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Writer’s Statement

While the script for Redeemed is not the first extensive piece of writing I’ve done, it is undoubtedly the longest that wasn’t in prose. Redeemed, to be honest, is by itself not entirely original.  Instead, Redeemed has been rather heavily based off a rather long, 400-page and growing piece of fiction that I’ve been working on sporadically for several years.  

My writing is often dominated by a few particular themes.  The science fiction fan in me has always been intrigued by forms of ESP, telepathy in particular, and my main characters will typically have some sort of mental gift.  Another common theme is that the main characters are often manipulated by a shady individual with whom they are already familiar.  


Redeemed follows these themes of mine by introducing a character who has been gifted, through genetics and technology, mild forms of ESP.  The plot itself is original, but the main character, antagonist, and some of the supporting characters are heavily based off of existing characters in other pieces that I have written. This main character, unlike my other piece, is forced into an environment with which he is unfamiliar; and in this new place, he meets a mentor and authority figure who promises to help him, in return for service.  With no other choices, the only decision that can be made is a tentative agreement.


Redeemed’s story follows a main character who learns of his role in a new world order, finding himself in the center of something much greater than anything he’s found himself in or even really cares about.  Driven, ultimately, by a desire to do good, he is easily manipulated and driven to perform evil by a character who knows how to read and influence him.  Despite the main character’s newly discovered power, he is still weak; not only is he unaware of what he’s capable of, he’s unaware of who to turn to for help, or even where he fits into society.  


In the end, Redeemed becomes a quest for a character to undo the evils he’s committed while being fooled into thinking that what he’s done has been for the betterment of mankind.  Finding himself on the frontier of a newly discovered branch of science, and ignorant of what is truly going on, the player joins the character in a story of self-discovery, betrayal, and ultimate judgment.  

Plot Summary
Redeemed is a unique third-person shooter, and this is a necessary choice for the gameplay.  Third-person shooters generally put less emphasis on the actual shooting of weapons and more on the non-shooting elements that are not present in first person shooters.  Since the player can see the character, he or she is able to gain instant visual feedback not present in first person games, which makes it easier for them to perform movements that are rarely present, or awkwardly implemented, in first person games, such as rolling, climbing ladders or other surfaces, grabbing the edge of a surface, sliding along walls and peering around them to minimize the chances of being spotted or hit, and the extra view that a third-person camera will give the player, allowing them to more easily look around walls.  All of these elements will ultimately allow the player to control Judas in a less cavalier fashion and in a more surreptitious manner.  This is crucial in a game like Redeemed, which seeks to be realistic in the way the player takes damage.  Judas doesn’t have the stamina to engage large numbers of enemies at the same time.  This will encourage the use of careful movement, timing, avoiding enemies, and clever use of Judas’s mental powers.


Redeemed follows the story of a man named Judas Sensus who is captured by a shady organization, called the Legion, aiming to use him for their own means.  The Legion reveals to Judas that he possesses a genetic code that makes him receptive to a type of implant, called the M-plant (mind plant), that can boost a person’s latent telepathic powers.  Judas is introduced to the Legion’s leader, a man who identifies himself as Hugo, as well as a woman who will become Judas’s trainer and supervisor, Carly.  Hugo explains that he is trying to gather as many people with the required genes as he can in an effort to boost the Legion’s own knowledge of their research, as well as aid those whose assistance he’s utilizing.  Hugo’s explanation suggests that the Legion has made efforts over the years, which Judas makes note of.  After realizing he has no other option, considering he doesn’t even know where he is, Judas begrudgingly agrees to help out in return for being trained to use his newfound abilities.


After a few training sessions, Carly qualifies Judas as being ready and Hugo approaches him with his first task: to locate an individual named Sammy in one of the surrounding cities.  Hugo admits that they don’t know too much about him, other than they know he possesses the same genetic pattern that Judas has and a picture.  Only slightly discouraged by the lack of concrete information, Judas sets out to the city to locate Sammy.  After a bit of snooping, Judas discovers that Sammy is a member of a local crime syndicate.  Judas weaves through the city, finally locating Sammy, who pleads to be left alone.  Judas either takes Sammy, kills him, or lets him escape.  After making his decision, Judas calls for extraction—Carly and Hugo come to pick him up.


Hugo either praises or berates Judas for his performance when he returns before informing Judas about his next task: infiltrating a facility, run by a terrorist organization, that’s been conducting research for telepaths.  The Legion wants some information about what the group is doing.  Hugo doesn’t identify the terrorists by name, nor does he offer any examples of terrorism they’ve been responsible for, which makes Judas a bit suspicious.  Still, he begrudgingly agrees to help, as he has no other true option available.  


Judas is brought just outside the outskirts of the research facility, which is unmarked and mostly underground.  Judas has two paths he can take; he can take a direct route through the compound, get the information Hugo requested and get out, or he can take a more circuitous path through the facility.  If Judas takes the more indirect approach, he discovers the identity of the terrorists: the United States military.  Judas accesses a few sensitive pieces of information that identifies the Legion itself as being a terrorist organization, as well as Hugo as being a military reject.  Upon realizing this and that he’s been manipulated, Judas is enraged.


Depending on the manner in which Judas performed the last mission, he either returns to the Legion’s headquarters and is praised by Hugo just before the game ends, or he returns with the intent of getting vengeance.  Judas tracks Hugo, demanding an explanation, before finally killing Hugo.  As the game ends, government forces, after successfully trailing Judas’ escape, descend upon the Legion’s headquarters.  If Judas had been unaware of the Legion’s true intentions, he is killed by the military, but if he discovered what had happened, he is seen slipping away.

Characters
Judas Sensus

Judas is a man in his late twenties.  He is of average height and is somewhat slender, an indication that he isn’t quite capable of physically overpowering foes, yet isn’t in a condition where it would be unlikely that he perform some of the maneuvers that he will, in-game.  To complement his physical appearance, he outfits himself in a light, black unzipped jacket and a pair of urban camouflage khaki fatigues, one that is both casual and nondescript, yet still practical for what he will be doing.
Hugo

Hugo is the leader of the Legion.  He is a large man, in his late thirties, and is generally seen clad in a slightly off-white lab coat.  Charismatic, manipulative, and dangerous, Hugo acts as Judas’s friend, supervisor, and trainer, while cultivating Judas to become an instrument of destruction.  Hugo is the man responsible for Judas’s capture, the research behind the M-plant, and of course, Judas’s mission objectives.
Carly

Quiet, kind, and helpful, Carly is one of Hugo’s closest lieutenants.  She becomes Judas’s trainer and teaches him advanced techniques, mainly combat maneuvers or how to utilize his M-plant.  Carly’s lack of personality is actually hiding something else—that she is being mind controlled by Hugo.
Sammy

Sammy is a mobster that shares the genetic pattern that Judas has as well, one that makes him of interest to the Legion.  He lives in a nearby and unnamed city to which Judas must travel; Sammy is unwilling to be taken along, and his fate is ultimately up to Judas and the player.

Golden Path and Flowchart

-Redeemed starts off with a short cutscene that introduces Judas in a darkened, rainy city.  He indicates that he is running from a shadowy figure who seems interested in chasing him down.  He has no idea why this is happening, however, and is less than willing to try to figure that out at this time.

-The game shifts to a gameplay sequence that serves primarily as a tutorial as Judas tries to get to his apartment.  As Judas flees from this unknown pursuit, the player is given instructions on movement techniques, mainly walking, running, jumping, grabbing, climbing, and sneaking.  Judas will have to utilize each of these techniques at least once in order to complete this tutorial.

-When Judas finally reaches his apartment building, the shadowy figure finally reaches him.  In a cutscene, a dark-armored person steps from the shadows of one of the alleyways and strikes Judas in the back of his head.  As Judas falls unconscious, he explains in a voiceover that he still has no idea what’s going on.

-Judas wakes up on a medical bed.  Here he meets Hugo, who explains to him about the M-plants, Judas’ genetic code, and the Legion in general.  In a cutscene, Judas reluctantly agrees to help in return for being taught to utilize his new abilities.

-In the next sequence of gameplay, Judas is introduced to Carly, his trainer and immediate supervisor.  Carly then walks Judas through a second tutorial, which focuses more on combat than movement.  Judas learns to use weapons as well as utilize his newfound abilities; he discovers that his powers can act as an early warning sign about immediate danger, that he has a limited ability to see through walls, and that he can read the thoughts of certain enemies.

