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GAMES LIKE THIS

BIG
Very expansive 

scope. Often dozens of 
hours of gameplay at a high 

realization level.

SYSTEMIC
Typically gameplay-first 
design, with a lot of big 
systems for narrative

to support.

OPEN
Player-directed non-linear 

experiences where we have 
less control over how the 
story content gets seen.
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Open gameplay can make it difficult to tell classic, linear 
stories using common narrative devices.

This constraint is actually quite typical for AAA open 
world games.

So, to build story arcs, we've had to lean on atypical 
tools and strategies.

AAA-TYPICAL
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Part 1:



PLAY AS ANYONE
8PART 1 WATCH DOGS LEGION

Much obliged.
Thank you, 

dearie.
Appreciate it, 

fam.
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AIDEN 
PEARCE
Gender: Male

Age: 39

Alias:

Race: White

Nationality: American

Date of Birth: 2 May 1974

Place of Birth: Belfast, 

Northern Ireland

Occupation: Hacker

PART 1 WATCH DOGS LEGION
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TEMPORARY
Characters can join the team, 
die, or be switched out by the 

player at any time.

STATIC
Individual characters do not 

grow or change over the course 
of the story.

INTERCHANGEABLE
No character has a special 

narrative purpose or identity 
within the team.
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OUR (PLAYABLE) CHARACTERS
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AGE

GENDER

INCOME

HISTORY

ETHNICITY

BIRTHPLACE

RELATIONS

RELIGION

SEXUALITY

JOB

NAME ROLE IN STORY
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ANCHOR CHARACTERS

PART 1 WATCH DOGS LEGION



CONTINUITY
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CONTEXT
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SELF-CONTAINED AND
NON-CONTRADICTORY

PART 1 WATCH DOGS LEGION
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P E R K S

R E L A T I O N S

I N C O M E

F L A V O U R

G A M E P L A Y

PART 1 WATCH DOGS LEGION
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TEAM 
STRUCTURE
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Anchoring Procedural Story with Authored Characters

Adding Context Around Generated Characters

Overlapping Ownership Structure
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GAME PREMISE
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• Dani from Yara

• Presidente Castillo

• Libertad, guerrilla revolution

• Hitting the economy: Viviro



CHALLENGES
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A VAST OPEN WORLD 
TO EXPLORE
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How can we tell the epic story 

of Dani Rojas in a large world

with complex themes and 

many characters that

encourages open exploration?
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THE WORLD ITSELF
HAD A STORY

TO TELL

PART 2 FAR CRY 6



Revolution is a huge topic to cover. 

How do we convey a country in the throes of one?

Yara is filled with people fighting their own revolutions.
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THE PLAYER SHOULD IMPACT
AN UNTOUCHABLE PRESIDENT



The antagonist had to remain present in the story, 
and we needed to see the impact on them. 

But that was challenged by a premise that made it
hard to get these characters to collide:

A reluctant civilian becomes a guerrilla hero
who takes down a dictator.
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SOLUTIONS
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CHANGING CINEMATIC LANGUAGE

KEEPING CASTILLO 
IN THE STORY:
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FAR CRY 5
CINEMATIC
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FAR CRY 6
CINEMATIC
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1ST PERSON
TO 
3RD PERSON

• Relational: allowed us to see Dani forming 
connections

• Speaking protagonist
• Perspective change opened cinematic language for 

37PART X SECTION TITLE PART 2 FAR CRY 6
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KEPT HIM IN THE STORY &



ORGANIZING THE OPEN 
WORLD: IT ALL STARTED 

WITH THEMES.
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SHOWCASING AND EXPLAINING
A FICTIONAL NATION

WHEN...

THE PLAYER CAN GO 
ANYWHERE

We had to ensure the story 
progressed effectively,

no matter where
the player roams.

THE ENVIRONMENT 
MUST TELL 

A SPECIFIC STORY

"Revolution" had to be
present in every facet of a 
country that was hundreds

of years old.

THERE ARE MANY
CHARACTERS 

TO MEET

The country and rebellion
had to feel full and alive. 
We needed to juggle a 

nation of unique characters
with stories.
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5 MAIN REGIONS.

EACH HAD DISTINCT 
THEMES & 
CHARACTERS THAT 
EMBODY THEM.

WITH STORYLINES 
DRIVING MAIN PLOT 
& PROGRESSION TO 
ESPERANZA.

PART 2 FAR CRY 6
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ISLA SANTUARIO, TUTORIAL:

Intro to Libertad, Clara & 
Answering

PART 2 FAR CRY 6
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MADRUGADA, THE WEST: 

Farming, family & tradition

VALLE DE ORO, CENTRAL:

Propaganda, oppression 
& freedom of speech

Old guard vs. New gen, 
Past revolutions



ESPERANZA: 

& SEAT OF CASTILLO
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BUT HOW?
SO MANY CHARACTERS.

SO MANY STORIES.

PART 2 FAR CRY 6 45
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TYPES OF MISSIONS, STORY EVENTS & 
PLAYING WITH STRUCTURE...

