
 - 1 - 

CI6535 Games and media creation processes.  

Plot structure for a narrative game with levels.  

ACT ONE 

Level 1 Intro:  cutscene and gameplay   

England, May 646: roughly 20 years since King Uther died and his only child 

disappeared from Camelot. With the whereabouts of the last heir still 

unknown, Mordred continues to assume stewardship and plunges England 

further into a period of corruption and villainy. The only threat to his reign is 

from the missing heir, whom he continuously has his minions seeking out. 

Meanwhile, Arthur begins to wake up from a dream in a small & remote 

farming village out in the English countryside. 

 

Inciting Incident – end level 1 or level 2 cutscene 

Arthur wanders slightly out of the village to complete some chores and is 

ambushed by some raiders. He is saved by Merlin, who is travelling the 

country after leaving the court once Mordred assumed power. Both then 

discover that Arthur’s home has been torched, with the inhabitants all 

murdered. Both flee the scene to seek safety, and Merlin suspects there may 

be something more to Arthur than what meets the eye. 

 

Levels 2-4 gameplay 

Arthur and Merlin first meet Lancelot, a former knight of the royal court, who 

joins them on their quest after Merlin explains his suspicions regarding 

Arthur’s purpose. Lancelot sends out messages to his fellow knights who also 

chose exile rather than serve Mordred, and they gradually join the party in 

their quest over the coming levels. Along the way, they are attacked by 

various lackeys of Mordred who are trying to stop their progress. 
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Level 4 cutscene And now, about the villain – 

A message from Mordred comes to Arthur declaring how they are in fact half-

brothers, and that Arthur need not continue on his journey and instead can 

join Mordred’s side. Should Arthur refuse, there will be consequences to 

trying to play pretend at being a hero. As Arthur and the group come upon a 

town they intended to rest at, they discover it has been burned to the ground 

by raiders, same as Arthur’s village. 

 

Level 5 : End of act : action gameplay ending with cutscene 

Enraged, Arthur tracks down the raiders to their camp, followed by the group 

that have most of it’s members assembled. Upon finding the camp a plan is 

formed to stop the raiders, and upon success Arthur spots a knight clad in 

black armour fleeing the scene. His confidence grows slightly, and so does his 

arrogance. 

 

ACT TWO 

Levels 6-7 Gameplay and cutscenes as required 

With the whole party assembled, Arthur finds out a bit more about what truly 

happened after the death of his father. He learns more about his family, 

Mordred, and why the knights went into exile. Merlin also reveals some 

information behind the dragon-head necklace that Arthur possesses, but does 

not divulge the whole story. 

 

Level 8-9 the build-up towards midpoint reversal, cutscenes gameplay 

Merlin takes the party to find an ancient spirit that knew the late Uther 

known as the Lady of the Lake, as he believes she can help them locate the 

sword. Upon finding her, she tells them to search for an ancient tapestry in 

the abandoned castle Tintagel that holds the location of the sword they seek. 

Prior to departing, she blesses Arthur with a new enchanted sword to help 
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him on his journey – Excalibur. The Lady tells him that he will need this 

enchanted sword in order to overcome the obstacles that lie in his path. 

Mordred’s spies witness this and report back to a troop of black knights that 

are waiting to ambush them nearby. 

 

Level 10 - midpoint reversal – cutscene 

The party is ambushed by a troop of black knights as they leave the dwelling 

of the Lady of the Lake. During the fight, Arthur spots the black knight he 

saw earlier that fled the raiders’ camp and goes off to face him alone. This 

knight is the Knight Commander, and he beats Arthur, taking Excalibur as a 

prize. Merlin and the knights defeat most of the black knights and come to 

Arthur’s aid, causing the Knight Commander to flee, and leaving Arthur 

feeling humiliated and demoralized. 

 

Levels 11 gameplay  

Arthur and the party regather themselves and pursue the escaping black 

knights to retrieve Arthur’s sword. It is a lengthy chase, but once they catch 

up Arthur challenges the Knight Commander again and is much less arrogant 

this time. He defeats the commander and retrieves Excalibur, but before dying 

the commander tells them that while they were busy chasing him and his 

remaining troops, a message was delivered to other commanders from his 

Order to head for Tintagel to retrieve the location and destroy any clues to it. 

After the commander dies, Arthur, Merlin, and the exiled knights make for 

Tintagel with all haste. 

 

Level 12 gameplay and cutscenes  

The party arrive at their destination of the abandoned castle of Tintagel in the 

night and see the Order of the Black Knights have already arrived and set up 

camp just outside the bridge connecting the mainland to the castle. There is 
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no sign of life from the camp, but the sound of men screaming, and 

bloodcurdling roars can be heard from within the castle. The party wait for a 

while after silence falls to approach the camp and enter the castle. 

 

Level 13 all is lost moment gameplay ending with cutscene 

Merlin deciphers the location to the sword. Arthur and the knights defeat the 

Questing Beast, but not before it kills Merlin. Merlin tells Arthur the 

whereabouts of the sword before he passes away. With the loss of the party’s 

magician, everyone feels great despair and hopelessness. 

 

Level 14 gameplay and cutscenes 

Arthur decides to push on for Merlin, and with the location of the cave 

known to them, the knights go with Arthur. They find the cave entrance and 

steel themselves to enter it and confront the fabled dragon guardian. Albion 

tells Arthur everything about his ancestry, who he really is, and the 

significance of the necklace he carries. 

 

Level 15: end act two cutscene  

Arthur defeats Albion and discovers the legendary sword, Caliburn. After 

several attempts, the sword is freed from its anvil, and the knights 

acknowledge that this is the sword Uther declared would identify the rightful 

king of England. They all kneel to Arthur, then leave the cave to prepare to 

confront Mordred. 

 

ACT THREE 

Level 16: the journey back gameplay 

The party set up camp near the cave entrance and send some of the knights to 

go get supplies from the nearest village / town. While there, the knights 

overhear gossip about how Mordred is calling on Arthur to come confront 
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him in Camelot. If Arthur refuses, then Mordred will start torching more 

homes. The knights return to the camp site with this news, and the party 

make haste to get to Camelot as quickly as possible. 

 

Level 17: the villain gameplay 

Mordred begins to call upon all his associates to Camelot for the big battle, 

however not all of them come, and those that do have some doubts. Rumours 

are circulating fast in the city and nearby areas that the sword Uther spoke of 

has been found, and that a group of exiled knights led by Merlin have 

discovered it. 

 

Level 18: Act three Climax – Narrative climax  

Arthur and the knights arrive at Camelot and prepare their plan of attack for 

sieging the inner keep. Upon entering the city, the party fight their way 

through a variety of Mordred’s subordinates, until Arthur makes it to the 

throne room to face Mordred. 

 

Level 19: Resurrection gameplay and cutscene 

Mordred attempts to convince Arthur to join him, but fails, resulting in the 

final battle between Arthur and Mordred. 

 

Level 20 : Resolution  

Arthur and the knights are victorious; Mordred is dead and his forces scatter 

and flee from Camelot. Arthur’s possession of the sword and support from 

the knights proves he is worthy to become king, and a coronation takes place. 

Arthur decides to form the Round Table in honour of Merlin. 