-The game shifts to a cutscene once more that depicts the passing of some time as Judas furthers his abilities.  Hugo then approaches Judas, explaining how he wants Judas to go on the field and locate a man named Sammy in one of the surrounding cities because he has the same genetic pattern that Judas does that makes him a good candidate for the M-plant.

The game sequences back to gameplay.  Judas enters the city with little information about Sammy, and has nothing but a picture and a name to identify the man.  After asking around a bit, Judas discovers that Sammy is a member of a local crime organization.  Judas fights his way through groups of mobsters (or sneaks past them) before confronting Sammy.  Judas can then capture or kill Sammy, or let Sammy escape.

-Judas returns after encountering Sammy and Hugo gives Judas feedback based on his success or failure. In a cutscene, Hugo then explains Judas’ next task, infiltrating the facility of an enemy organization and determining what information can be pilfered from them.

-Judas is brought to the enemy’s facility.  If he takes the shortest route, he finds the information Hugo requested and leaves relatively quickly.  However, if Judas takes the time to explore the compound, he realizes that he is raiding a United States military research lab and that the Legion is a terrorist organization responsible for several recent atrocities.

-If Judas didn’t explore the facility fully, he returns to the Legion’s headquarters and reports his findings, and, in a cutscene, the game closes as a military task force surrounds and fires upon the Legion’s base.

-If Judas explored the facility and discovered the Legion’s true colors, he returns to confront Hugo about it.  However, when he returns, Hugo is hiding.  In gameplay, Judas realizes that Carly is being mind controlled—he frees her and in return, she tells Judas how to reach Hugo.  Using the information that she told him, Judas accesses a top secret portion of the Legion’s headquarters before confronting and defeating Hugo.  The final cutscene shows the military’s forces surround and fire upon the Legion’s base while Judas and Carly can be seen slipping away undetected.
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Chapter 1

Area 1: Introduction

LOCATION

It is nighttime in an unnamed city.  The camera focuses on a dark alleyway in between two tall, brick buildings.  The alley has a pair of closed dumpsters and some loose trash, mostly wrappers and food containers.  The buildings have fire escape ladders and walkways lining the side facing the alley.

CUTSCENE

SOUND

There is very little ambient noise.  There is the sound of an occasional siren.  A single set of footsteps can be heard, echoing slightly between the buildings surrounding the alley.

CHARACTERS

Judas (player character)

ACTION

As the camera focuses on one of the dumpsters in the alley, the sound of running footsteps gets louder.  Judas, the source of the footsteps, runs awkwardly past the camera.  He trips slightly as he runs, as he is looking behind him as if in search for something.

JUDAS (v.o.)
(to the player)

I didn’t know who was chasing me, or what they wanted me for.  I’d just caught a glimpse of that shadowy figure running toward me, and I ran.

ACTION

Judas comes to a stop, panting, and rests his hand on one of the dumpsters. 

JUDAS (v.o.)
(uncertain)
I think I’d lost them.  But I still needed to get home, which was a few blocks away.

GAME

Judas can move freely around the alley.  He cannot leave the alleyway.  Judas exits the alleyway by jumping on top of one of the dumpsters to reach the fire escape and the walkways above it.

TRIGGER 1A

Gameplay begins.

ACTION

A textbox appears on the top of the screen.  

TEXTBOX

Use WASD to move.  Look around by moving the mouse.

TRIGGER 1B

Judas attempts to exit the alleyway into the street.  An invisible boundary restricts movement out of the alley into the street.

JUDAS (v.o.)
(uncertain)
Even though I lost my pursuit, it wouldn’t be wise to move out in the open.  I should stay in the shadows.

TRIGGER 1C

Judas attempts once again to exit the alley into the street.

JUDAS

(hesitantly)

I’d better not go into the streets.  I better find an alternate route home.

TRIGGER 1D

Judas comes in close proximity to one of the dumpsters.

ACTION

A textbox appears on the top of the screen.

TEXTBOX

Use the spacebar to jump.

TRIGGER 1E

Judas climbs atop one of the dumpsters.

ACTION

A textbox appears on the top of the screen.

TEXTBOX

Judas automatically grabs ladders if he moves or jumps into them.

GAME

Judas runs up the walkway.  Regardless of which dumpster and ladder Judas chose to climb up, the two walkways each lead to the same door.

TRIGGER 1F

Judas stands at any of the doors on the walkways that isn’t the topmost door.

JUDAS

(disappointed)



This door is locked.

TRIGGER 1G

Judas again stands at one of the doors that isn’t the topmost one.

JUDAS

(disappointed)



This door is locked too.

TRIGGER 1H

Judas stands in front of the topmost door on the walkway.

ACTION

A textbox appears on the top of the screen.

TEXTBOX

Press E to interact with objects in the environment.  For example, Judas can open this door.

TRIGGER 1J

Judas interacts with the topmost door on the walkway.

JUDAS

(hopeful)

This door is unlocked.  I only hope that I can get through wherever it leads.

SCRIPTED EVENT

Judas opens the door and walks through it.

Area 2:  The Interior
LOCATION

There is a hallway within the building.  The hall is lined with doors, each with a number ranging from 400 to 412.  The farthest right door is labeled “Stairwell.”  Some flickering light blinks through the crack under some of the doors. 

CUTSCENE

SOUND

The hallway is mostly quiet.  Muffled static can be heard through some of the rooms.

CHARACTERS

Judas, unknown male condo resident

ACTION

Judas tentatively looks down the hallway, carefully looking from one side of the hall to the other.

JUDAS (V.O.)
Apparently, I had stumbled into a condo complex.   Perhaps if there was a back exit out of this place, I could sneak out a block closer to home.

GAME

Judas wanders down the hallway.  

TRIGGER 2A

Judas interacts with doors 400-404 and 406-412.

SOUND

A sound of someone knocking on a door plays.

JUDAS

(glumly)



I guess no one’s home.

TRIGGER 2B

Judas interacts with door 405.

SOUND

A sound of someone knocking on a door plays.

UNKNOWN MALE CONDO RESIDENT

(loudly)



Uh...are you the pizza guy?

JUDAS

(confused)



Um.  No?

UNKNOWN MALE CONDO RESIDENT

(indignant)



Damn! I ordered it like an hour ago!

JUDAS

(quietly)



Okay then... 

GAME

Judas moves to the end of the hallway and opens the door labeled Stairwell, which, as its name suggests, leads into a narrow stairway.  Some of the doors on different floors, labeled “Second Floor” and “Third Floor” are locked, but the door labeled “First Floor” is unlocked.

TRIGGER 2C

Judas interacts with the Second or Third Floor doors.





JUDAS




(glumly)

Locked.  Besides, I need to go on the first floor.

TRIGGER 2D

Judas interacts with the First Floor door.

SCRIPTED EVENT

Judas opens the door and steps through it.  The hallway is identical to the fourth floor hallway.  





JUDAS (V.O.)
If I went out the front door, I’d just be back where I started from, on the main streets.  I wanted to avoid that.

CAMERA CASE

The camera flies down the hallway from behind Judas to a door on the other end of the hallway labeled “Basement.”
GAME

Judas runs down the hallway.  The doors labeled 100-112 are non-interactive.  Another door, halfway down the hall on right, has an Exit sign above it, and across the hall from that is a small desk and chair where a greeter might sit.  The end of the hallway has the door labeled Basement.

TRIGGER 2E

Judas interacts with the door that has the Exit sign over it.





JUDAS




(uncertain)

This door would probably lead to the main street.  I could get home faster this way, but I’d also be spotted.  

TRIGGER 2F

Judas interacts with the door labeled “Basement.”




JUDAS




(disappointed)

The basement would probably have an alternate route out of this place, but the door’s locked.  There’s probably a key around here. 

ACTION

Having interacted with the basement door, a key ring in the greeter’s desk spawns.

GAME

Judas searches for the key in the hallway.  Since all the doors are locked or otherwise inaccessible, there aren’t many places he could search.  Judas finally finds a key ring in the greeter’s desk.

TRIGGER 2G

Judas locates the key ring.

SOUND

The sound of keys jingling is played.

JUDAS




(hopeful)

A bunch of keys.  Granted, I didn’t really want to steal them, but on the other hand, I needed to get out of here.  Hopefully, no one would miss them, or worse, see me taking them.

