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Script 
 

MISSION 1: A ROUGH LANDING - START 

 

MISSION 1: Objective 1: The Tree   

 

 

EXT. HARUUN KAL – FOREST CLIFF: MORNING 

 

Two humanoid silhouettes walking. 

 

 

INT. TITANIUM RAVEN – COCKPIT: AFTERNOON 

 

Loud, frantic beeping. 

Pilot struggling with controls. 

Pulls a lever. 

Pushes some buttons. 

 

PILOT 

Shit. 

 

He whips his chair around to face the woman standing over him. 

 

PILOT 

It’s no use! I’ve tried everything; we’re 

going down, captain. 

 

Ship rumbles. 

 

CAPTAIN 

Damn it, what kind of pilot steers 

straight into a planet’s orbit? 

 

PILOT 

That’s the thing, captain. We’re not even 

close to this planet. One this size… the 

gravitational pull shouldn’t be this 

strong for at least another hundred 

thousand miles…  

 

CAPTAIN 

Well, which planet is it? I try to make it 

a rule to know about a place before I 

crash land there.  

 

Ship rumbles. 

 

PILOT 

(examining monitors) 
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Uninhabited, unexplored, the sensors are 

saying it’s called… Haruun Kal. 

 

 

EXT. HARUUN KAL – FOREST CLIFF: MORNING 

 

Two humanoid silhouettes walking. 

 

 

INT. TITANIUM RAVEN – HOLD: AFTERNOON 

 

Ship rumbling. 

A Miraluka, WINTRA, sits calmly. 

Crew members intermittently running by doorway.  

One notices her and stops, a Wookiee, TARYRRHN. 

Turns to her and enters room.  

 

TARYRRHN 

Are you insane? What are you still doing 

here? Can you not see we’re bracing for an 

emergency crash? 

 

She looks up at him. 

 

TARYRRHN  

(noticing her blindfold) 

A figure of speech.  

 

WINTRA 

I see more than you know, Wookiee.  

 

TARYRRHN 

Regardless, it is not safe here. The 

captain has ordered everyone to the 

bridge. Come with me. 

 

No reaction.  

He gets closer. 

She smiles and looks away. 

Alarm begins blaring. 

Rumbling increases. 

 

TARYRRHN  

We have to leave, now.  

 

She makes no move to get up. 

He grabs her arm. 

She recoils. 

Considers. 

Follows him. 

 

 



5 | S W :  D o H K  
 

EXT. HARUUN KAL – FOREST CLIFF: MORNING 

 

Two humanoid silhouettes walking. 

 

 

EXT. SPACE: AFTERNOON 

 

Titanium Raven rushing towards Haruun Kal’s surface.  

Picking up speed. 

 

 

EXT. HARUUN KAL – PLANET SURFACE: AFTERNOON 

 

Titanium Raven approaches surface. 

Hits surface and hops several times. 

Sheds pieces of fuselage as contact is made with ground. 

Grinds to a halt. 

A rough landing.  

 

 

EXT. HARUUN KAL – FOREST CLIFF: MORNING 

 

Two humanoid silhouettes walking. 

One pauses. 

Blackout. 

A single blaster shot. 

A thud. 

 

 

EXT. HARUUN KAL – CRASH SITE: LATE AFTERNOON 

 

TARYRRHN struggles down landing ramp, carrying an unconscious WINTRA. 

Pieces of ship and small fires litter the crash site. 

A human, OWEN, a Twi’lek, FRESNEL, a Rodian, SAUBIO, and a Zabrak, 

JEREX stand around one of the larger burning pieces. 

 

FRESNEL 

No! That doesn’t make any sense! 

 

SAUBIO 

To you, maybe. Don’t you Twi’leks have any 

brains in those head tentacle things of 

yours? 

 

FRESNEL 

More than you have between those big bug 

eyes, I’m sure.  

 

OWEN 

This is getting us nowhere. Fighting 

amongst ourselves is the last thing we need 

right now. 
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JEREX 

It doesn’t matter. We’re going to die here. 

 

TARYRRHN and WINTRA approach the others.  

 

OWEN 

More survivors, good! Taryrrhn, glad to see 

you made it out in one piece. Is she 

alright?  

 

TARYRRHN 

You as well, Owen. I believe she is fine, 

merely unconscious. Is this everyone who 

survived the landing?  

 

SAUBIO 

Oh good, we have a Wookiee! They love 

strange forest planets, being from Kashyyyk 

and all. This guy’s probably thinking that 

this planet could use a few more trees.   

 

TARYRRHN 

(beginning to growl, then catching 

himself) 

It is actually a common misconception that 

all Wookiees live in trees and grow up on… 

Kashyyyk. 

 

SAUBIO 

You’re right. Some Wookiees prefer to go 

around stealing away blind women for their 

own nefarious Wookiee purposes. 

 

TARYRRHN sets WINTRA down. 

 

TARYRRHN 

She is not blind. She is of the Miraluka.  

 

OWEN 

Don’t mind Saubio; we’re all on edge after 

that landing. There’s a few more in our 

group and everyone else must either be with 

the other pieces of the ship that broke off 

or they’re… 

 

JEREX 

Dead. They’re dead. Just like us. 

 

SAUBIO 

That’s the spirit. As much as it pains me 

to part ways with our charming and 
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charismatic Zabrak friend, Jerex, here, I’m 

still getting out of here. 

 

FRESNEL 

No! We have to stay together! You saw what 

happened to Nirea and Taleed…  

 

OWEN 

Nothing happened to Nirea and Taleed. I’m 

sure they’ll be back soon. 

 

SAUBIO 

That’s right. They just got distracted by 

the beautiful scenery. 

 

FRESNEL 

Open your eyes! They’re not coming back! 

They’ve been gone for over an hour!  

 

TARYRRHN 

What is she talking about? 

 

OWEN 

(sighing) 

A couple of us went off to search for other 

survivors a little while ago and are taking 

longer than expected to return. 

 

FRESNEL 

That’s exactly why we’re staying here. 

Plus, you don’t even know where that device 

is pointing to. It probably just got 

damaged in the landing. 

