Main Quest Design

Quest Title: A Little Help

Quest Giver: Sera

Quest Giver Location: Sera communicates to Jo via a long-distance radio (walkie talkie) from
her home on the mainland.

Quest Goal Location: Guard Training Facility

Major NPC encountered:

e Phil

o O O O O

Occupation: Prison guard

Race: White

Age: Late 30s

Appearance: Unkempt beard, disheveled uniform; he’s hanging on by a thread
What Phil Wants: He wants to die. He can feel himself changing and doesn’t
want to hurt anyone, especially his family, who he believes are still safe on the
island.

e Sera (via radio)

o

O O O O

Occupation: Former electrician on island

Race: Hispanic

Age: Mid 20s

Appearance: VO on radio (worried, supportive)

What Sera Wants: Sera wants Jo to find Aggie, no matter what, even if it puts Jo
in increasing danger.

Summary: Having encountered a Penitent upon her arrival on the island, PC (Jo) heads to the
Guard Training Facility to find out what’s going on. Sera guides PC via long-range radio from the
mainland. PC finds guards at the facility, but they have all changed into the Penitent, except for
NPC Phil, a guard on the verge of changing into a Penitent. PC must fight and defeat Phil, then
decide if they will kill Phil, as he wishes, or leave him be.
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Narrative Information Learned: It's not just the inmates who are affected; whatever’s
happening is happening to the guards too.




Encounters: Jo encounters Penitent inmates on the way to the Guard Training Facility. She can
either run from them, use stealth to get by them, or engage them in hand-to-hand combat.

Loot Given: Upon defeating Phil, Jo acquires his gun (pistol), which she now has for the
remaining of the game.

Asset Requests:

e Two short in-engine cutscenes
linitial conversation with Phil;
Conversation after Jo defeats Phil

Jo
Sera
Phil

Quest Dialogues:

This quest begins immediately after Jo encounters a Penitent for the first time and kills it. She
stands over the dead Penitent and radios Sera.

Step 1 Dialogue

JO
(on radio)
Sera, come in.

(off radio)
Jesus Christ.

SERA
(on radio)
I’'m here. What's going on?

JO
(on radio)
Someone attacked me. An inmate.

SERA
(on radio)
Oh my god. What happened? Are you okay?

JO
(on radio)



He wasn’t ... there was something wrong with him.

SERA
(on radio)
What do you mean?

JO
(on radio)
| don’t know. | don’t—nhis face. There was blood, coming out of his eyes. His mouth.

SERA
(on radio)
Blood? Are you okay?

JO
(on radio)
I’'m fine. Just don’t know what the hell is going on.

SERA
(on radio)
Is there anyone else? Any guards?

JO
(on radio)
| don’t see anyone.

SERA
(on radio)
Maybe try the Guard Training Facility. See if anyone’s there.

JO
(on radio)
Yeah. Okay. Is it still by the water tower?

SERA
(on radio)
Yeah, you should be able to see it.

JO
(on radio)
Got it.

SERA
(on radio)



Radio me when you get there?

JO
(on radio)
Roger that. Over.

Step 9 Dialogue - Jo talks to Phil after defeating the Penitent.

JO
You alright?

PHIL
(mumbling to himself)
He who is Penitent is almost innocent, he who is penitent is almost innocent, he who is—

JO
Sir? Can you hear me?

PHIL
(acknowledging Jo)
Why did you do that?

JO
Excuse me?

PHIL
Who anointed you?

JO
What? No one. It was attacking you.

PHIL
He was doing as he was conditioned. Like anyone else.

JO
He was a guard.

PHIL
Brad. He was my friend.

JO
I’'m sorry. What's your name?



PHIL
Phil.

JO
Phil, I'm Jo. Can you tell me what’s going on?

PHIL
| don’t want to be here. | can’t be here anymore.

JO
Why not? What's happening?

PHIL
(excitedly)
Maybe you can help. Brad couldn’t. | couldn’t. But you ...

Phil crouches to Brad and takes his gun off Brad’s holster.

PHIL
Here. Take it. End it. Please.

JO
End it?

PHIL
Shoot me. I'm begging you.

JO
What? I’'m not going to—

PHIL
It's too late! You either kill me now or you kill me later. Please.