TRIGGER 2H

Judas, now having the keys, interacts with the basement door.
SCRIPTED EVENT

The door opens up and Judas takes a hesitant step forward.





JUDAS (V.O.)



(hesitantly)
The basement smelled like nothing I wanted to associate with, but if I wanted to get out of here and home, I’d have to go down there.  So go I went.

Area 3:  The Basement

LOCATION

The basement is a dark, elongated room, a bit wider than the hallways a few floors above.  Scattered boxes, partially broken furniture, a few broken mannequins, and cleaning supplies line the floor.  A boiler and large oil tank are in the back corner right and left corners, respectively.  An unlabeled door is near the oil tank.  A utility knife is hidden among some unlabeled boxes on the near right corner behind some boxes.
CUTSCENE

SOUND

There is a whirring noise of a boiler is heard.

CHARACTERS

Judas

ACTION

Judas steps down the stairs into the basement.





JUDAS (V.O.)



(disgusted)
It smelled even worse when I was in the basement, but there was also a faint smell of fresh air.  There was more than likely a way out into the street from here; I’d just need to find it.

GAME

Judas explores the basement.  There is nothing he can interact with on the boiler or oil tank, and the door near the oil tank is locked.
TRIGGER 3A

Judas interacts with the unlabeled door.





JUDAS




(exasperated)

Big surprise.  The damn thing is locked.  But I can feel a breeze coming from under it; it definitely leads to outside.

TRIGGER 3B

Judas locates the utility knife.

SCRIPTED EVENT

ACTION

The camera focuses on the utility knife.  It is similar to a Swiss Army Knife; it is red, roughly four inches long, though it lacks the cross that is typically on such knives.





JUDAS (v.o.)



(hopeful)
I didn’t expect to find this.  The blade itself would only be marginally useful if I got into a fight, but it has a few other gadgets as well. 

ITEM GAINED

Utility Knife

ACTION

A textbox appears on the top of the screen.





TEXTBOX

Equip items with the number keys.  Items like the utility knife have different uses.  Use alt to scroll through the different uses.

GAME

With the utility knife equipped, Judas moves to the door.  

TRIGGER 3C

With the utility knife equipped but without the lock pick option selected, Judas interacts with the door.





JUDAS




(irritated)

I bet the knife has something I could use to open the door. 

TRIGGER 3D

With the utility knife equipped and the lock pick option selected, Judas interacts with the door.

SCRIPTED EVENT

ACTION

Judas crouches in front of the door.  He fumbles with the knife in his hands for a few seconds before glancing at the object in his hands and the door before him.  He flicks open the knife, and a small blade flips out.





JUDAS




(determined)

The smaller of the two blades on this knife was certainly not designed to pick locks, but I’d watched enough bad movies, hell, I’d picked open locks with old credit cards, that I’m fairly certain I can open this. 

ACTION

The camera focuses on Judas’s face; it is contorted in a concentrated frown.





JUDAS




(uncertain)



Fairly being the operative word.

ACTION

The sound of a door knob slipping open is heard.  Judas stands up and wipes his brow.





JUDAS




(satisfied)



Hopefully, I don’t need to get better at this.

ACTION

Judas steps outside.

Area 4:  The Alleyway

LOCATION

The alleyway is vacant, similar to the one Judas first started in.  The door from the basement is unlabeled from this side as well.
CUTSCENE

SOUND

There is very little ambient noise.  The sound of a distant siren can be heard, as can the sound of quiet shouting and car engines.

CHARACTERS

Judas, Masked Assailant

ACTION

Judas steps outside into the alley and looks around warily.  He still has the utility knife in his hand, with the larger blade out, extended.  





JUDAS




(hesitant)



I’m not sure this is where I want to be...

ACTION

Masked Assailant, a dark clad figure, drops behind Judas from an unknown walkway above, before grabbing Judas’s head and throwing him to the ground.





JUDAS




(pained, surprised)



What the...

ACTION

Judas begins to pick himself up, but Masked Assailant kicks Judas in the throat.  Judas falls onto his back with a gurgled grunt.

JUDAS (v.o.)



(enlightened)
I didn’t know how they’d tracked me.  Y’know, I still didn’t know what this guy wanted with me.  But at that point, I didn’t care anymore.  I was glad I’d been caught.  I was willing to accept whatever punishment I was about to receive.  I just wanted to move on.

ACTION

Masked Assailant moves closer to Judas, and begins wrapping Judas’s forehead with a blindfold.




JUDAS (v.o.)



(enlightened)
I just wanted to move on.  If only I knew what I’d gotten into.

Chapter 2

Area 1: The Medical Bay

LOCATION

A white, sterile-looking room with a single, hospital-style bed in it.  Judas is lying on the bed, sleeping.  A large, dark-haired man, Hugo, is standing over the bed, with a clipboard in hand.  Hugo is outfitted in a slightly off-white scientist’s lab coat, urban camouflage pants, and large, black boots.  

CUTSCENE


SOUND
There is a gentle whir of machinery, as well as some intermittent beeping of an unseen device somewhere in the room.

CHARACTERS

Judas, Hugo

ACTION

Judas groans as a shudder runs through his entire body.  Slowly, he props himself up on his elbows and looks around warily before realizing Hugo is there.





JUDAS




(uncertain)



Who are you?  And where am I?

Hugo takes his time in answering.  For several seconds, he examines Judas and scribbles something on his clipboard, nodding to himself the whole time.





HUGO




(haughty)

Welcome to the world of the living, my friend.  Or would you prefer Judas?  While I’m glad to say that the operation has a pretty high success rate, we don’t have any sort of thing that guarantees survival. 





JUDAS




(uncertain, agitated)



Um...okay.  Who are you?

Hugo laughs for a short moment.





HUGO




(patiently)

You can call me Hugo.  You could call me Dr. Hugo as well if you wanted, as I’m the closest thing to one that there is around here.  Boss or Chief would also be appropriate.





JUDAS




(snidely)

You’d better do some explaining if you ever expect me to call you that.

Hugo smiles pleasantly for a moment before reaching into his pants pocket to protrude a small, microchip-esque device.





HUGO

I suppose an explanation is only fair.  You see, while you undoubtedly don’t see yourself as being particularly unique or special, you are.  There aren’t too many people who can survive having one of these little gadgets implanted in their brains.

Hugo pockets the microchip.  As if suddenly aware of the foreign device apparently implanted in his head, Judas reaches for his temple.





JUDAS




(panicked, agitated)



What have you done to me?

Hugo laughs again.





HUGO




(amused)

Such anger.   I do look forward to harnessing your... capabilities.
Judas groans once more.





JUDAS




DIALOGUE OPTIONS




(inquisitive)



What does the implant do?



Hugo 1A
CONTINUED
CONTINUED:




JUDAS (CONT’D)




(demanding)

Perhaps you’d better start explaining who you are.



Hugo 1A




HUGO 1A

I’m a research scientist, you see.  Of course, without any sort of official backing, it can be hard to secure the assets necessary to continue our objective, which explains the rather harsh methods used to bring you here.  Regardless, you’re only interested in hearing what the M-plant does, I’m sure.





JUDAS




DIALOGUE OPTIONS




(inquisitive)



M-plant?





    

        

Hugo 1B





(demanding)

You could certainly say so.  I’m less than used to this sort of thing.

Hugo 1B



HUGO 1B


(patiently)

You see, the M-plant is a device of my own design.  Considering its rather...intrusive nature, only select individuals can even survive its insertion and make use of it.  We’ve determined a select genetic sequence that, so far, has been yielding us results.  You happen to demonstrate these necessary traits.
Judas can ask these questions in either order; after asking one, he is brought back to the one he hasn’t asked yet.

JUDAS


DIALOGUE OPTIONS

(agitated)

You still haven’t explained what it does.

Hugo 1C


(wary)

And what if I want nothing to do with this?

Hugo 1D
HUGO 1C

Why, it’s quite simple.  It boosts latent telepathic capabilities.



HUGO 1D


(overly pleasant)

At the risk of sounding hostile, I quite simply can’t allow that.  There was great risk in finding, locating, and finally acquiring your presence here.  Besides, can you turn down the opportunity to not only help humanity, but also to establish your own superiority?