MAIN MISSIONS: 
CRITICAL PATH

IMPACT ON CASTILLO:
CINEMATIC INTERLUDES

PRIMO MISSIONS: 

LOOP IN CLARA & 
lIBERTAD

OPEN WORLD MISSIONS: 
YARAN STORIES

GATING MISSIONS & 
STREAMLINING FLOW

PART 2 FAR CRY 6
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CENTRAL MISSION STRUCTURE & FLOW

BREAK IT DOWN

PART 2 FAR CRY 6
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KEY CHARACTERS, WHAT THEY WANTED
& WHAT HAPPENED IN THE END.

T A L I A M A R Í A A N T Ó N P A O L O B E M B E B I C H O E L  D O C T O R

PART 2 FAR CRY 6
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A character that 
want to join Libertad

Break the Chains Balance the Books

Hype Bomb 

Meet

Est. Regional Villain

Radio Libertad Re-Education Precious Cargo

Guerrilla Radio

Castillo Cinematic 
(Radio hijacked) 

PRIMO MISSION 
MAY TRIGGER

Est. Bembé

Firebrand

Words Like Bullets 

Castillo Cinematic 
(Mother is dead) 

Bottle Episode 

PART 2 FAR CRY 6

Paolo Missing, 
No Missions

Face Time with EL 
DOCTOR 
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Firebrand

Words Like Bullets 

Castillo Cinematic 
(Mother is dead) 

Bottle Episode 

PART 2 FAR CRY 6

Paolo Missing, 
No Missions 

Face Time with EL 
DOCTOR 

Lost and Found

Intervention

Surgical 
Extraction 

Ángel de la 
Muerte

Castillo Cinematic 
(Announces 

El Doctor is dead) 

Focus switches to 
El Doctor, connected to 

Castillo 

VALLE DE ORO REGION = COMPLETE

Revisit Bembé

Paolo Missing, 
No Missions 



Main Story & Progression Triggered Missions

Changing the Cinematic Language

Building the World Around Story Themes
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THE END



Part 3:
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BRANCHING
LEVEL-BASED
REPEATABLE



The rift levels would be replayed 5 times
in a nearly random order.

Our narrative genre was sci-fi with an 
extraterrestrial character.

We were going to have cinematics & 
needed a character arc.
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WHAT WE KNEW: 
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SIMPLICITY
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STORYBOOK 
NARRATIVE
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• Clear arcs

• Constant plot movement

• Page turns push story 
forward
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Simple 5-act structure, 

punctuated by transformations, 

focusing on the experience of being human, 

contributing to arc,

cinematics were our page turns.
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Dani finds meteorite

then finds themself
trapped with an arrogant

extraterrestrial



GAMEPLAY:

In the rifts,
Dani retrieves a shard & brings

it back to the encasement
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The 1st shard enters
the vessel

giving Fai power to 
become pig.
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GAMEPLAY:

In the rifts,
Dani endures pig
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Dani returns with the 2nd shard
and is suprised when

becomes a creature
with bloodlust.



GAMEPLAY:

In the rifts,
Dani teaches Fai 

that power is only useful
if you can control it

66PART 3 LOST BETWEEN WORLDS



67PART 3 LOST BETWEEN WORLDS

Using the 3rd shard, Fai becomes
a human to see how they feel

admits to lying to their friend
about surviving, and suffers from

the pain of guilt.



GAMEPLAY:

Angry, Dani goes into
the rifts while Fai suffers

in its human
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The 4th shard. Fai realizes Dani 
reckless, willing to 

make mistakes

mistakes and 
discovery, Fai joins fight

to escape.
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Dani returns with
the final shard
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But Fai realizes it was right
the defense protocol will kill

save its friend, Fai risks
fighting the system meant to 

protect it.
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GAMEPLAY
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Escaping the protocol, Fai realizes
it has learned a lot from

then returns home with new 
knowledge, leaving its friend

in Yara.
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FILLING IN THE
FRAMEWORK
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ACT II ACT III ACT IV ACT VACT I

SEPARATING OUR STORY

GAMEPLAY
STRUCTURE

NARRATIVE
STRUCTURE
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Intro
narrative

Outro
narrative

Quick little
mission updates
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Replayable structure was an opportunity 
to explore character

Separation from gameplay meant less exposition 
and objective-based writing

Writers were free to own and explore 
emotional and philosophical subjects

PLAYING TO STRENGTHS
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Curiosity, superiority, bewilderment, fear

Intrigued, sensations, novelty, infant-like

Instinct, power vs. control, death, childlike

Relating, emotions, thought, connections 

Benefit of mistakes, friends, understanding
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PROTOTYPING
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ORIGINAL
FAI FORM

PIG 
FORM



COMMON THREADS
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• Picking our moments and finding authored story 
moments to hold together open gameplay

• Developing character and story in a way that 

• Identifying our scope and scale early and writing 
around our constraints



QUESTIONS?
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THANK YOU
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