 

TARYRRHN 

What device?  

 

SAUBIO pulls out and activates a small radar device. 

It begins to beep. 

 

SAUBIO 

This bad boy, our ticket out of this Hutt’s 

ass of a planet. It’s picking up a signal 

some distance off and I mean to follow it. 

I figure someone is trying reach out to us 

and Saubio Blith never rejects help when it 

is needed. 

 

FRESNEL 

Well, Fresnel Roseland never blindly trusts 

her life to a Rodian gambling addict who’s 

placing his bets on a tiny beeping machine 
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that probably doesn’t even work right on 

this damn planet!  

 

SAUBIO 

Read my case file, eh? Very clever. Amazing 

what an intergalactic legal agent has 

access to. Speaking of which, I figure 

you’d jump at any opportunity to get away 

from your friend, Mr. Sen, over there. I 

figure he’s pretty eager to get some alone 

time with the lady prosecuting him. What 

did you say his crime was again? Homicide?  

 

An Echani, SEN, sits further off, by his own smaller fire, eying the 

other survivors. 

 

FRESNEL 

I’m not worried about him. Unlike you, I’m 

thinking of everybody’s safety, not just my 

own. 

 

OWEN 

Like I said before, this arguing is 

pointless. We’ll talk about it when Nirea 

and Taleed get back. 

 

JEREX 

 Leave or stay, it doesn’t matter… we’re all 

dead… 

 

TARYRRHN 

I… 

 

WINTRA stirs. 

She looks around.  

Her gaze pauses on the burning piece of ship they are gathered around. 

She turns to run. 

Falls. 

TARYRRHN moves to help. 

Piece of ship explodes. 

Blackout. 

 

 

EXT. HARUUN KAL – CRASH SITE: NIGHT 

 

WINTRA stirs. 

TARYRRHN unconscious.  

They are the only two around. 

Ominous noises and rustling. 

She picks up two nearby blasters, clearly damaged. 

She begins to head into the forest. 

Pauses. 
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Regards TARYRRHN. 

Approaches him and wakes him up. 

He stirs in confusion. 

 

TARYRRHN 

What happened? Where are the others?  

 

WINTRA 

Gone. We have to leave, now.  

 

TARYRRN 

Leave? And where will we go? Neither one of 

us is familiar with the landscape of this 

planet. 

 

WINTRA 

There. 

 

She points to a cliff in the distance. 

Atop it sits a tall faintly glowing shape. 

 

TARYRRHN 

There? Why? 

 

WINTRA 

The Rodian was right.  

 

TARYRRHN 

The Rodian? How… how could you have seen… 

 

WINTRA 

I told you, I see more than you know, 

Taryrrhn.  

 

Hands him one of the blasters. 

He accepts it and they enter the forest together. 

 

 

EXT. HARUUN KAL – FOREST AREA: NIGHT 

 

As they get closer to the cliff, it becomes apparent that the huge 

glowing shape is actually a tree. 

 

TARYRRHN  

It appears to be another tree atop that 

cliff. But it is unlike all the others. 

Fascinating. It’s… fascinating. This is 

unusual, but I feel… 

 

WINTRA 

It. You can feel it, can’t you? That’s why 

we’re going there. 
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TARYRRHN 

But I did not have this… sensation before, 

at the landing site. 

 

WINTRA 

My people have a sensitivity to such things. 

 

TARYRRHN 

Force sensitivity, you mean.    

 

WINTRA 

What other type is there?    

 

 

Mission 1: Objective 2: Reach the Tree  

 

 

A rustling is heard before a strange creature emerges and charges 

TARYRRHN. 

Before he can react, WINTRA fires her blaster and tackles it. 

The beast attempts to flee while she continues to fire at it.  

 

WINTRA 

(ceasing to fire) 

Get back here, you demon, you nightmare 

creature! I’m not finished with you!  

 

TARYRRHN puts a hand on her arm, lowering the gun. 

The beast looks back at them, before disappearing into the brush. 

She looks at TARYRRHN. 

She looks down at the gun. 

She drops it. 

 

 

WINTRA 

Red… I don’t understand what… why… I did 

that… I’ve never even fired a blaster 

before… 

 

TARYRRHN 

You were responding to a threatening 

situation. That is practically the first 

thing we learned. Fight or flight. Clearly, 

you chose the former. 

 

WINTRA 

No… beyond that… red… there’s something 

about this place… 

 

TARYRRHN 
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Perhaps. Let’s get to that tree as quickly 

as possible.  

 

They encounter several creatures along the way but fend them off. 

 

 

Mission 1: Objective 3: Find the Radar 

 

 

EXT. HARUUN KAL – GLOWING TREE: NIGHT 

 

They reach the blue tree. 

Glowing will-o-wisps surround it. 

A sense of calm. 

WINTRA runs her hand down the trees surface. 

 

 

WINTRA 

You can feel the strength of this place. 

It’s almost… unbearable…  

 

TARYRRHN 

That sensation is definitely stronger here. 

It seems the tree is the source.  

 

WINTRA 

No. This tree is not the source. It is 

merely representing the Force for the common 

eye, nothing more than a window through 

which the true origin’s power can be seen. 

 

TARYRRHN    

And what is the true origin? 

 

WINTRA winces in pain, falling the ground. 

TARYRRHN approaches to help. 

 

TARYRRHN 

Are you alright? 

 

WINTRA 

I haven’t experienced the force this 

intensely since… since… 

 

TARYRRHN 

Since what? 

 

WINTRA 

My planet… my home… Katarr. The Sith came 

and they destroyed everything… Everyone I’ve 

ever loved, everyone I’ve ever known, gone. 
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I heard each and every one of their dying 

cries through the Force. The pain was… 

 

As she is talking, the will-o-wisps and tree begin to change from blue 

to red. 

The sense of calm is gone. 

A rustling is heard. 

A bloodied SAUBIO emerges, panting. 

 

SAUBIO 

The human! Owen! He… they… Sen… 

 

TARYRRHN 

Slow down. What are you talking about? Where 

are Owen and the others? 