JUDAS




DIALOGUE OPTIONS





JUDAS 1A




(wary)

 

What must I do, then?



Hugo 1E




JUDAS 1B



(uncertain)

I don’t even know how to do what it sounds you’re expecting of me. 



Hugo 1F




HUGO 1E




(smiling)

I’m glad to hear your enthusiasm.  It’s quite simple.  There’s an individual I have in mind, similar to yourself, that I’d like you to investigate.  Along the way, we’ll be collecting field data about how you utilize 
(CONTINUED)

(CONTINUED)





HUGO (CONT’D)

your abilities.  And before you say you don’t know how to do so, let me introduce someone to you.  





HUGO 1F




(patiently)

It’s nothing you need to worry about.  There’s someone you must meet.

The door to the medical bay slides open, and a woman, Carly, with a blank-faced expression, dressed similarly to Hugo, steps in.




HUGO

This is Carly.  She’ll be your mentor.  Listen to the lady, and I’m certain you’ll do fine.

Hugo steps back, turns around, and moves out of the room, but not before looking hesitantly at Carly.  As he leaves, he shuts the door behind him.  Judas throws off the covers, revealing he’s wearing the same clothing he was wearing when he was kidnapped, and stands up.
GAME

Judas can explore the small room, but he can’t leave through the locked door.  Carly stands still and observes Judas as he moves around.

TRIGGER 1A

Judas stands close to Carly.

ACTION

A textbox appears at the top of the screen.





TEXTBOX

You can also interact with people.  Press E to speak with Carly.

TRIGGER 1B

Judas interacts with the door.





JUDAS




(disappointed)



It’s locked.

TRIGGER 1C
Judas interacts with Carly.





CARLY

Hello, Judas.  As Hugo said, I’m Carly.  I’ll be your mentor and trainer these next few days as you learn the skills necessary to utilize the M-plant, as well as a few other skills useful in overcoming the tasks you’ll be given in the near future.





JUDAS




DIALOGUE OPTIONS





JUDAS 2A

(inquisitive)



Just who are you guys? 
Carly 1A




JUDAS 2B




(inquisitive)



What will you be teaching me?



Carly 1B




JUDAS 2C

(uncertain)

I don’t think I understand what’s going on yet.



Carly 1C




CARLY 1A

Hugo never explains this to anyone.  We call ourselves the Legion.  We’ve been doing extensive research in telepaths.  Considering the highly controversial and unorthodox nature of such a topic, we have trouble gaining government funding.  So we do things in a bit of a ragtag sort of way.  But we mean well.  Our research today will help the world of tomorrow.

CARLY 1B

Our research involving what we can actually teach people to do is highly limited.  I’ll be teaching you how to detect organisms over small distances, even through walls, how to detect surface thoughts of another human being, and how to anticipate what another human’s immediate actions are going to be based on subtle mental patterns.  In addition, I’ll be teaching you some general combat skills.  I’m hoping you won’t need to utilize them, but you know what they say...hope for the best, prepare for the worst. 



CARLY 1C

Well, since we don’t have any sort of government backing, we need to make our own ends meet.  Since we’ll be teaching you how to utilize your own M-plant, you can gain valuable experience as we gain field research as you go out and do a few simple tasks for us.

When all three of Judas’s questions are answered, a fourth dialogue option appears.





JUDAS




(curious)



So when do we get started?





CARLY



Right now.

SCRIPTED EVENT

Carly moves to the door, opens it, and walks out.  Judas follows.

Area 2: The Training Room

LOCATION

The training room is a single large room about the size of a warehouse.  It has a series of maze-like walls within it.  An elevated platform with a small staircase leading to the floor is located in the middle of the training room.
CUTSCENE

SOUND

The gentle whir of machinery.

CHARACTERS

Judas, Carly

ACTION

Judas and Carly are standing in the middle of the training room on the elevated platform.  Carly is standing next to a control console.





CARLY

This, Judas, is the training room.  I’ll be teaching you a few different techniques in this room.  It’s my responsibility to ensure your successful integration with the M-plant, so if you have any questions, just let me know.





JUDAS 2A




DIALOGUE OPTIONS




(uncertain)



How is this going to work?

Carly 2A



(confident)



Let’s get started then.

Carly 2B




CARLY 2A

It’s quite simple, actually.  You’ll move through a series of challenges that, with the techniques I teach you, you ought to be able to overcome.  Most of these techniques will involve newly discovered abilities you have
(CONTINUED)

CONTINUED:





CARLY 2A (CONT’D)

access to with the M-plant, but a few others 
are military-grade training exercises.  Hugo has high standards for this sort of thing. 







   Judas 2A


CARLY 2B



I’m glad to hear you’re ready to go.
ACTION

Carly walks over to the console and hits a button, which beeps.  She turns around and looks at Judas.





CARLY

Whenever you’re ready, you can descend the stairs and get started.

GAME

Judas walks down the stairs into the training room maze.  There is only path that he can take, which leads to a door.  He opens the door.

TRIGGER 2A

Judas opens the door.

SCRIPTED EVENT

ACTION

Judas stops moving.





CARLY 




(muffled)

Judas!  I’ll be communicating with you telepathically from the control station as I watch over what’s happening down there.  





JUDAS




(confused)

Um.  Sure...can you hear me if I just speak aloud?





CARLY




(muffled)

Yes, but only since I’m creating a connection between the two of us right now.  A rare gift, or so I’m told.

The camera moves behind Judas to show the area before him.  A series of short walls and other obstacles are scattered before him.  





CARLY




(muffled)



This is your first task.

The camera zooms out to show a few individuals, dressed in lab coats, walking through the series of obstacles in random patterns.





CARLY




(muffled)

Before you are some volunteers from the lab.  You might have noticed since the operation, you have a heightened sense of awareness, at least in terms of detecting living organisms.

The camera focuses on one of the lab coat-clad individuals, who begins to glow a faint green.





CARLY




(muffled)

This is because you’re actually sensing their minds.  This ability isn’t limited to beings in your line of sight.

The camera continues to follow the lab coat-clad individual, who, during his patrol, moves behind a wall.  While this obstructs Judas’ view of him, he can still detect a green glow.





CARLY




(muffled)

Try to sneak past this area without anyone detecting you.

TRIGGER 2B

The scripted event ends.

ACTION

A textbox appears at the top of the screen.




TEXTBOX

Equip mental powers by using the number keys while holding the control key.  Sweep is a
(CONTINUED)

CONTINUED:





TEXTBOX (CONT’D)

passive ability that detects living organisms near you.  A green glow indicates that they are non-hostile, while a red glow indicates hostility. 
GAME

Judas navigates through this area to a door on the other end.  If he is not detected, he is successful.

TRIGGER 2C

Judas is detected by one of the volunteers.

SCRIPTED EVENT

ACTION

Judas slumps his shoulders.





CARLY




(muffled)

No, that’s not quite how you do it...let’s give it another try. 

ACTION

Judas is reset to the beginning of this challenge.

TRIGGER 2D

Judas interacts with the door at the end of the challenge without being detected.

SCRIPTED EVENT

ACTION

The door opens and Judas steps through the doorway.





CARLY




(muffled)

Well done!  That was impressive for a novice.  I was a bit wary about doing this challenge next, but I think you’ll be able to handle it after that demonstration of skill.

The camera pans the next area.  Judas is standing on one side of an elevated bridge.  On the other side is a Lab Coat Man next to a control console and a door.





CARLY




(muffled)

This next bit can be a bit trickier.  If you focus on a single individual, you can actually read their surface thoughts.  This might be handy when they’re in a conversation out of reach, or when they’re typing in security passcodes.

The camera zooms out.





CARLY




(muffled)

Stay out of sight and try to figure out the passcode for this door.

TRIGGER 2E

The scripted event ends.

ACTION

A textbox appears at the top of the screen.





TEXTBOX

Focus is an ability that allows you to focus on a single person.  In non-hostile situations, this allows you to read their surface thoughts.  Target people with Focus selected to use this power.  After targeting someone with focus, the Focus effect remains until you target someone else or until you toggle to a different power.
GAME

Judas can either cross the bridge or hide and use Focus on the man at the other end of the bridge.
TRIGGER 2F

Judas attempts to cross the bridge.

SCRIPTED EVENT

ACTION

Judas slumps his shoulders.





CARLY




(muffled)



No...let’s try to stay out of sight this time.

