Characters

[bookmark: _GoBack]Life is Strange is a game very much centered around its characters due to it being a completely story-based game in which said characters drive the story along. In this section I will mainly focus on the two main characters, Max and Chloe, though I will briefly go over a couple more notable characters that also appear in Part 1’s slew of characters. These background characters are mainly only introduced in Part 1 in order to set up their involvement in future Parts of the game.

Firstly, Max’s teacher is the ‘world famous photographer’ Mr. Jefferson. Jefferson is a character we spend a distinct lack of time getting to know in Part 1, characterized as a man in his late 20s or early 30s who is well liked among his students. Once you leave his classroom you don’t see him for the rest of the game, yet the encouragement and inspiration he provides Max with cannot help but stick with the player as they continue through the game, planting seeds for the two to grow closer.
Secondly, there is Kate, a timid, quiet religious girl who is the target of harassment from the school’s resident ‘mean girls’ clique. The player finds out in the first few minutes of the game that she may have been involved in an explicit video online however the validity of the claim is in question for at least the first Part of the story. Kate and Max are implied to have become friends before the events of Part 1, shown through the first interaction between the pair. She is implied to be going through a lot due to her bullying which is likely setting up some form of conflict in the future.
Third is Victoria, the head of the aforementioned mean girls and the main source of Kate’s bullying. Victoria is initially portrayed as a shallow bully, entitled rich girl and a suck up to Mr. Jefferson. Later in the story she is presented as a roadblock Max needs to get past, leading to the player making a choice to make fun of her or to comfort her in some way. If you choose to comfort her then she softens to Max a little more, perhaps building the foundation for a mutual respect or friendship between the two in future parts.

Moving onto the two main characters we will start with Chloe. Chloe was Max’s childhood best friend who, after Max moved away for a number of years before the beginning of the game, ended up in an array of bad situations. First her father passes away in a car crash, then Max moves away around the same and then later on in life, her new friend Rachel ends up missing and likely could be dead. Her mother remarries Madsen, an ex-military, stern, overbearing and potentially abusive man who is often against whatever Chloe tries to do. Due to this spiral of mostly uncontrollable events Chloe’s outlook on life became quite sinical, causing her to become untrusting towards most people, relying on cannabis consumption to relax herself and taking more risks in life in general. 
Due to these circumstances, she becomes an angsty punk teen by the time her and Max meet back up again, actively calling out Max for ‘abandoning’ her despite it not being in Max’s control. Many players have expressed really enjoying Chloe as a character though, at least in Part 1, Chloe constantly blames other people for her problems and puts no blame on herself. This could lead to Max helping Chloe in the future deal with her problems in a more constructive way, helping Chloe become a more mature person through the remaining Parts of the game, but for the context of Chapter 1 it makes Chloe seem far less likeable than she really should.

Finally, we move onto Max, the main character of the game. Max is characterized as a shy, nerdy, introverted girl with a passion for photography and creative ideas in general. She is belittled by Victoria and pushed to venture out of her comfort zone by Mr. Jefferson, both within the first few minutes of the game. These two actions would likely cause an anxious introvert like Max to get worked up in some way, which she comments they do, leading her to head to the bathroom to calm down. However, this is where the player’s actions and Max’s character contradict each other.
Jefferson’s class and the hallway to the bathroom act as mini tutorials, the classroom has several items as well as people to interact with before letting you out into the hall. Every conversation in the class makes sense, Max briefly talks to Kate, Jefferson needs a word with her about a project. These two conversations are believable ones an introvert like Max would need to have. However, once entering the hallway the player can interact with posters, approach other students to learn more about them and other such things. This is in direct conflict with Max’s established personality and current objective, to get to the bathroom and cool off. She interacts with everything and everyone the player wants to, which is fine as it gives the player the option to learn about the world more, yet there are no complaints from Max about doing such things. A few short lines thrown in there if the player was taking their time like ‘Why am I getting distracted?’ or ‘I shouldn’t stand too close to them.’ would have helped Max’s characterization of being an introvert far more believable as well as making her come across as an actual person more.
Her reaction to finding out she has powers also doesn’t help her believability as a person. After rewinding time back into the middle of Mr. Jefferson’s speech, Max tests out her newfound powers to make sure they’re real, something a real person would be likely to do. However, upon confirming this and saving Chloe, Max isn’t allowed time to properly come to terms with her new situation, instead she just goes about her day like nothing was different where a normal person would be looking for answers or completely freaking out. This also adds onto the lack of believability of Max as a character. 


Competitors

Life is Strange is a point and click adventure type game mixed with an overarching story where the player’s actions have consequences on the characters surrounding them in the world as well as the world itself. This is not a new concept, in fact Life is Strange came out around the same time as the resurgence of point and click games in the early to mid 2010s. There are plenty of games it could be compared to as well as being a direct competitor. 
The easy comparison would be between Life is Strange and Telltale Games. Telltale is a games studio known for producing point and click adventure games similar to Life is Strange. In 2015-2016 the studio released ‘Tales from the Borderlands’ ‘Game of Thrones’ and ‘Minecraft: Story Mode’, all of which point and click adventure games that could be considered competitors to Life is Strange. They all provide an overarching story over the course of several chapters which can change due to the player’s actions, showing what you and other players across the world choose to do in important scenarios.
The easiest way to distinguish these games would be their characters and settings. These two go hand in hand with one another as the characters must be believable in the world their story is set. For example, Borderlands is a Futuristic Space Steampunk or Western style and the designs of the characters reflect this. Life is Strange on the other hand is a Supernatural Drama game taking place at an everyday school and the characters reflect this setting also.