 

He begins to explain just as half a vibroblade appears and just as 

quickly disappears through his torso. 

He slumps to the ground.  

SEN appears from the brush, licking his weapon clean of blood. 

 

SEN 

Sen knows. It appears as two, but Sen is not 

fooled. Two is easily made one and one as 

easily makes two.  

 

TARYRRHN and WINTRA both reach for their blasters.  

SEN notices and runs into the brush. 

 

SEN 

It has ways to hurt Sen. More than when it 

wore the face of the bug man. More than a 

beeping machine.  

 

TARYRRHN 

Why are you doing this, Sen? We were not 

going to hurt you. I am sure Saubio was not 

either… just come out and we will talk, 

okay? 

 

WINTRA 

The time for talk is done. This one is 

beyond the reach of reason. Fight or flight, 

right? 

 

SEN 

Sen will make one from its two faces and 

then none. No face means no eyes to watch 

Sen. He will take the furry face first.  

 

TARYRRHN 

(growling) 
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I choose the former. 

 

TARYRRHN and WINTRA battle with SEN. 

His laughter emanates from the darkness. 

They kill him. 

They notice a beeping sound. 

By SAUBIO’s body is his emergency radar. 

TARYRRHN picks it up.  

It points towards a faintly illuminated “city” in the distance.  

They head toward it. 

 

MISSION 1: A ROUGH LANDING - END 
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MISSION 2: DESCENT INTO MADNESS - START 

 

MISSION 2: Objective 1: Reach the Valley Floor 

 

EXT. HARUUN KAL – GLOWING TREE: NIGHT 

 

TARYRRHN and WINTRA on a cliff face, overlooking a valley. 

Various lights illuminate the forest below. 

A large river divides the valley. 

Light from the will-o-wisps illuminates the area. 

 

TARYRRHN 

Lights! This thing must be pointing to a 

city of some kind. 

 

TARYRRHN indicates on the radar. 

 

WINTRA 

How far? 

 

TARYRRHN 

Less than a mile. We just need to get 

across this valley. 

 

WINTRA 

Look around. There must be a way down. 

 

They begin searching for a way to descend into the valley. 

A cave entrance near glowing tree’s base, covered by roots and moss. 

If WINTRA finds the entrance: 

 

WINTRA 

There’s something here, give me a hand. 

 

If TARYRRHN finds the entrance: 

 

TARYRRHN 

I found a cave. It looks like it heads 

down. 

 

They uncover the entrance and descend into darkness. 

Cave walls illuminated by fungus. 

Cave opens into a cliff-side ledge. 

TARYRRHN and WINTRA are below tree tops. 

Forest floor is visible although still distant. 

Foliage creates natural pathways between trees. 

TARYRRHN and WINTRA navigate, slowly descending to the forest floor. 

 

 

Mission 2: Objective 2: Find Your Way 
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EXT. HARUUN KAL – VALLEY FLOOR: NIGHT 

 

The sounds of arguing from up ahead. 

 

JEREX 

Someone was down here! 

 

FRESNEL 

So where are they? 

 

JEREX 

I don’t know, that’s why we should keep 

looking. 

 

FRESNEL 

Face it, there’s no one down here. 

 

JEREX 

I know what I saw. 

 

FRESNEL 

Now we’re stuck with no way to get back to 

the ship. 

 

JEREX 

You could have stayed. 

 

FRESNEL 

With that thing nearby? I would have been 

killed! 

 

Slowly, they approach the point of origin. 

They discover two fellow survivors. 

A Zabrak, JEREX, and Twi’Lek, FRESNEL, sitting around a makeshift 

fire. 

Both are arguing. 

 

JEREX 

So quit complaining. We can still make it 

to that city. 

 

FRESNEL 

How do you know it was a city? 

 

JEREX 

Not much would give that kind of reading. 

If we still had the radar I could show you. 

 

FRESNEL 

You’re the one who dropped it on the way 

down. 
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JEREX 

The cliff was steep, it was that or … 

 

The argument suddenly stops when they notice TARYRRHN and WINTRA 

 

JEREX 

You two, how’d you … I thought both of you 

were dead. 

 

FRESNEL 

How do we know we can trust them? 

 

JEREX 

What do you mean? They’re probably heading 

to the city too. 

 

TARYRRHN 

Are there other’s headed there as well? 

 

JEREX 

Can’t say… anyone with a radar probably. 

 

WINTRA 

What did she mean, trust us? 

 

JEREX 

That, nothing she’s just …. 

 

FRESNEL cuts him off. 

 

FRESNEL 

Everyone’s not exactly… how should I put 

it? Sane. 

 

JEREX 

Listen, we can talk about this as we go. I 

don’t want to stay here any longer than I 

have to. Let’s start going towards the 

city. 

 

FRESNEL 

You two lead, you have that. 

 

FRESNEL motions toward TARYRRHN’s radar. 

Group moves towards the river. 

There’s no way across. 

 

TARYRRHN 

Damn, this is no place to cross. 

 

JEREX 
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Let’s look around. Split up. One group goes 

down river, the other up. 

 

WINTRA 

Are you sure that’s the best plan? 

 

JEREX 

It’s the fastest. And it’s better than 

waiting here to die. 

(Faces the group) 

I’ll go with her. 

(Indicates Wintra) 

You two try down river. 

 

FRESNEL 

Fine. Anything to get out of this jungle. 

 

TARYRRHN 

We’ll meet back here. 

 

 

GROUP 1: WINTRA AND JEREX 

 

Begin searching up river. 

Walking in silence, a voice is heard from up ahead. 

Both investigate, walking into a dense thicket. 

Will-o-wisps float about the thicket illuminating it. 

No one is found. 

They continue up the river. 

They come across a flooded section of the forest. 

Cliffs become apparent on the other side. 

 

WINTRA 

Nothing, let’s go back. 

 

Both decide there is no crossable section here and head back. 

 

GROUP 2: TARYRRHN AND FRESNEL 

 

They move down river. 

They see someone running ahead. 

 

TARYRRHN 

There’s someone up ahead! 

 

Begin to chase but lose the figure in the dense foliage. 