ACTION
Judas is reset to the beginning of the area.

TRIGGER 2G

Judas successfully uses Focus on Lab Coat Man.

ACTION

Lab Coat Man moves over to the control console and begins hitting it.





LAB COAT MAN




(quietly, as if to himself)



Let’s see...d-o-m-i-n-8.

Lab Coat Man steps back and the door slides open.  He moves through the doorway.  After he moves through it, it shuts.

GAME

With the password, Judas traverses the bridge and interacts with the console.
TRIGGER 2G

Having heard the password, Judas interacts with the control console.

ACTION

The door slides open.

GAME

Judas steps through the doorway.

TRIGGER 2H

Judas steps through the doorway.

SCRIPTED EVENT






CARLY




(muffled)

Well done, Judas.  This next challenge is similar in that it requires you to focus on a single individual.  However, this guy wants to hurt you.

The camera pans behind Judas to reveal before him a single hallway with a Lab Coat Soldier.  Behind the Lab Coat Soldier is a doorway.





CARLY




(muffled)

Don’t worry, it’s only a paintball gun.  But it still hurts.  Regardless, if you focus on him, you should be able to predict where he’ll shoot.

TRIGGER 2I

The scripted event ends.

ACTION

A textbox appears at the top of the screen.

TEXTBOX

In hostile situations, Focus is a passive ability that allows you to automatically dodge projectiles from a single opponent.
GAME

Judas uses Focus on the Lab Coat Soldier to get past him.  
TRIGGER 2J
Judas gets hit by Lab Coat Soldier.

ACTION

Judas grunts and stumbles backward.





CARLY




(muffled)



No, that’s not quite how you do it...

Judas is reset to the beginning of the area.

TRIGGER 2K

Judas interacts with the door at the end of the area without being hit.

SCRIPTED EVENT

ACTION

Lab Coat Soldier stops shooting.





CARLY




(muffled)

Wow!  You certainly are a natural at this.  Hugo will be impressed when he hears about this.

Judas steps into the next area, which is a shooting range.  Several different guns are laid on a table with some targets set up at the far end of a hallway.




CARLY




(muffled)

This next area is a gunnery range.  Try and familiarize yourself with a few of the different weapons here; hopefully you won’t need to utilize them, but you never know.





JUDAS




(apprehensive)



What kind of jobs are you having me do?





CARLY




(muffled)



Hugo just wants us to be prepared.

GAME

Judas can go to the tables to pick up different weapons.

TRIGGER 2L

Judas picks up the Browning 9 mm pistol.

ACTION





CARLY




(muffled)

That’s a Browning 9 millimeter handgun.  It’s easily concealed and has good stopping power on both armored and unarmored targets, but it’s fairly poor at anything past short range.

ITEM GAINED

9 mm pistol

TRIGGER 2M

Judas picks up the Silenced 9 mm pistol.
ACTION





CARLY




(muffled)

That’s a silenced Beretta.  It uses the same ammunition as the Browning handgun does, and it has the same stopping power on unarmored targets.  Also, it fires silent shots, which might prove useful.  Unfortunately, it’s awful at long ranges and against armored targets.

ITEM GAINED

Silenced 9 mm pistol

TRIGGER 2N

Judas picks up the shotgun.





CARLY




(muffled)

The Remington shotgun is your typical, pump-action shotgun.  Devastating at short range, its stopping power becomes rather poor at anything out of spitting distance.  Not as easy to hide as the pistols though.
ITEMS GAINED

Shotgun

TRIGGER 2O

Judas picks up the Assault Rifle.





CARLY




(muffled)

The M4 is reliable at mid-range and has an impressive rate of fire.  It also has high stopping power.  It can be fitted with a scope and silencer, but only military personnel will be equipped with those.
ITEM GAINED

Assault Rifle

TRIGGER 2P

Judas picks up the Sniper Rifle.





CARLY




(muffled)

Don’t ask how we acquired this.  The M24 is a 

(CONTINUED)

CONTINUED:





CARLY (CONT’D)

bolt action rifle that boasts high accuracy and stopping power over long range, though is a rather difficult weapon to use.  Only use it if you feel comfortable.

ITEM GAINED

Sniper Rifle

GAME

Judas can familiarize himself with the different weapons by shooting at the targets that were set up.  When he is complete, he can exit into the next area.

TRIGGER 2Q





CARLY




(muffled)

Well done!  Come meet Hugo and I at the briefing room, and we’ll discuss your first task.

Area 3: The Briefing Room

LOCATION

The briefing room is a small room with a table.  A projector, turned off, sits at one end of the table.  Hugo is sitting down at one of the chairs.

CUTSCENE

SOUND

There is no ambient sound.

CHARACTERS

Judas, Hugo, Carly

ACTION

Judas and Carly walk into the briefing room.  Carly, who walks in second, closes the door behind her.





HUGO

I was watching your training session, Judas.  You’re a natural.





JUDAS




(wary)

Perhaps so, but I still don’t know what you want me to do.





HUGO




(mock-pleasantly)

Isn’t it great that that’s why we decided to meet here?  We’ll be discussing your first mission.
Judas sighs.





JUDAS



I don’t really have a choice in this, do I?

Hugo shakes his head no.

HUGO




(authoritatively)

I’m glad you understand who’s in command here.  The task is quite simple.  One of the nearby cities houses a man named Sammy.  He is your objective.





JUDAS




(dryly)



I hope you have more than that to give me.





HUGO

Sadly, no.  Other than one thing; we have his picture.

The projector is switched on by no obvious means.  It projects the image of a man with short blond hair, a well-trimmed goatee, tinted glasses, and a scar on his left cheek.  He is sporting a sneer.





HUGO

This is Sammy.  Like all of us in this room, he shares the unique genetic structure that might allow us to make use of him.  It would benefit us if he was brought here relatively unharmed.




JUDAS



(sardonically)



I guess this is where I come in, huh?





HUGO




(sardonically, in return)

Aren’t you the smart one?  Yes, that’s your job.  

Judas sighs once more.





JUDAS



It’s not like I have anything else to do.
The camera fades to black.

Chapter 3

Area 1: The City Streets

LOCATION
Judas is on a city street in a city similar to the one Judas was in Chapter 1.  It is nighttime.  There are non-hostile citizens wandering the sidewalks.  The buildings on the sides are unlabeled and cannot be entered with a few exceptions.  There is a bar named the Golden Bar, a general store called General Store with a rank cylinder as a logo, and a parking garage.  The alleyways have non-hostile homeless solicitors.
SOUND

There is an ambient sound of shouting, motors, and sirens.

GAME

Judas walks around the street.  The citizens are non-hostile, though if Judas so chooses he can kill them.  
TRIGGER 1A

Judas kills a citizen.

SCRIPTED EVENT

The camera zooms out as a crowd of people gathers around the murdered citizen.  Judas puts his hand to his forehead and shakes his head.  A police car pulls up as close to Judas as it can while still being on the street and a pair of cops come to take Judas.  A textbox appears on the top of the screen.





TEXTBOX



Game Over

The game ends.

GAME

Judas interacts with different citizens.  What they tell him is randomly generated from a list of sample dialogue choices.





CITIZEN SAMPLE 1



A guy named Sammy?  Nope, never heard of him.





CITIZEN SAMPLE 2

Y’know, if you want to find someone in a city, you’re going to have to tell me more than just his first name.

CITIZEN SAMPLE 3

Wow!  That picture of him sure makes him look ugly.





CITIZEN SAMPLE 4



No, I’ve never seen him.  Sorry about that.





CITIZEN SAMPLE 5

Sammy?  Nope!  He almost looks familiar though.  He’s probably around here somewhere.





CITIZEN SAMPLE 6

I don’t know if it’s the same fellow, but I once saw someone that looks at least kind of like him in the Golden Bar.  I’d check out there.

GAME

If Judas interacts with the solicitors in the alleyways, they give different responses.





SOLICITOR SAMPLE 1



Neva’ heard of him.  Do you have a quarta?





SOLICITOR SAMPLE 2



*grunting sound* I don’t think I know him...




SOLICITOR SAMPLE 3

I just keep my head down most of the time, sorry.





SOLICITOR SAMPLE 4

Yeh, I seen him!  He was by da dumpsta behind da Golden Bar.

