
[1] Rayum, the serum has 

worn off. Feigning 

unconsciousness won’t 

make this any easier. Are 

you ready to speak?

The guard exits (end 

scene)

(Remain 

silent and 

still)

(Lie) The leader of 

the resistance is 

Nerolu. Her camp 

lies to the south of 

Velos

I’ll discuss your 

usefulness with 

Felaspes. We may 

be able to use you 

elsewhere...

[2a] (Remain 

silent and 

unmoving)

[2b] You’ll get 

nothing from 

me

[2c] I’ll speak. I’ll 

do anything to 

make this end...

[3] Somehow, I 

knew it would 

come to this. 

(Kicks Rayum’s 

weakened body)

[4] Good. I’m glad 

you’ve come to your 

senses. Tell me, how 

many slaves are part 

of the resistance? 

(Remain Silent and 

ignore the blow. This 

weakling will get 

nothing.)

(Taunt him) Of all the 

blows I’ve received 

here in prison, I’ve 

come to find that yours 

are the least fearsome.

(Lie) There are very few. I 

started the resistance, 

and I have yet been able 

to garner any real support 

among my peers.

(Tell the truth) There are 

hundreds. There are at 

least a handful in each 

slave camp.

Laughable? (He 

smiles) The blood 

leaving your mouth 

betrays your agony.

Where have you 

hidden the amulet?

I want to join the 

Ronso’s. You know 

how valuable an insider 

could be. I’ll tell you 

everything once I’m 

initiated.

I see. So how can 

I find the rest of 

the infidels?

Blue = PC

Orange = NPC

Rayum is the player character. He has been 

captured and has to find a way to escape. In this 

scenario the different branches of conversation 

result in a different means of escape. Each escape 

changes which characters are present, and how 

Rayum is viewed by the world around him. This 

conversation defines Rayum as either a stoic hero, 

clever but shifty negotiator, or traitor to the half-

dragons.

You win, cat. 

I’ll talk...

(Cough) Please, 

just let me back 

into the mines...

I’ll tell you what you 

need to know, but I 

need something first.

I want my 

freedom. I’ll give 

you the names 

and camps of all 

the resistors.

I want you to look in 

my eyes right now. 

Remember this 

moment when I return 

to free my brothers 

and kill you.

You’re in no position 

to bargain, but 

Felaspes did say any 

means neccesary...

The mines? If you 

don’t tell me how to 

find the rest of infidels, 

you won’t see 

tomorrow, let alone 

the mines.

I can only wait so 

long, lizard. I have 

some more painful 

ways of waking you. 

Magic can do some 

terrible things.

(Tell the truth) The 

infidels camp lies in a 

cave in The Great 

Plaines. The leader’s 

name is Lerdrai

Do you have 

anything else 

to say?

I’ll discuss 

your freedom 

with 

Felaspes.

I’ll discuss your fate 

with Felaspes. 

Hopefully he’ll grant me 

permission to continue 

the torture. We’re out of 

time.

All right I’m tired of wasting 

my time.(The Ronso 

summons a white hot blast of 

magical energy, torching 

Rayum’s foot) Let me know 

when you’ve decided your 

burn needs treatment.
(Lie) I don’t have 

any information 

that would interest 

you. You’re wasting 

your time with me

I’m glad 

you’ve finally 

come around.

(Remain 

Silent)

(Taunt) You 

have to go so 

soon?

Just think how useful 

I can be! Don’t let 

this opportunity slip 

through your grasp, 

cat.

Oh I won’t, 

beast. (He 

turns away)

Don’t worry beast, 

I’m sure I’ll find a 

way back here for 

at least a few 

moments of 

entertainment.

In this scene Rayum must be careful. If he angers the guard too much, he will end up 

injured. This will hinder his escape from the prison later in the story. If he can learn the 

name of his captor’s superior, new options will be available later on in his quest to 

stem the capture and enslavement of more Half-Dragons. If Rayum decides to betray 

his people and join with the Ronso cause, he will save himself from physical violence 

for now. This decision will make a drastic change in the games story. As a result of 

joining with the Ronso Rayum will face Half-Dragon enemies and play through a 

different plot line.



Conclusion Paragraph:
I see this conversation as a defining moment within the game. There are 

three different scenarios in this conversation that manifest immediately 

after the guard leaves. 

1. The guard injures Rayum, which makes it very difficult for him to 

escape. This will be later rewarded by his fellow half dragons because he 

did not surrender any worthwhile information. (Negative Outcome which 

becomes beneficial later in the game)

2. Rayum joins with the Ronso, becoming a double agent. In this scenario 

the rest of the game is drastically changed so that he is fighting against his 

own race. (Positive outcome that becomes detrimental later in the game)

3. Rayum bargains for his own freedom. If he does this by lying, he 

maintains the Half-Dragon’s respect. If he tells the truth and gives up the 

resistance’s location, he will be on his own fighting the Ronsos. Either way 

he won’t gain respect, or become injured by taking this option. (This choice 

isn’t really positive or negative. The character will be left mostly 

unchanged)

Hopefully this will provide players with an interesting interaction, but also 

big choices that drastically change the world in which they are playing. 

This also gives the player the choice to develop Rayum’s character. If they 

want to play as a spy, they can decide to betray the Half-Dragons etc.
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