They continue forward into a clearing. 

Water is calm at this section of river. 

Dense moss covers the water. 

Twisted roots form a walkable area across the river. 

They decide to head back and tell the others. 

FRESNEL investigates the roots to make sure they are stable. 
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The moss also proves to be walkable. 

Turning to walk back a splash is heard. 

FRESNEL falls into the water and disappears. 

TARYRRHN loses the FRESNEL  

He searches the water and shouts her name. 

Silence.  

TARYRRHN heads back alone. 

Meets with WINTRA and JEREX. 

TARYRRHN explains what he found. 

 

TARYRRHN 

There is a crossing nearby. It’s our best 

hope. 

 

WINTRA 

Where’s Fresnel? 

 

TARYRRHN 

She was looking around and… she might have 

fallen in the river. There was no sign of 

her. 

 

JEREX 

She’s probably fine. Must have swam out 

down river. She’ll probably meet us at the 

crossing. 

 

Group heads to the crossing. 

 

 

Mission 2: Objective 3: Crossing Over 

 

EXT. HARUUN KAL – RIVER’S EDGE: NIGHT 

 

TARYRRHN 

She is not here. 

 

JEREX 

Maybe she’s already across. 

 

WINTRA 

Her fate might not have been so lucky. 

 

As a group they begin to cross. 

FRESNEL waits ahead of the group.  

She stands on the roots halfway across the river.  

JEREX rushes ahead. 

 

JEREX 

See? What did I tell you? 

 

WINTRA 
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Something’s wrong! 

 

An Opee Sea Killer erupts from the water. 

FRESNEL’s lifeless body was a lure used by the giant angler fish. 

The collision causes part of the root to splinter, sending the JEREX 

backwards. 

TARYRRHN stumbles, dropping his radar into the murky depths. 

JEREX gets up and rushes back to the group. 

They cross the moss to get to the next safe root. 

Opee Sea Killer is constantly prowling. 

Whenever the chance arises, the Sea Killer attacks. 

JEREX becomes increasingly frightened. 

Running as fast as they can, the group makes it halfway across. 

Sea Killer is waiting. 

It grabs JEREX and drags him under. 

Roots are becoming sparser. 

The Sea Killer is becoming more active. 

With a leap, TARYRRHN and WINTRA make it across. 

The Sea Killer submerges once more.  

JEREX and FRESNEL are never seen again. 

 

 

MISSION 2: DESCENT INTO MADNESS - END 
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MISSION 3: A CHANGE IN FATE - START 

 

MISSION 3: Objective 1: Head to the city 

 

 

EXT. HARUUN KAL - THE RIVER: NIGHT 

 

Waters rages in the river. 

Thunder heard in the distance. 

Sound of alien bug life in the trees. 

WINTRA and TARYRRHN make it to shore, coughing out water as they glare 

at each other. 

 

WINTRA 

It’s all your fault… 

 

TARYRRHN 

What? 

 

WINTRA 

Jerex could have lived if you grabbed him 

in time! What kind of a Wookiee are you! 

 

TARYRRHN 

What? You did nothing! Perhaps if you used 

some of that force power you might have 

done something useful! 

 

WINTRA 

Useful!? I’ve been useful since we crashed 

on this forsaken planet! 

 

TARYRRHN looks ready to hit WINTRA till he notices the city lights are 

close by and points them out. 

 

TARYRRHN 

Look, the lights. We are almost there! 

 

TARYRRHN tries to help WINTRA up, but she stands on her own. 

 

WINTRA 

I’m fine. Let’s just get there already. 

 

Both head into the forest. 

 

 

EXT. HARUUN KAL - NEAR FOREST: NIGHT 

 

Darkness surrounds the area. 

Trees as tall as buildings loom overhead. 

Growls and strange animal noises are heard in every direction.      A 

path lined with ancient, moss-covered statues leads to the city.  
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WINTRA and TARYRRHN begin hearing voices. 

 

WINTRR (V.O.) 

You cannot trust him. 

 

WINTRA 

What? Not again…. 

 

WINTRA (V.O.) 

The Wookiee has brought you nothing but 

suffering. Every step you take with him 

leads you to your death. Kill him before he 

becomes the death of you. 

 

WINTRA 

No, I need him. He needs me too. We managed 

to get this far together. 

 

WINTRA (V.O.) 

You are delusional. This is not a place 

where friendship and teamwork can exist. 

This is a place for the strong. If you are 

not strong, then you will perish. 

 

WINTRA 

Is this some sort of Dark Force trick?! 

 

WINTRA (V.O.) 

We are you. 

 

TARYRRHN (V.O.) 

Pathetic. 

 

TARYRRHN 

What? 

 

TARYRRHN (V.O.) 

You are pathetic. You carry that piece of 

dead weight around when she is only slowing 

you down. 

 

TARYRRHN 

Who? Wintra? No, she’s… she’s helping me. 

 

TARYRRHN (V.O.) 

Is she really? This blind fool has no 

control over her powers. By babysitting her 

you have become weaker and weaker. How long 

will it be until she stabs you in the back? 

 

TARYRRHN 

She would not do that! 
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TARYRRHN (V.O.) 

You know she will. You feel it in your 

bones. Kill her before she kills you! 

 

TARYRRHN 

Be quiet! 

 

A large tree with exploding fruit lies ahead. 

The fruit fall when the tree senses motion.  

WINTRA and TARYRRHN can either slowly move past it or shoot the fruit 

down. 

Some of the statues have vines that whip out and damage the player if 

they get to close. 

Two Dysonix’s are in the area: creatures resembling both a raptor, and 

a mantis. Six eyes, six claws, and sharp teeth.  

Along the path, one statue holds a sharp, ancient sword protected by 

vines. 

While walking, WINTRA sees visions of her family members telling her 

to follow them, saying they know the way.  

These visions are traps leading to dangerous plants. 

They come to a downward hill leading to the city walls. 

The statue with the sword comes to life; the CHANGELING attacks. 

WINTRA and TARYRRHN are knocked down the hill, followed by the 

CHANGELING. 