GAME

Based on the information he’s received, Judas goes to the Golden Bar to see if anyone there has any information for him.

Area 2: The Golden Bar
LOCATION
The Golden Bar is the bar in the city.  Inside it is darkly lit; the counter is mostly empty, inhabited only by the bartender.  A few people in the dimly lit tables scattered around are sitting, but they refuse to interact with Judas.

SOUND

A general, low murmur of conversation and some quiet 50’s music playing from the jukebox.

GAME

Judas walks around the bar.  There is nothing with which to interact, save for the bartender.  Judas, if he chooses, can kill one of the bar patrons or the bartender.
TRIGGER 2A

Judas kills someone in the bar.

SCRIPTED EVENT

The camera zooms out as Judas shakes his head.




JUDAS




(quietly, as if to himself)



No...

A textbox appears at the top of the screen.





TEXTBOX



Game Over

The game ends.

GAME

Judas, with nothing else to do, interacts with the bartender.

TRIGGER 2B

Judas interacts with the bartender.





BARTENDER




(forlornly)

Haven’t seen any new faces in here for a while.  What can I do you for?





JUDAS 2A
I’m looking for a man named Sammy.  He looks like this.

If Judas has spoken with the people outside the bar and one of them told him about Sammy being seen near or in the Golden Bar, Judas will say something different.





JUDAS 2B

I’m looking for a man named Sammy.  Someone outside said somebody by that name has been seen around here before.

The bartender sighs.  





BARTENDER



Sammy, eh?  Are you sure you want to know?





JUDAS



Uh...yea, I do.

The bartender busies himself with cleaning a cup.





BARTENDER




(hushed)

He’s a troublemaker.  I can’t tell you anything more.  Check out the local corner store.  It’s a front for the local crime syndicate, if my sources are right. 

Judas nods.





JUDAS



Thanks.





BARTENDER



If they ask...you’ve never met me.

GAME 

Armed with this knowledge, Judas heads to General Store.

Area 3: General Store

LOCATION

The general store is small, and has a few aisles of things. Behind the counter is the cashier.  There is a door on the opposite side from the counter.
SOUND

There is no ambient sound.

GAME

There is nothing Judas can do but interact with the cashier.

TRIGGER 3A

Judas interacts with the cashier without having spoken to the bartender at the Golden Bar.





CASHIER



Sammy?  Uh...no.  I don’t know a Sammy.

TRIGGER 3B

Judas interacts with the cashier after speaking to bartender and after interacting with the cashier earlier.





CASHIER



You again?  Damn.  I don’t know a Sammy.

Judas 3A

TRIGGER 3C

Judas interacts with the cashier after speaking to the bartender.  This is the first time Judas has interacted with the cashier.





CASHIER



Who are you?  No.  I don’t know a Sammy.

Judas 3A




JUDAS 3A




(threateningly)



Oh, I think you might know a Sammy.





CASHIER



Oh, I assure you...

The cashier raises a hand to reveal that he has a weapon in his hand.





CASHIER



I don’t know a Sammy.

GAME

After speaking to the cashier in this way, he becomes hostile.

TRIGGER 3D

Judas kills the cashier.

ACTION

A key falls away from the cashier’s body.

TRIGGER 3E

Judas picks up the key.




JUDAS

Somehow, I get the feeling this cashier might have been hiding something.

ITEM GAINED

General Store Key

TRIGGER 3F

With the utility knife and lockpick option selected, Judas interacts with the door while the cashier is still alive.

ACTION

The cashier becomes hostile.

TRIGGER 3G

With the utility knife and lockpick option selected, Judas interacts with the door after the cashier was killed without having picked up the key.





JUDAS

This door’s reinforced.  I can’t open it with my knife.  Maybe the cashier dropped a key.

TRIGGER 3H

Judas interacts with the door after picking up the key.

ACTION

The door slides open.

GAME

Judas steps into the backroom.  It has a large number of unlabeled boxes.  Toward the far right corner is a table with a single sheet of paper on it.

TRIGGER 3I

Judas picks up the piece of paper.





JUDAS




(hopeful)

A breakthrough.  This sheet of paper details a meeting with one of the local gangs.  It’s in the parking garage.  Apparently, it’s in the lowest level’s maintenance room, and it’s a meeting introducing a few of the newest members.  The codeword is “3 dozen pickles.”  Perhaps I can sneak in.

GAME
Knowing this, Judas travels to the parking garage.

Area 4: The Parking Garage
LOCATION

The parking garage is a multi-leveled, spiraling garage.  The top levels are restricted.  

SOUND

There is a faint, ambient sound of motors.

GAME

Since the parking garage’s higher levels are inaccessible, Judas can only travel down.  There is only one level below the ground floor.  When Judas reaches the bottom level, there are two things he can do.  He could step into the elevator and travel back to the ground floor, or he could interact with the door labeled “Maintenance.” 

TRIGGER 4A

Judas interacts with the Maintenance door without knowing the password to the meeting.





GANG MEMBER



What’s the password?





JUDAS




(thrown off guard)



Oh, I’m sorry.  I think I might be lost...

TRIGGER 4B

Judas interacts with the Maintenance door without knowing the password to the meeting a second time.





GANG MEMBER



What’s the password?





JUDAS



Oops, wrong door.

TRIGGER 4C

Judas interacts with the Maintenance door without knowing the password to the meeting a third time.

SCRIPTED EVENT





GANG MEMBER



What’s the password?





JUDAS



Um...sorry!





GANG MEMBER



You again?  I’ve had it with this shit!

The Gang Member opens the door.  He is armed with a pistol and hostile. 
TRIGGER 4D

Judas interacts with the Maintenance door knowing the password.

SCRIPTED EVENT





GANG MEMBER



What’s the password?





JUDAS



It’s, uh, 3 dozen pickles.

The door opens up and the Gang Member, non-hostile, moves over.

TRIGGER 4E
Judas moves into the next room.





GANG MEMBER

One of the new members, eh?  Well, welcome aboard, I suppose.  Our passwords aren’t always that dumb.
GAME

Whether Judas enters the room violently or not, there is nothing for him to do in this small access room.  There is a door on the opposite side that he interacts with.

TRIGGER 4F

Judas moves into the room after the room with the Gang Member.

CUTSCENE

ACTION

Judas steps through the doorway into the room.  It is small and has a table with four chairs.  Three are occupied, one by Sammy and two by two gang members.  Sammy looks up apprehensively.





SAMMY



Hey, who the hell are you?





JUDAS




(threateningly)

Ah, it’s you!  Finally!  You’re coming with me.

Sammy and the two other gang members laugh.  





SAMMY




(mocking)

Oh?  And just who the hell do you think you are?





JUDAS

Doesn’t matter, pal.  You got three seconds to come quietly.

Sammy and the other two gang members draw their weapons.





JUDAS



Your loss.

Sammy and the other two gang members turn hostile.

GAME
Judas and the other three begin to fight.  The two gang members open fire while Sammy attempts to run away.  Judas kills the two gang members and either wounds or kills Sammy, or lets him escape.

TRIGGER 4G

Judas shoots Sammy once.

SCRIPTED EVENT

Sammy falls to the ground with a pained groan.  He remains here until the two others are killed.  When the other two are killed, Judas walks over to Sammy and examines Sammy’s condition.





JUDAS




(irritated)



Good, I see you’re still alive.  





SAMMY




(panicked)



What do you want with me?

JUDAS




(good-humored)

Personally, I want nothing with you.  It’s just that my boss wants something to do with you.

Judas pauses for a moment to ponder this.





JUDAS




(confused)

Or maybe it’s just because I can’t stand your type.  C’mon—you’re coming with me.

Judas grabs Sammy by an arm and drags him out of the room.

CHAPTER END
TRIGGER 4H

Judas shoots Sammy more than once.

SCRIPTED EVENT
Sammy falls to the ground with a pained groan.  He remains there until the two others are killed.  When the other two are killed Judas walks over to Sammy and examines Sammy’s condition.




JUDAS




(disappointed)

Guess I killed him on accident during the skirmish.  Oh well.  Well, it was my first mission.  Can’t be expected to be perfect on the first attempt.
Judas walks out of the room.

CHAPTER END

TRUGGER 4I

During the fight, Sammy escapes through the doors out into the parking garage, and out of the parking garage.

SCRIPTED EVENT

Judas looks around the room as if belatedly realizing that Sammy is no longer there.  





