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„his game series adapts to the choices you make. 
he story is tailored by how you play.“

- he Walking Dead / he Wolf Among Us / Game of hrones

„Life Is Strange is a story based game that features 
player choice, the consequences of all your in 
game actions and decisions will impact the 
past, present and future. Choose wisely …“

- Life Is Strange

„his action will have consequences.“
- Life Is Strange

„Das Schicksal einzelner Personen und manchmal sogar 
ganzer Gemeinschaten hängt von deinen Entscheidungen ab.“

- he Witcher 3: Wild Hunt

„Manchmal hast du nur wenig Zeit, um Entscheidungen 
zu trefen. Beeil dich, sonst entscheidet der Zufall.“

- he Witcher 3: Wild Hunt

„Make choices. Face the consequences.“
- Heavy Rain

„he smallest decision can dramatically change the future.“
- Until Dawn

„It doesn’t mater if they are happy,  
it maters that they may choose!“

- Dragon Age Inquisition

„Mit der Zeit wird jede nicht getrofene 
Entscheidung eine Entscheidung.“

- he Elder Scrolls Online 
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