JO
I’m not going to kill an innocent person.

PHIL
(laughing)
Innocent? Ha! There are no innocents here! Now take it!

He thrusts the gun at Jo, but she pushes him away.

PHIL
(con’td)



Fine. Then let me show you how innocent | am.
Phil aims the gun at Jo. She dives behind a desk just in time. The battle starts.
Step 13 Dialogue - Jo stands over a defeated Phil. Phil slides the gun to her feet.

PHIL
Please.

Jo picks up the gun.

JO
Tell me what happened. What’s going on?

PHIL
How the hell should | know. People just started changing.

JO
How? Why?

PHIL
You've seen them. The blood. Their eyes. Like they’'re possessed.

JO
How many are like this?

PHIL
| don’t know. Brad and | hunkered down here, hoping to buy time, figure out what to do. But then
he started crying blood. And acting different. He was angry all the time. Stopped talking.

JO
He attacked you.

PHIL
(in pain)
Now’s it my turn. | can feel it. There’s this ache ... like my blood ...

JO
Hey.

PHIL
(crawling toward Jo)
My family’s out there. | can’t let them ... you have to end it, before it’s too late.



JO
Stop—

PHIL

Do it! I'll kill you if you don't!

JO
l...

PHIL

Please. Help me.

Step 15 Dialogue - Branching Dialogue

The player/Jo has a choice; a)

kill Phil or b)

let him live.

later, Jo.
Next time
you won't
have a

CHOICE LINE ID SPEAKER DIALOGUE ACTION NEXT
A-Kill A 001 Jo “Your eyes A 002
Phil. are red.”
A 002 PHIL “Please.” A 003
A 003 Jo “I’'m Fires gun, |END
sorry.” killing
Phil.
B- Let B 001 Jo “No. I’'ll |Jo lowers |B_002
Phil live. figure out |the gun.
another
way."”
B 002 PHIL “There is B 003
no other
way."”
B 003 Jo “Goodbye, B 004
Phil.”
B 004 PHIL “See you END




choice.”

Step 16 - Conditional Dialogue: Jo Reports to Sera

Condition A: Jo Killed Phil

JO
(on radio)
Come in, Sera.

SERA
(on radio)
Jo. What happened? Did you find anyone?

JO
Yes, but they were ... more of the same.

SERA
The guards too? There wasn’t anyone, you know, normal?

JO

(lying)
No. They were all ... changed.

SERA

(sighing)
Oh my god. What is happening?

JO
| don’t know. It’s like a disease.

SERA
Okay. Okay. Jesus. Okay. What about the hospital?

JO
| could check.

SERA
It should be northwest of your position.

JO
Roger. I'll let you know once | get there.

Condition B: Jo spared Phil



JO
Come in, Sera.

SERA
Jo. What happened? Did you find anyone?

JO
| found one person unchanged. A guard.

SERA
Did you talk to him? Did he know what’s going on?

JO
He didn'’t ... it's like a disease, | think. It affects everyone.

SERA
Oh my god. Is he with you? Is he going to help?

JO
No. | had to leave him. He ... he wasn’t well.

SERA
Understood. Well, what about the hospital? Maybe they have some answers.

JO
| could check.

SERA
It should be northwest of your position.

JO
Roger. I'll let you know once | get there.
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THE PENITENT — Sample Combat Barks: Jo vs. Phil

"Gotta get closer."
"Can't let him see me."
"Where is he?"

"It's better this way!"

"Don't waste my bullets!"

"Where are you, Jo?"
"Shit!"

"Ah!"

"Mmmm!"
"Gotcha."

"Nice try."
"That's it."
(grunts)

"Fuck you."

"Go to hell."
"There you are."

"l see you."

"Aha!"

Low health — Jo "Screw this."

Low health — Jo "Can't take much more."

Low health — Jo "Not my time yet."

V.O. Direction

(whispering to herself)
(whispering to herself)

(whispering to herself)
(angry)

(annoyed)
(singing, mocking)
(pained)

(pained)

(pained)
(triumphant)
(cocky)

(satisfied)
(aggressive)
(aggressive)
(aggressive)
(patronizing)
(singing, mocking)
(playful)

(defiant)
(concerned)

(defiant)