They fend off the CHANGELING who retreats once more. 

 

TARYRRHN 

That was close…. Wintra, have you stopped 

using your Force Sight? 

 

WINTRA 

I… I’m seeing things I don’t like…. 

 

TARYRRHN 

If we get attacked by that monster one more 

time we may not survive. 

 

WINTRA scoffs. 

The two trek downhill, avoiding various pitfalls, acid pools, and 

dangerous traps. 

The CHANGELING ambushes them slightly more frequently, making every 

statue a risk. 

Light-emitting plants are all they keep it at bay. 

TARYRRHN and WINTRA are confronted with a wide abyss, preventing them 

from moving on. 

 

TARYRRHN 

Wait there; I will create a bridge. 

 

THE CHANGELING appears. 
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TARYRRHN 

Hold him off! I will deal with the bridge! 

 

TARYRRHN starts to pushing over a weak tree trunk. 

WINTRA fights off THE CHANGELING. 

Nearby light plants are quickly fading. 

TARYRRHN rams the tree down and the two cross the makeshift bridge. 

They reach the bottom of the hill. 

 

  

EXT. HARUUN KAL - CITY: NIGHT 

 

Large ruins of a great city.                                       

Glowing flora illuminate the surrounding area.                       

Half-eaten skeletons are seen around the entrance.  

The city is a ghost town covered by colorful flowers. 

 

WINTRA 

This is it?! I don’t sense anyone here! 

 

TARYRRHN 

It can’t be…. 

 

WINTRA 

You fool! You led us though that forest 

just to go sightseeing?! Now what?! 

 

TARYRRHN 

We need to look around! I know there is 

something of use here. 

 

WINTRA 

You know nothing! The Sith would not even 

live in a place like this!  

 

TARYRRHN 

Get a hold of yourself!  

 

The two stare each other down before falling through a pitfall trap 

into the ruins below.  

 

 

MISSION 3: Objective 2: Explore the Ruins 

 

INT. HARUUN KAL - UNDERGROUND LABYRINTH ENTRANCE: NIGHT   

 

A dark, cold, and abandoned tunnel entrance. 

Ancient ruins of a lost civilization. 

Text written in blood. 

Howling wind in the corridors. 

 

WINTRA and TARYRRHN are unconscious in a pile of strange flora. 
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Both soon wake up. 

 

TARYRRHN 

Are you okay? 

 

WITNRA 

Yeah… thanks. You led us right into a trap. 

 

TARYRRHN ignores her and proceeds to move on. 

 

WINTRA 

Where are you going? 

 

TARYRRHN 

To find a way out. You can stay there if 

you want. 

 

She follows. 

They come across a large door - a switch on both sides. 

Both of them activate the switches at the same time.  

They walk down a dark hallway; large holes everywhere.  

Occasionally, a large green, slimy vine will come out of the hole and 

whip at WINTRA and TARYRRHN. 

TARYRRHN starts hearing a voice, but WINTRA doesn’t hear it. 

 

FEMALE VOICE 

HELP! 

 

TARYRRHN 

Did you hear that? 

 

WINTRA 

Hear what? 

 

FEMALE VOICE 

HELP ME! 

 

TARYRRHN 

Someone’s calling for help…. Let’s go! 

 

The voice gets louder as they proceed to the hall.  

TARYRRHN calls out to it.  

WINTRA believes he’s losing his mind. 

 

WINTRA 

Are you mad? I don’t hear anything. 

 

 

INT. HARUUN KAL - DEATH CHAMBER: NIGHT   

 

The two enter a chamber designed with six separate cages.  
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A level stands near the entrance. 

A mosaic with a message is seen at the end of the room. 

It tells them to pull the lever first. 

The lever is pulled, the cages all shine blue till one turns red each 

second like wheel. 

A mosaic on the wall shows that that one person must be in the blue 

cage while another pushes down a level.  

If the person is in the red cage they will either be electrocuted, 

causing damage, or given a vision from their nightmares.  

The mosaic says it must be done three times. 

 

TARYRRHN 

One of us needs to be in the chamber and 

the other needs to pull the switch. 

 

WINTRA 

Who’s it going to be? 

 

The first time shows one red cage. 

The second time there is two red cages. 

The third time there is four red cages. 

After the third time a hidden passages is revealed. 

 

 

INT. HARUUN KAL - UNDERGROUND LABYRINTH: NIGHT   

 

A creepy moss covered maze. 

A spiked ceiling.                                                   

Blood on the floors. 

A wall divides TARYRRHN and WINTRA. 

The ceiling above starts to slowly descend.  

 

TARYRRHN 

What’s this!? Run! Get to the other side! 

 

TARYRRHN and WINTRA run through the maze trying to reach the center. 

Many traps and dead ends wait for them. 

A pool of purple goo slows their movement. 

Walls covered in thorns hurt them if touched. 

Pitfalls lead to tiny man-eating plants.  

They experience various illusions, such as monsters attacking or 

hidden locations and paths. 

In the center of the maze are two switches and a sealed door on the 

ground. 

WINTRA and TARYRRHN push the switches and open the door which they 

jump into. 

 

 

INT. HARUUN KAL - UNDERGROUND LABYRINTH (CATACOMBS): NIGHT   

 

TARYRRHN and WINTRA land on a pile of bones. 
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The bones come to life and attack them. 

Seconds later they fade away. Another illusion.  

 

WINTRA 

This place is a death trap! What do we do? 

 

TARYRRHN 

This place still holds some value. Let’s 

keep looking. 

 

WINTRA 

You’re too stubborn! 

 

A dusty data pad lay on the floor. It flashes to life when touched.  

A recording is inside. 

 

RECORDING 

<< Our excavation on this planet has proved 

to be interesting with the discovery of 

these ruins. From what we can tell, the 

culture that used to live here lived off 

the land. They felt as if the planet itself 

was almost sentient and could feel things. 

Perhaps they were gifted in the Force like 

other races are. >> 

 

RECORDING 

<< The symbols we’ve decrypted talk about a 

great evil that lies inside the center of 

this civilization. Something they sealed 

away because it was said to cause insanity 

and chaos. We believe this to be nothing 

more than a superstition. We’ll be 

investigating this chamber tomorrow and see 

what lies inside. >> 

 

 

They press on through the halls.  

