[bookmark: _vt7asajhr3i7]Concept for Cutscenes

1. [bookmark: _nh6end9zajnk]The Brief:
2. Game Title: Eternal Saga
3. Segment Description: The protagonist, Aria, is a skilled mage-warrior leading a rebellion against the tyrannical Overlord, who controls the land of Valoria with an iron fist. The game has reached a crucial juncture where Aria and her companions must journey from the ruined city of Eldoria to the ancient fortress of Tyr’Lana. The cinematic should depict a pivotal moment that transitions the player from the exploration and discovery phase in Eldoria to the intense combat and siege preparations at Tyr’Lana.
IDEA 1:
Visual Style and Atmosphere: A grayish tone with a sorrowful soundtrack emphasis a tone of lost
Key Scenes and Moments:
· The Ruins of Eldoria:  
a. Starts with the happy notes of Aria talking and laughing with her companions. The talking stops with Aria stopping in her tracks. The music dies down to this sorrowful music.
b. A scene of a broken building and empty streets. Aria looks in horror and seems to imagine kids playing with broken toys on the floor. Shops with their clothes torn apart.  Banner laying on the floor with footprints.  A town that seemed to be celebrating a festival destroyed, with no remaining survivors.
· The Journey: 
a. The journey is shown as the music continues as if the people are whispering their cry to Aria. A new anger rises in her as she remembers her time in this once lively city. It shows Aria in her anger destroying any enemy. Alongside her sense of failure.
b. The journey is shown as the music continues as if the people are whispering their cry to Aria. A new anger rises in her as she remembers her time in this once lively city. It shows Aria in her anger destroying any enemy. Alongside her sense of failure.
c. Concerns swipes through her Allies as they talk her through her anger and sorrow. And through their concern helps Aria to use that anger and sorrow as a way to channel into her goals to defeat the overlord.
· Arrival at Tyr’Lana:
a. Her arrival at Tyr’lana was given more hope when she realized that the overlord had not destroyed this fortress. Realising she now has more means to make sure that this horrific tyranny can be stopped. She can make sure that she is the hero she promises to be for them.
Character Focus: Aria’s personal connection to the place and people. Her memories of her time in the city. It focuses on her role and that she can’t save everyone but she needs to move forward for the hope of the world.
Music and Sound Design: Music from low sounds as if whispers of the dead, a somber reminder of the once beautiful loud city with hint of a happiness long pasted. To music with the whisper chanting louder and louder until they get to Tyr’ Lana which has a tone of hope. This music will have the music slowly switching sorrowful music to an ancient chanting a hopeful theme that showcases the hope of the people long past.
IDEA 2:
Visual Style and Atmosphere:  Vibrate color of nature taking over a ruined city long gone.  Serene music with a hint of somber tones. And 
Key Scenes and Moments:
1. The Ruins of Eldoria:  
a. Aria walked with a map in hand with her companions. Some of them looked out of breath. While others looked in awe at the sight of a city of old buildings that seemed to be sinking into the ground. Green moss seems to be talking over the land. 
b. Aria carefully walked around the city looking to find any semblance of life. 
c. One of the companions remarks about how history portrays the people as traitors to the overlord. 
d. They find a hidden room in the temple of the scrolls. Aria takes what she can.
e. Aria finds a statue in the middle of the broken temple that remained untouched. Place her hand on it and find out their history about how the overlord betrayed his own people. That these people were the ancestors of this world. All to make sure that his destined fall is prevented.
f. Aria realized her role as the potential destined one to fell the overlord and is shown her next destination of the fortress.
2. The Journey: 
a. The journey is one of a realization of hope yet a small sensation of fear in Aria of her huge role in this. 
b. Aria remembers her start of her journey to now and looks to the sky and wonders about the loss she had suffered and its connection to her new destination.
c. Aria looked at her keepsake and made a promise that even if she was not the destined one, that she would work her hardest to stop the overlord.
3. Arrival at Tyr’Lana:
a. Aria arrived with a new found hope as they finally found the hidden fortress. She stands in confidence as she and her allies open the gates. With no hesitation they walk into the fortress.
Character Focus: This focuses on Aria's role as the destined one. It acts as one hope to a brighter future that awaits her at the end. Aria realizes that no matter what the overlord does have a fear and it helps to get her realize that her action and her loss meant something.
Music and Sound Design: The music at the city is one of a somber yet serene tune of a city almost long forgotten showing that while it lost it felt there was still hope for a future. They accepted their loss and that there is a brighter future. The journey music is one of an orchestral piece that emphasizes the new beginning with upbeat lyrics. The fortress music is one of a mysterious ancient lull that is soft yet hopeful.

IDEA 3:
Visual Style and Atmosphere: A grey and brown tone with no hints of nature present. The music has a low melancholic soundtrack.
Key Scenes and Moments:
1. The Ruins of Eldoria:  
a. Opening shot of the group finding a desert and eventually finding the lost ruins of Eldoria.
b. No nature or resources to be found.
c. Aria comments on this being the home of her people before they were forced to leave their own home.
d. Aria tells the group of its history and how due to the overlord's action on this world has caused the lack of resources to his final attack on this once beautiful city.
e. Aria remembers the paintings her mother made of the city to how it was in real life and remarks that it looks nothing like the idealistic artwork her family had.
f. Aria finds a silk cloth and sees the name sewn on it, her own family name. And realized that it wasn’t an idealistic artwork but of its history. Her people still loved their home.
2. The Journey: 
a. The journey is one of Aria remembering her mother's words and of the history she knew of.
b. Aria goes into details about the history she knew of, the stories passed down to her companions. 
3. Arrival at Tyr’Lana:
a. At her arrival Aria tells the group about the hope of her people. That they believe they would come back to their home and rebuild it. Aria tells the group that she refused to let another city become what her people home became.
Character Focus: This focuses on Aria's past, her feelings about her own people and their history.  About how she is now her own people's hope for the future and how she wants to fulfill her people's wish and how she must stop this from happening to others.
Music and Sound Design: The music for the ruins would be a soft theme of Aria hometown that is usually bombastic and busy sounding. Instead it would be lower and pitch down as if it it just a memory. The journey music would be one of a mystical tune that is ethereal as if it is a fairy tale. And finally when arriving at the fortress it turns to a heroic sound with chanting of Aria people in the background in their language.


