   When	
  playing	
  co-­‐op	
  we	
  need	
  to	
  depend	
  on	
  the	
  
other	
  players/characters	
  to	
  make	
  our	
  way	
  
forward.	
  	
  	
  We	
  can	
  care	
  share	
  loot.	
  	
  	
  We	
  can	
  
trade	
  ammo.	
  	
  	
  We	
  can	
  watch	
  each	
  other’s	
  
backs.	
  	
  	
  This	
  can	
  help	
  foster	
  a	
  strong	
  emo=onal	
  
connec=on	
  between	
  characters	
  and	
  players.	
  	
  	
  
How	
  have	
  you	
  used	
  these	
  kinds	
  of	
  mechanics	
  
to	
  help	
  define	
  the	
  rela=onships	
  between	
  
characters	
  in	
  the	
  narra=ve?	
  	
  



Game Together or Die Alone 
Panel Questions 

•   If	
  conflict	
  is	
  the	
  heart	
  of	
  drama	
  and	
  co-­‐op	
  
playable	
  characters	
  are	
  never	
  in	
  direct	
  
opposi=on	
  does	
  that	
  defuse	
  the	
  drama?	
  Can	
  
you	
  have	
  co-­‐op	
  players	
  in	
  opposi=on	
  without	
  
breaking	
  the	
  game?	
  	
  	
  	
  



Game Together or Die Alone 
Panel Questions 

•   In	
  games	
  that	
  feature	
  player	
  choice	
  that	
  can	
  
affect	
  the	
  narra=ve,	
  which	
  of	
  the	
  players	
  
should	
  be	
  given	
  the	
  ability	
  to	
  make	
  this	
  
choice?	
  	
  	
  Or	
  should	
  there	
  be	
  some	
  way	
  for	
  the	
  
players	
  to	
  "vote"	
  or	
  otherwise	
  all	
  par=cipate	
  in	
  
story-­‐related	
  decisions?	
  



Game Together or Die Alone 
Panel Questions 

•   How	
  does	
  level	
  design	
  influence	
  wri=ng	
  for	
  a	
  
co-­‐op	
  campaign.	
  	
  	
  Do	
  you	
  work	
  hand	
  in	
  hand	
  
with	
  your	
  level	
  designers?	
  	
  	
  Do	
  you	
  do	
  the	
  
level	
  design	
  yourself?	
  	
  



Game Together or Die Alone 
Panel Questions 

•   Do	
  you	
  think	
  certain	
  genre’s	
  work	
  be[er	
  for	
  
co-­‐op?	
  	
  	
  Resident	
  Evil	
  5,	
  Le/	
  for	
  Dead,	
  and	
  
Dead	
  Island	
  are	
  all	
  survival	
  horror.	
  	
  	
  Doesn’t	
  
the	
  co-­‐op	
  mechanic	
  make	
  those	
  games	
  a	
  li[le	
  
less	
  scary?	
  	
  	
  How	
  do	
  you	
  overcome	
  that?	
  	
  	
  



Game Together or Die Alone 
Panel Questions 

•   While	
  playing	
  co-­‐op	
  players	
  can	
  communicate	
  
with	
  their	
  own	
  voices	
  while	
  s=ll	
  hearing	
  
conversa=ons	
  between	
  the	
  character’s	
  voices.	
  	
  	
  
Does	
  that	
  back	
  and	
  forth	
  between	
  reality	
  and	
  
fic=on	
  break	
  immersion?	
  	
  	
  And	
  if	
  so,	
  is	
  there	
  a	
  
way	
  to	
  solve	
  that	
  problem?	
  



Game Together or Die Alone 
Panel Questions 

•   Is	
  there	
  a	
  dis=nct	
  difference	
  between	
  two-­‐
player	
  co-­‐op	
  and	
  three-­‐	
  or	
  more	
  player	
  co-­‐op,	
  
from	
  a	
  narra=ve	
  perspec=ve?	
  	
  	
  Does	
  the	
  
number	
  of	
  poten=al	
  simultaneous	
  players	
  
influence	
  the	
  approach	
  for	
  crea=ng	
  and/or	
  
delivering	
  story?	
  



Game Together or Die Alone 

•  Open Q&A	
  