Voices tell them to kill one another the other. 

They find another data pad with another recording. 

 

RECORDING 

<< Madness! It’s madness! After opening the 

chamber, my colleagues started killing each 

other! They’re even trying to kill me! 

That’s not all… I see… visions… and things 

of nightmares. This object… was it a force 

sensitive object? Is the dark side 

involved? I… I need to change… I need to 

change my appearance. They’re all trying to 

kill me! >> 
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INT. HARUUN KAL - UNDERGROUND LABYRINTH (HALLWAY): NIGHT   

 

A narrow hallway. 

Strange skulls line the walls. 

A dense fog. 

 

TARYRRHN 

WINTRA, I-I can’t see a thing in this fog. 

 

WINTRA guides TARYRRHN with her Force Sight while avoiding traps. 

 

On the other end of the room is an ancient teleporter and a datapad 

with a recording. 

 

RECORDING 

<< Kill… kill… that’s what the voices keep 

telling me… t-they’re everywhere. But I can 

change… I can hide when they least expect 

it and kill them all! Everyone’s out to get 

me! I have to kill them all before they 

kill me! >> 

 

TARYRRHN examines the teleporter. 

 

TARYRRHN 

This looks like a teleporter of some kind. 

Maybe we can use it to escape. 

 

WINTRA and TARYRRHN enter the teleporter one at a time.  

 

 

MISSION 3: Objective 3: Kill… Kill… 

 

INT. HARUUN KAL - UNDERGROUND LABYRINTH (DARK ROOM): NIGHT   

 

Complete darkness. 

A small bright light ahead in a dark room.  

WINTRA and TARYRRHN are teleported to their own separate dark rooms. 

They make their way to the light as they hear sounds of the CHANGELING 

nearby. 

 

 

INT. HARUUN KAL - UNDERGROUND LABYRINTH (THRONE ROOM): NIGHT   

 

WINTRA and TARYRRHN arrive at opposite ends of the throne room. 

Sculptures and art work decorate the room. 

A long, beeping, crystal cylinder rests on a tripod near the throne. 

 

WINTRA 

What is that? 
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TARYRRHN 

It’s a beacon. Maybe this can summon other 

ships to help us out! We’ll be rescued! 

 

WINTRA 

Wait! What if it’s another trap!  

 

TARYRRHN 

No, no! I am sure of it! This is our way to 

get out of here! 

 

WINTRA 

I’m sick of listening to you! Every time 

you lead us somewhere we end up almost 

killed by something or someone! Don’t touch 

that beacon! 

 

TARYRRHN 

Are you willing to throw away our only 

chance off this planet? 

 

WINTRA 

No! I’m trying to not get killed by you. 

You’ve been nothing, but trouble. I should 

have never followed you! 

 

TARYRRHN 

I saved your life! You should be thanking 

me! I have had to carry you the entire way 

through this. 

 

They are silent for a while as the voices in their head urge them to 

kill each other. 

 

WINTRA 

That’s it…. 

 

TARYRRHN 

I’m done playing games…. 

 

WINTRA & TARYRRHN 

DIE! 

 

They give in and attack each other. 

 

 

ENDING 

 

The victor stands over the dead body as a clone of the person they 

killed comes in from the back entrance. 

 

CLONE 
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Hey! 

 

WINTRA/TARYRRHN 

What!? How did you…. 

 

CLONE 

I was looking for you when I heard the 

fighting - what’s this? 

 

The CLONE heads over to the dead body. 

 

CLONE 

Do you think that’s the creature that’s 

been following us? 

 

WINTRA/TARYRRHN 

…I…. 

 

CLONE 

Wait… you don’t think that I’m that 

creature, do you? 

 

 

WINTRA/TARYRRHN 

I-I don’t know anymore. 

 

CLONE 

Look, good thing you killed it before it 

could kill you. But we need to get out of 

this place. I think I found a way out. 

Follow me. 

 

The victor and the CLONE head over to the other end of the hall past 

the back entrance. 

They arrive at a door that needs both of them to pull switches. 

The victor is about to pull when the CLONE turns into the CHANGLING 

and kills them. 

Clawdites are masters of camouflage. 

 

CLAWDITE 

They’re still here… I can see them… kill 

them… kill them all…. 

 

 

MISSION 3: A CHANGE IN FATE - END  
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Main Characters  
 
Wintra Ettal 

- Miraluka 
 

Biography 

 Wintra was a chef on Alpheridies before a Mandalorian invasion took away everything she had. 
Formerly outgoing and cheerful, her personality has shifted considerably. Suffering from severe 
post-traumatic stress, she was sent for counseling at an intergalactic psychiatric hospital. Upon 
crash-landing on Haruun Kal, a sadistic streak emerges.  
 

Main Archetypes 

 Blind Seer 

 Ineffectual Loner 

 Anti-Hero 
 

Totem 

 The ocean. Sometimes calm, sometimes violent beyond reason. Always changing.  
 

Main Dilemmas (Internal Struggles) 

 Coming to terms with the death of her friends and family. 
 

Ambitions 

 To silence the demons in her head. 
 

Casting Sheet 

NAME: Wintra Ettal 

GENDER: Female 

AGE: Mid 20s (human years) 

RACE: Miraluka 

HEIGHT: 5’6” 

BUILD: Slender 

HAIR: Black, long, straight. 

EYES: N/A 

CLOTHES: A maroon blindfold, violet cloak 

WEAPON: Short vibroblade 

PERSONALITY: Initially quiet and reserved, later becomes accusatory and sadistic 

VOICE PRINT: initially clever and mysterious, later blunt and aggressive 

 

  



31 | S W :  D o H K  
 

Taryrrhn Pong 
- Wookiee 

 

Biography 

 A hyperintelligent, genetically modified Wookiee raised on Coruscant. He has learned to speak 
Galactic Basic and identifies with humans more than his Wookiee brethren. A scholar and 
psychiatrist in training, Taryrrhn ’s character begins to unravel following the crash. 
 