JUDAS

It would appear Sammy escaped as his two 
(CONTINUED)
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JUDAS (CONT’D)

cronies distracted me.  A shame...on the other hand, I’m not sure I’d wish this life on a complete stranger, even a criminal.

Judas walks out of the room.

CHAPTER END
Chapter 4

Area 1: The Car Trip
LOCATION

The interior of a car.  Carly is driving; Hugo and Judas are sitting in the back seats.  Outside the car is an environment similar to the city from which Judas just came, but the car is going fast enough that there are no discernible details.  It is still dark outside.  
CUTSCENE

SOUND
The ambient sound of the engine running.

CHARACTERS

Judas, Hugo, Carly

ACTION

Carly is focusing her attention on driving the car while Hugo and Judas converse in the back seat.  
OPTION 1

If Judas successfully captured Sammy:





HUGO




(satisfied)

That was nice work, Judas.  I’m glad that, even in this early stage, you’re doing so well.  And just in time: your next mission is a bit more difficult.






Hugo 1A
OPTION 2

If Judas killed Sammy:





HUGO




(disappointed)

I hope you’ve learned something from this failure, Judas.  But I think, even with this mistake in mind, your shoot first, ask questions later attitude might serve well for your next task. 

Hugo 1A
OPTION 3

If Sammy escaped:





HUGO




(disappointed)

I’m hoping you’ve learned from this failure, Judas.  Though I suppose the discretion you’re demonstrating is a good thing; your next task is going to require quite a bit of that.

Hugo 1A





HUGO 1A

You see, one of my sources has lent me a piece of critical information that, if ignored, might prove quite harmful for our organization.

Judas looks at Hugo expectedly.  After a second of silence:





JUDAS




(impatient)



And I suppose this is my task, huh?





HUGO

Well, yes.  You ran into a few...issues doing your first mission, but we can’t deny your talent in figuring out information in unfamiliar and hostile circumstances.




JUDAS



So where am I going?





HUGO




(patient)

A rival organization’s made a breakthrough 
(CONTINUED)

CONTINUED:





HUGO (CONT’D)

that could prove harmful to not only us, but people like you, Judas.  We need you to sneak into their installation and grab any information you can from this place.  Who knows...they might even have plans or schematics you can nab.





JUDAS




(dryly)

I see.  I’m guessing that if I’m sneaking through this place, they wouldn’t be happy to see an outsider in there.

HUGO 

I can’t imagine so, my friend.  They’ll be shooting to kill.  If you want to survive, so must you.





JUDAS




(uncomfortable)
I’m not really sure I like this whole killing thing, frankly.





HUGO




(confidently)

It’s the way of the world, sadly.  There are people in this world that will stop at nothing to get their way.





JUDAS




(dryly)



Yea...I’ve noticed.





HUGO

Well, unless you have any more questions, there’s nothing more for us to do here. Try to get some rest before we arrive; one of our agents will be waiting for you when you need evac and ride you back to base.  Good luck.
Area 2: Military Installation

LOCATION

Judas stands before a fenced gate.  Beyond the gate is a stairway descending into an underground bunker.  Within the fenced area is a truck with a covered cargo area in the back, painted an olive green.
SOUND

The ambient sound of wind.

GAME
Judas uses the lockpick option with his utility knife to get through the closed fence.  

OPTION 1

The first option takes Judas through a minimal playthrough, gathering only what is needed to beat the level.  

GAME

Judas descends the stairs into the underground bunker and opens the door at the end of the stairs.  There is a short grey corridor beyond that leads to a fork, where Judas can go either right or left.  Out of sight to each direction is a single enemy.  
To the left is a locked door that Judas can’t lockpick labeled “Security”.  With no other option, Judas must go right. To the right is a long hallway.  There are a few doors on each side, none of which he can access.  Along the way, Judas runs into enemies one at a time.  These enemies, unlike the gang members, do enough damage to kill Judas in a few seconds; therefore, he needs to be careful to confront them one at a time so he can utilize his Focus ability.
At the end of this hallway is a locked door with a glass panel.  Judas can see through it to see another short hallway; a guard is standing near a control console with a nearby door on the other side.

TRIGGER 1A

Judas uses Focus on the guard.

SCRIPTED EVENT

The guard begins to type a code on the control console.
GUARD
(to himself)

Let’s see here...three dash forty three seven eye.

The door slides open and the guard steps through it.
GAME

Judas lockpicks the door and then enters the password which opens the door. Judas eliminates the guard he just followed and proceeds past the small room, which is inhabited by a scientist.  The scientist is working on some sort of gadget located on a table.  
TRIGGER 2B

Judas walks into the next room.
SCRIPTED EVENT





SCIENTIST




(scared)



Who are you?  And how did you get in here?





JUDAS

Doesn’t matter who I am.  All right pal, not even I really know why I’m here, but if you want to live, here’s the deal.  Give me everything you’re working on, and while we’re at it, whatever that thing is.

The scientist, clearly frightened, moves over to the table. 





SCIENTIST




(scared)



Sure...killing me would be a waste.





JUDAS

I imagine so.  So what are you working on here?





SCIENTIST




(scared, but mocking)

I honestly don’t believe you’d understand it...

Judas draws his silenced pistol and aims it the scientist.





SCIENTIST




(scared)

Okay!  It’s a scanner for particular brain waves.  We use it see if people are being influenced by specific mental patterns that would suggest they’re under mind control.

JUDAS




(mocking)

Sounds fancy.  I couldn’t possibly understand it.  Still, I’m going to have to take it.

Judas grabs the device before glancing back at the scientist.





JUDAS




(patronizing)



Just be glad I’m in a good mood.

CHAPTER END






OPTION 2

Option 2 is a more circuitous route during which Judas discovers the Legion’s true purpose.

GAME
Judas, as he descends the stairs into the underground bunker, notices a ventilation shaft above the bunker door.  He fires a shot into the vent grating and climbs into it.

The vent goes forward slightly and takes a left.  Judas follows the vents before reaching a grating on the vent floor.  He shoots the grating off and drops down into the security room.

There are a pair of desks, one of which has a computer that is turned on.  The far wall is covered with security footage.

TRIGGER 2C

Judas interacts with the security footage.





JUDAS

This place has pretty good security.  I should tread lightly.

TRIGGER 2D

Judas interacts with the disabled computer.

JUDAS

Damn thing is turned off, but the other one looks like it’s on.

TRIGGER 2E

Judas interacts with the enabled computer.

SCRIPTED EVENT

Judas sits down at the desk chair near the computer.





JUDAS



What luck, this thing is on.  Let’s see.
Judas types on the computer.





JUDAS



What the...that lying son of a bitch!

The camera focuses on the computer screen, which shows a United States flag and the US Army logo.





JUDAS

Rival organization, my ass...just what are you up to, Hugo?

Judas continues to type on the computer.





JUDAS

Ah, well look at this.  Sergeant Hugo Traya.  Dishonorably discharged, moved on to found the terrorist organization that refers to itself as the Legion.  Currently conducting research using stolen military data.  Suspected second in command is... oh my. 

Judas gets and glares at the door.  





JUDAS

I need to see Hugo, now.  Hopefully I can find the information I need from here.

Judas continues to type on the computer for a few moments.

JUDAS

Excellent.  With this information, I’ve secured my ride home.  Which is important—I need to see Hugo.  Now.

CHAPTER END

Chapter 5

Ending 1
Ending 1 occurs if Judas follows Option 1 in Chapter 4.

LOCATION

The briefing room from Chapter 3.

CUTSCENE

CHARACTERS

Judas, Hugo, Carly

ACTION
Judas, Hugo, and Carly are sitting at the briefing table.  Judas has brought the brainwave-scanning device from Chapter 4.





JUDAS

So this is the device that I managed to take from them.  Who were they, anyway?





HUGO




(wary)

It’s unimportant, other than to know that they don’t have mankind’s best interests in mind.  What did you say this device does again...?

Judas picks it up and idly switches on.





JUDAS




(uncertain)

I’m not totally sure I get it myself.  The scientist said it could scan a person’s mind to see if they were under some sort of mind control, essentially.





HUGO




(wary)



I see.  No need to turn that on in here.
Judas places it back on the table, but doesn’t turn it off.





JUDAS



Not a problem.