[bookmark: _arn7kwqpdd62]Writing Exercise - The Coffee Shop Challenge: Character Voice Development
“Let me try out this coffee shop. I heard good things about this place.” Melissa walked into the coffee shop. It looked really busy but they only had one barista. Man she felt for them, afterall she had days like that when she used to work at her old barista job. Nothing worse than dealing with a line and angry customers, she thought. 
”Come with me to try out this popular cafe I've been hearing all about.” Anna said loudly while holding out her phone. She knew that this would help get her views. She finally had the time to get to it and now that this place was more popular it would fit perfectly into her tiktok and blog. She looked at the line and sighed at it. It was going to take a long time. Instead she looked through her social media.
William looked at his watch and saw the time, 8:20 and grumbled. If only his assistant didn’t have a family emergency then he could have gotten coffee for him and his client. He only hoped that the client wss late instead. If not it could mean losing the deal and then there goes his high end paycheck.  
“How may I help you sir?” a timid voice came out from the barista. William, in no mood to waste time, didn't bother with pleasantry and made his order.
“Sorry sir, we don't have those drinks available since the machine broke down.”  She spoke looking around while nervously rubbing her hands together. 
“What? I wait in this damn line for these drinks! Why not put it up on the door if you don’t have a working machine or tell us customers instead of telling us at the counter!” William shouted, as the last of his nerves snapped. His head felt hot as his blood boiled. All this time wasted when he could have gotten it from another coffee shop had he known it wasn’t available.
“Sorry sir, umm I can get you a frappe or something else.” the barista's voice came out in a quiver. She was clearly at her own wit's end. But it meant nothing at that moment for William. 
“No, I want to talk to a manager! Right now, bring them out.”William slammed his fist on the counter causing the barista to jump up.
“Sir, I am the only one here. The boss isn’t going to be back until later. Sorry I don’t know why it stop working.” She explains to the nearly beet red man. 
He had a meeting to get to but now he worries about getting the coffee to his client. And before he could speak more another voice broke his thoughts.
“Yeah, a part timer totally knows how to fix a high end coffee machine.” Melissa spoke out, unable to handle it anymore.
“What is it to you? Do you work here? Why wouldn’t she know how to fix or how to make coffee another way especially when she is working,” William spoke out.
“I can’t deal with this. I used to work as a barista and believe me they don’t teach you other ways besides the store way to do it. Besides she obviously doesn’t consider she would have done so instead of listening to you yelling.” Melissa told Willaim off. She wondered how stupid this man was and why he couldn’t just let it be.
“Looks like there is a fight going on.” Anna spoke into her phone. She walked to the front and recorded William and Melissa fighting. William upon noticing Anna shouted for her to put her phone down.
“I have every right to film, you don’t control me. Come on, look around everyone recording this fight. This is going all over social.” Anna spoke out with a smirk at William's defeated look. She had missed out on the coffee but she did get the content for her social media to show. 
William upon realising that he was being filmed, quieted down and walked away. He could feel the risk of his job and money coming to him. He could only hope that the internet doesn’t find him or his job. 


[bookmark: _kzcgptax55ba]Writing Exercise - Layer Cake Dialogue and Quest
Open world game:

This game is in a steampunk themed turn based Rpg open world. The setting is in a fantasy setting where the player is a runaway fugitive from a crime they are framed for. One of the main areas is this hidden city for people who are outcast to those who have been mistreated. 

The Npc you the player are talking to is an adult woman named Mira that you knew from this academy you attended. She is dressed in a neatly well kept maid outfit with clocks around her waist. Her hair is in a high ponytail with a moving gear holding it up. She is a newly arrived citizen to this city along with the young noble boy and girl holding onto her leg with one on each side. She talks in a polite manner and seems on edge with talking to others in the city. You are tasked with helping her acquire mementos for the children to help them calm down.

For them, this is a way to get them to start trusting others in the city and to find out more about this kingdom you can travel to. By getting them to trust citizens will allow them to start helping out in the community and helping to teach others about what is going on with the nobility. This is also to help the children to stay put with their old treasure from their family. However if you fail to help them you end up having to deal with someone leaving the city with knowledge of where the city is causing more risk of being spotted by outsiders.

Dialogue 1: 
Mira: “Are you? Wait, (player name).  It is me, Mira from the Academy in La Griffin Region. Maybe if it is you, I can trust you to help?  Please go and get my young master and lady their family keepsakes from the barony. 

Dialogue 2:
I beg you, do be careful when going. I heard that the barony hardened their guard under the guise of finding my young lady and lord. I wish to ease them into this new life outside their home. Please lord and lady watch over your young ones through their hardship. (whisper)

Dialogue 3:
I wish that I could go back and stop the murder of my mistress but I must follow her final wishes to protect them from their uncle and relatives. I am sure they are plotting to use and discard them when they get all of the barony. I don’t care to clear my name if it means they can grow up and eventually go back home.