Main Archetypes 

 Badass 

 Wolf Man 

 Mentor 
 

Totem 

 An owl. A symbol of wisdom and clarity, with a hidden vicious streak. 
 

Main Dilemmas (Internal Struggles) 

 A constant struggle to repress his Wookiee instincts 
 

Ambitions 

 Taryrrhn wishes to become a psychiatrist and understand the workings of the mind. 
 

Casting Sheet 

NAME: Taryrrhn  Pong 

GENDER: Male 

AGE: Late 30s (human years) 

RACE: Wookiee 

HEIGHT: 7’1” 

BUILD: Solid 

FUR: Light Brown 

EYES: Dark brown 

CLOTHES: Grey vest 

WEAPON: His bionic arm, a bowcaster 

PERSONALITY: Initially caring and leaderly, he later becomes dismissive and 

malicious 

VOICE PRINT: Proper, with carefully chosen words. Deep 
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The Changeling 
- Clawdite 

 

Biography 

 A changeling and former explorer that crashed in the forest of Haruun Kal many years prior. 
Mutated and bloodthirsty from exposure to the forest, his sanity is long lost. 
 

Main Archetypes 

 Stalker 

 Shapeshifter 
 

Totem 

 A spider. A silent hunter waiting to strike. 
 

Dilemmas (Internal Struggles) 

 Believes that all sentient life is trying to kill him. 
 

Ambitions 

 To survive by any means necessary 
 

Casting Sheet 

NAME: Changeling 

GENDER: Male 

AGE: N/A 

RACE: Clawdite 

HEIGHT: Varies 

BUILD: Varies 

SKIN COLOR: Varies 

EYES: Varies 

CLOTHES: Varies 

WEAPON: Melee generally 

PERSONALITY: Formerly strong-willed and inquisitive, currently a psychotic killer.  

VOICE PRINT: Varies 
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Secondary Characters 

 
Owen Hannica 

- Human 
 

Biography 

 Owen is a security guard from the psychiatric hospital who was present on the transport ship. 
He has a strong sense of justice and became de facto leader early after the crash. 
 

Main Archetypes 

 Ideal Hero 

 Keeper of the Peace 

 Paladin 
 

Totem 

 A watchdog. Maintains the peace and wants to keep everyone safe. 
 

Dilemmas (Internal Struggles) 

 His careful consideration of each decision before he makes it can lead to passivity. 
 

Ambitions 

 To work for the Galactic Republic and negotiate treaties. 
 

Casting Sheet 

NAME: Owen Hannica 

GENDER: Male 

AGE: 32 

RACE: Human 

HEIGHT: 5’11” 

BUILD: Muscular 

HAIR: Dirty Blond 

EYES: Green 

CLOTHES: Security vest, boots 

WEAPON: Stun blaster / baton 

PERSONALITY: keeper of the peace 

VOICE PRINT: Deep and commanding 
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Sen Jervada 
- Echani 

 

Biography 

 Sen is an alleged murderer from Coruscant. Little is known about his past, but his descent into 
psychosis after the crash landing on Haruun Kal is apparent. 
 

Main Archetypes 

 Psychopath 

 Paranoid Loner 
 

Totem 

 A jaguar. Fast, powerful, and is known to kill simply for sport. 
 

Dilemmas (Internal Struggles) 

 Wants to protect himself from those around him, but doesn’t know who is out to get him. 
 

Ambitions 

 To be away from everyone and everything. 
 

Casting Sheet 

NAME: Sen Jervada 

GENDER: Male 

AGE: 29 (human years) 

RACE: Echani 

HEIGHT: 5’10” 

BUILD: Lean, Athletic 

HAIR: White, short, spiky 

EYES: Silver 

CLOTHES: Tattered robe 

WEAPON: Retractable gauntlet vibroblades 

PERSONALITY: Crazed 

VOICE PRINT: Whispers to himself quickly 
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Fresnel Roseland 
- Twi’Lek 

 
Biography 

 Fresnel worked in an office within the Coruscant legal system to help bring criminals to justice. 
She was transferring Sen for psychiatric evaluation prior to his trial when the ship crashed. 

 
Main Archetype 

 Warrior Princess 

 Laissez faire 
 

Totem 

 A dandelion. Fragile, yet extremely persistent. 
 

Dilemmas (Internal Struggles) 

 She is indecisive, not willing to make hard choices. This usually ends with opportunities passing 
her by or finding herself dragged down a path she wouldn’t have chosen for herself. 
 

Ambitions 

 She wants to work for the Galactic Republic to help prosecute criminals. 
 

Casting Sheet 

NAME: Fresnel Roseland 

GENDER: Female 

AGE: 28 (human years) 

RACE: Twi’Lek 

HEIGHT: 5’4” 

BUILD: Slender 

SKIN COLOR: Lilac 

EYES: Dark blue 

CLOTHES:  Brown vest, pants, and boots 

WEAPON: Vibroblade knife salvaged from the crash 

PERSONALITY: Analytical, persistent, strong sense of justice 

VOICE PRINT: Prissy 

  



36 | S W :  D o H K  
 

Saubio Blith 
- Rodian 

 

Biography 

 A habitual gambler from Coruscant, Saubio was sent to the psychiatric hospital to help him deal 
with his addiction – not that he needs it. 
 

Main Archetype 

 Loveable Rogue 

 Survivalist 
 

Totem 

 A mouse. Quick and crafty, with a strong survival instinct. 
 

Dilemmas (Internal Struggles) 

 Often finds his gut decisions and quick thinking leading to trouble. 
 

Ambitions 

 To make it big at tables. 
 

Casting Sheet 

NAME: Saubio Blith 

GENDER: Male 

AGE: 43 (human years) 

RACE: Rodian 

HEIGHT: 4’11” 

BUILD: Frail 

SKIN COLOR: Green 

EYES: Red 

CLOTHES: Gold chains, rings 

WEAPON: Vibroblade knife, blaster 

PERSONALITY: Quick-witted and loose-tongued 

VOICE PRINT: Quick and sarcastic 
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Jerex Anan 
- Zabrak 

 

Biography 

 Jerex is the co-pilot of the transport ship. Resourceful, trustworthy, and, most importantly, 
understands the layout of the forest. His character is noticeably darker following the crash. 

