
Anna Jenelius
@TheAnaka | @TalecoreStudios

anna@talecore.com | www.talecore.com

Game narrative that asks tough questions
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*) https://www.theguardian.com/technology/2014/sep/17/women-video-games-iab

“Based on interviews with 4,000 UK residents, the research asserts that 
women now account for 52% of the gaming audience, up from 49% three 
years ago.

The study, which was commissioned by the Internet Advertising Bureau, 
also revealed there are now more people over 44 years old playing games 
(27% of the audience) than children or teenagers (22%).” *













































Neil Druckmann: 
“When I’m introducing and describing a new character to our lead character 
concept artist, constantly she will ask, “What if it was a girl?” 

And I’m like, Oh, I didn’t think about that. Let me think, does that affect or 
change anything? No? Cool, that’s different. Yeah, let’s do it.”



⬜ Age
⬜ Genders (not just two)
⬜ Sexualities (at least homosexuality)
⬜ Ethnicities
⬜ Body types
⬜ Physical ability
⬜ Mental ability
⬜ Beliefs/Religion
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