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• Production methods for creating more 
NPC-focused content

• Writing techniques for NPC 
characterization

• Humanizing enemy NPCs
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PRODUCTION METHODS

• Production Plan

• Micro-Personalities

• Call-and-Response Lines
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Rebel_Female_01:
• Goes berserk under fire
• Loves the outdoors
• Has a brother in army
• Misses her parents’ cooking
• Will begrudgingly give up a vehicle
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NPC A



NPC A
Line 01
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War
Home
Family
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Gear
Rain
Night
Locations

NPC B

Family
Reply 01
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NPC CHARACTERIZATION

• Wants

• Needs

• Desires and Beyond













NARRATIVE CONTENT +

Mitu Khandaker-Kokoris
“Thinking About People: Designing 

Games for Social Simulation”

SOCIAL SIMULATIONS













SYMPATHY FOR THE DEVIL

• Micro-Personalities (Again)

• Othering

• Gotchas! vs Guilt



Army_Sniper_02:
• Hates getting caught in the rain
• Drinks to forget everyone he’s 

killed
• Is hoping for a promotion
• Wants a better world for his 

daughter



Eager Scared Sociopath























"I wrote one about this guy getting back together with his ex-girlfriend… 
Someone on the team pointed out that 'hey idiot, this is someone you are 
about to shoot in the head, not deliver flowers to,' so we decided, let's not 
go down that route. We had to cut out the dialog and make it more 
informative. We had to make sure the bad guys felt like bad guys so the 
player isn't as emotionally conflicted about the gameplay."

from Rob Auten’s interview with Polygon
http://www.polygon.com/features/2015/3/11/8187373/battlefield-hardline-and-the-silent-agony-of-villains











• Use your NPCs to tell truths about the world,
• AND HAVE A PRODUCTION PLAN TO ACCOMMODATE THE INCREASED WRITING

• Give them their own personalities and agendas,
• BECAUSE MOST PLAYERS GRAVITATE TOWARD WELL-DEVELOPED CHARACTERS

• Offer them a degree of agency.
• BECAUSE THEY WILL ADD LIFE TO THE WORLD IN INTERESTING AND EMERGENT WAYS

• Acknowledge the humanity of your enemies,
• BECAUSE VIOLENCE WITHOUT CONSEQUENCE IS MEANINGLESS

• Allow players to feel responsible for their actions.
• BECAUSE EMPATHY AND COMPLEX EMOTIONS HELP THE INDUSTRY TO MATURE

TAKEAWAYS
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