HUGO




(pleasantly)

Thank you.  Can I rely on you in the future, Judas?




JUDAS




(considering Hugo’s question)

I don’t really have a choice in the matter, so I guess you can...
Carly makes a grunting noise.





JUDAS




(confused)



I’m sorry?

With what appears to be great effort, Carly stumbles over to the brainwave-scanning device and orients it toward herself.  It begins emitting a low beeping noise.




JUDAS



(shocked)



What the hell...

An explosion from outside rocks the entire room.  A burst of static plays and then a muffled voice over a radio begins to shout.





MUFFLED VOICE OVER RADIO




(alarmed)

Boss!   I don’t know how they found us or why they’re here, but a trio of military tanks wearing United States emblems are opening fire on the installation!





HUGO




(alarmed)

Blast!  Judas, they must have followed you from their compound...Judas!  Are you listening?

Judas is staring intently at Carly as the device continues to beep on her.





JUDAS

(enlightened)

She’s mind controlled...?  Hugo!  What have you done to her?

Another series of explosions rocks the building, and then the briefing room promptly detonates.  The screen fades to white.
GAME END

Ending 2

Ending 2 occurs if Judas follows Option 2 in Chapter 4.
LOCATION
The Legion’s Headquarters Interior.  Judas is standing in the middle of a large, domed room.  At the far end of the domed room is a hallway with a desk near it.  A Legion member is situated behind the desk.
CUTSCENE

SOUND
The general ambient sound of machinery.

CHARACTERS

Judas

ACTION

Judas walks into the room and looks around casually.





JUDAS (V.O.)
To be honest, I was expecting more of a reception.  But apparently not.  I guess they’re going to make it difficult.  No matter; all I needed to do was find Hugo or Carly.  

GAME
Judas can move around the domed room.  He can run down the hallway or interact with the Legion member behind the desk.

TRIGGER 2A

Judas interacts with the Legion member.

SCRIPTED EVENT





JUDAS




(inquisitive)



Hey.  Do you know where Hugo or Carly are?





LEGION MEMBER

Nope, sorry.  Hugo might be in the med bay, like he usually is, and Carly might be in the training area.





JUDAS



Thanks.

GAME
Judas runs through the hallway.  The medical bay is on the left side of the hallway, though a quick exploration of the medical bay indicates that Hugo is not there.  On the opposite side of the hall is the training area.  Judas navigates his way through the training area and reaches the central, elevated platform to find Carly located there, sitting down behind the control console there.

TRIGGER 2B

Judas interacts with Carly.

CUTSCENE
Judas carefully walks up to Carly.





JUDAS




(softly)



Carly?  Hello?

Carly looks up suddenly.





CARLY



What?  Oh, hello Judas.  May I help you?

Judas shakes his head.

JUDAS

Not exactly.  But I feel like I might be able to help you.





CARLY



I’m not sure I follow.





JUDAS




(steadily getting irritated)

Is it true, Carly?  Is it true that he’s controlling you? 

Carly stands up, a look of panic on her face.





CARLY




(angrily)

What?  How did you find out?  Judas...when I find you, you have no idea what I’m going to do to you...

Judas grabs Carly by the shoulders and shoves her into a kneeling position.





JUDAS




(irritated)

Hugo!  I know you can hear me...I don’t know how you do it, but I know it.  You won’t have to find me.  I’m coming for you next.

Judas, with one hand firmly holding Carly down, raises his other hand to cup Carly’s forehead.  He grunts for a moment.  





JUDAS




(hesitating)



I have no idea how to do this...

Judas holds Carly in this position for a few moments; his back arches and he grits his teeth, clearly concentrating intently on something.  After several seconds, he grunts and takes a step back.  Carly screams and slumps, still sitting on the chair.





JUDAS




(scared)



Oh no...

Judas gently pokes Carly.  She squirms slightly.





CARLY




(as if just waking up)



What...?  Oh, god.  Where am I?





JUDAS




(softly)

Carly?  If that’s even your name...can you hear me?

Carly looks up at Judas and squints; she looks more aware than she has looked until this point.





CARLY




(surprised)

Judas!  How did you know?  He’s been using me from the 

start.  I don’t even know...

JUDAS

Calm down, it’s all right.  I’ll be back to get you, but before I leave this place, I need to deal with Hugo.  He’s a monster.



CARLY

I know.  When he was controlling me, I could hear his every thought.  I know what’s he up to.  Go to the briefing room.  Underneath the projector room is a small number pad.  Type one one three eight into it.  You’ll know what to do.

GAME

All Legion Members, with the exception of Carly, are now hostile toward Judas.

Judas leaves the training room and heads to the briefing room.

TRIGGER 2C

Judas interacts with Carly once again.





CARLY

You said you’d come back for me...go deal with Hugo!

GAME

Judas returns to the hallway.  If he travels to the end of it, he reaches the briefing room.  After he fights his way to the briefing room, Judas interacts with the projector, which moves it.  Interacting with the number key inputs the code.  A trap door behind the projector screen slides open.
TRIGGER 2D

Judas interacts with the number key.





JUDAS



Sneaky, Hugo.  Not sure how I missed this.

GAME
Judas moves through the trap door through a tight corridor.  After fighting his way through the few guards there, Judas finally reaches the end of the corridor, which has a locked door.  Judas lockpicks the door open.

TRIGGER 2E

Judas lockpicks the door open.

CUTSCENE


ACTION

Judas steps through the doorway.  The camera focuses on him for a moment before panning to the side to reveal Hugo.  His lab coat is off, revealing a full military suit.  He has an Assault Rifle in one hand and a grenade in the other.




HUGO




(calm)



So, you found out my big secret.

 



JUDAS



(angry)



Some secret.  You bastard...





HUGO



Come, now.  Surely you can see my goal here.  





JUDAS

Looks to me you’re just trying to start a war.  And not even your soldiers are loyal to you.  You force some to work for you and the others just figure out the truth.





HUGO

Indeed.  No matter.  I’ll get Carly under my control again.  But not before adding you to my ranks.

Hugo raises his gun.

GAME
Hugo begins to open fire and throw grenades.  Every twenty seconds, a single Legion reinforcement comes that Judas must also deal with.  Hugo, like Judas, also can use Focus, so he cannot be killed merely by shooting him.  Instead, Judas must interact with the grenades that Hugo throws and throw them back at Hugo.  Hugo will eventually be pinned into a corner and, with nowhere else to go, is killed by the explosion.

TRIGGER 2E

Hugo is killed.

CUTSCENE

ACTION

Judas takes a deep breath.

JUDAS

Finally.  I need to go get Carly now, and get the hell out of here.

The screen fades to black and then fades back in to show Judas and Carly escaping from a hidden, tunnel.  In the background, silhouetted near the horizon, are three tanks and a line of smaller vehicles.  A building in the background is being bombarded, and a final hit explodes the entire structure, lighting up the entire sky.





JUDAS



Looks like we got out of here just in time.





CARLY

Perhaps so.  Still, we should get out of here.  I don’t know if we’d be able to explain our role here.





JUDAS

Yea, me either.  I’m glad I was able to help you before the army came here.





CARLY



Me too...but enough stalling.  Let’s go.

Judas and Carly run away from the scene and the screen fades to black.

GAME END

Opening cutscene depicts Judas being chased








Sequence to a movement tutorial





Cutscene depicts Judas being captured and then waking up.  Hugo explains to Judas about the Legion and asks for Judas’ help





Sequence to a second tutorial, this time explaining combat and other non-movement techniques





A short cutscene briefs Judas on his first mission, then the game shifts to gameplay





Kill Sammy





Kidnap Sammy








Let Sammy escape





In a cutscene, Judas receives feedback based on his performance and is then briefed on his next assignment





Sequence to the next level; Judas is brought to the enemy research facility 





Judas completes his minimum objectives and returns to base, unaware of the Legion’s true intentions








Judas discovers the Legion’s true intentions in the facility via documents





Judas returns to the Legion’s HQ to confront Hugo, but Hugo is in hiding





Hugo praises Judas for his work, and then both are killed as the military forces surround and destroy the Legion’s HQ





Judas frees Carly from her mind control; in return she offers Judas information on how to reach Hugo





Judas confronts and defeats Hugo








The end cutscene depicts the Legion’s HQ being surrounded and destroyed as Judas and Carly slip past, undetected
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