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&lt;p&gt; The question of the financial viability of single-player AAA games was

raised following the closure of Visceral Games by Electronic 7i @aEE Arts (EA) in O
ctober 2024. Visceral had been a studio that established itself on a strong narr

ative single-player focus with 7i @4E£ Dead Space, and had been working on a single
-player, linear narrative Star Wars game at the time of the closure; 7i,@aE£ EA ann
ounced following this that they would be taking the game in a different directio

n, specifically &quot;a broader experience that 7i,€aE£ allows for more variety and
player agency&quot;.[6] Many commentators felt that EA made the change as they
did not have 7i,@aE£ confidence that a studio with an AAA-scale budget could produc
e a viable single-player game based on the popular Star Wars 7i @aE£ franchise. Alo
ngside this, as well as relatively poor sales of games in the year prior that we

re principally AAA single-player 7i @aE£ games (Resident Evil 7, Prey, Dishonored 2) Tj T* BT /F1 1:

and those offer 7i @AEE£ a games-as-a-service model (Overwatch, Destiny 2, and Star) Tj T* BT /F1

i @AEE AAA was waning.[7][8][9][10] Manveer Heir, who had left EA after finishing h

is gameplay design work for Mass Effect Andromeda, acknowledged 7i @4E£ that the cu
Iture within EA was against the development of single-player games, and with Vis
ceral&#39;s closure, &quot;that the linear single-player 7i @aE£ triple-A game at E

A is dead for the time being&quot;.[11] Bethesda on December 7, 2024, decided to
collaborate with Lynda 7i,@aE£ Carter to launch a Public Safety Announcement to sa

ve single-player gaming.[12]&lt;/p&gt; .
&lt;p&gt;As the narrative and conflict in single-player gameplay is created 7i éaE£E

by a computer rather than a human opponent, single-player games are able to del
iver certain gaming experiences that are typically 7i @aE£ absentaAlor de-emphasisedaAi

in multiplayer games.[15]&lt;/p&gt;

&lt;p&gt;Story [ edit |&lt;/p&gt;

&lt;p&gt;Characters [ edit |&lt;/p&gt;

&lt;p&gt;While a multi-player game relies upon human-human interaction for its c

onflict, 7i @4E£ and often for its sense of camaraderie, a single-player game must

build these things artificially. As such, single-player games require 7i @aE£ deepe

r characterisation of their non-player characters in order to create connections

between the player and the sympathetic characters and to 7i @aEE develop deeper an
tipathy towards the gameé&#39;s antagonists. This is typically true of role-playi

ng games (RPGs), such as Dragon Quest and 7i @€aE£ the Final Fantasy, which are prim

arily character-driven and have a different setting.&It;/p&gt;
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