 
Main Archetype 

 Rebel 
 

Totem 

 A panda. Indifferent and non-violent unless provoked. 
 

Dilemmas (Internal Struggles) 

 He is sometimes too trusting, giving people the benefit of the doubt until the prove they can’t 
be trusted. 
 

Ambitions 

 Jerex wants to one day own his own transport company, owning his own ship and seeing 
different parts of the galaxy. 
 

Casting Sheet 

NAME: Jerex Anan 

GENDER: Male 

AGE: Mid 30s (human years) 

RACE: Zabrak 

HEIGHT: 6’1” 

BUILD: Lean 

SKIN COLOR: Dark Orange  

EYES: Violet 

CLOTHES: Pilot’s uniform 

WEAPON: Vibroblade 

PERSONALITY: Trustworthy, pessimistic 

VOICE PRINT: Unemotional 
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Missions 
 

Mission 1: A Rough Landing 
 
Goal: 

 
Objective 1: Investigate the Glow 

 Crash landing on an unexplored planet.  

 Taryrrhn and Wintra must come up with a plan to escape.  

 They meet other survivors but are quickly separated from them 

 Forced to fight off the planet's dangers on their own.  
 

Objective 2: Reach the Tree 

 The two reach a glowing tree but are soon after attacked by one of the other survivors. 

 Their next destination is revealed. 
 

Objective 3: Find the Radar 

 The radar will guide their path 
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Mission 2: Descent Into Madness 
 
Goal: Reach civilization 
 
Objective 1: Reach the Valley Floor 

 Players navigate down the cliff face using a series of caves and various parts of the environment 
(ex. large tree’s branches, vines, foliage as platforms), 
 

Objective 2: Find Your Way 

 Players encounter Jerex and Fresnel. 

 They split into two groups to find a safe place to cross the river. The first group encounters a 
dead end and turns back. The second group finds a natural bridge to get across.  
 

Objective 3: Crossing Over 

 Cross a calm part of the river that has fungus, tree roots, and other foliage growing across 
creating a natural bridge. 

 They are attacked by an Opee Sea Killer. 

 They must get across without dying. 
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Mission 3: A Change in Fate 
 

Overall Goal: Escape the planet 
 
Objectives 1: Find the Civilization 

 The players follow a trek over a hill, avoiding aggressive plant life. 

 Some dead bodies will show the failed attempts of those before them. 

 When close enough, the two discover that the city is just a ruin. Tensions flare. 

 The two characters then fall into a trap that leads them underground. 
 
Objective 2: Explore the Ruins 

 The two wake up covered in flora that makes them hallucinate. In this area of the level, the 
hallucinations are much more intense. 

 While exploring, they find old holograms and recordings about the civilization and the explorers 
that came before them. Plant attacks and traps are prevalent. 

 The two find an old messaging beacon. Taryrrhn wants to use it, but Wintra is against it. 

 They argue. Anger and insanity cause them to come to blows. 
 

Objective 3: Kill… Kill… 

 Players fight till they kill one another. 

 The ending ties together the history of the stalker creature. 

 The game ends. 
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Noteworthy Mechanics 
 

 Creatures are extensions of the living planet. 

 If a creature is killable, it will have an internal light source. Unkillable creatures and dead 
creatures have no light source. 

 The spores in the air are what is affecting their sanity. 

 Players maintain light as a resource. Most light-source creatures are not aggressive unless 
provoked. Dark creatures are always aggressive. 

 This game will include a few different kinds of vibroweapons and some projectiles (particularly 
dart weapons and bowcasters) 

 There should be lots of teamwork missions 
o i.e. The wookiee throws the miraluka to higher elevations 

Player Character Mechanics 

Taryrrhn Wintra 

Strong 
Visceral Instinct 
Intelligent (knows basic) 
Large 
Suppressed instincts  
The more he’s damaged, the stronger he becomes. 
Taryrrhn has a rage mode that boosts his strength 
and speed, with a refractory period afterward – he 
is slower and weaker after rage mode – meaning if 
both characters go into their modes at the same 
time, they will be unable to protect each other. 
A bionic arm as his primary weapon. 

Blind 
Force sensitive 
Small / fast  
Assassin style 
Corrupted / Traumatized  
Mentally unstable 
Sadistic 
The longer she uses her enhanced force sensitivity 
mode, the blinder she becomes during her brief 
refractory period – meaning if both characters go 
into their modes at the same time, they will be 
unable to protect each other. 
A vibroknife as her primary weapon. 

 
Important note on Force Sight (how our main character sees): The Miraluka relied on this power 
constantly to compensate for their physical blindness. They could not perceive colors but could 
distinguish organics (even dead) and their alignment from the surrounding environment by their 
characteristic aura. Most objects, including doors and walls, appeared translucent, allowing them to 
see through them. The Miralukas were the most skilled experts of the technique. Thanks to it, their 
reflexes were strengthened enormously. 

  

http://starwars.wikia.com/wiki/Vibroweapon
http://starwars.wikia.com/wiki/Category:Projectile_weapons
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Narrative Recall System 
 

Visual Flashbacks 

At the beginning of a new chapter (ch. 2 and 3) players will see flashbacks to major events of 

earlier sections. This will help to recap events if the player is starting the game from a specific chapter as 

well as keep with the idea that the player’s characters are slowly loosing sanity due to the planet and 

stress. These flashbacks will include still images faded over the players screen as well as some simple 

audio. These flashbacks will last 5 seconds or less and only recap the most important aspects of the 

story. 

Audio Flashbacks 

Occasionally the players will hear audio from previous sections of the game. These will range 

from screams of people dying in the crash to lines NPC’s have said. These flashbacks will temporarily cut 

over the current audio of the game and only last for about one phrase or short sentence. These happen 

at specified times. 
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Indirect Guidance System 
 

 

The guidance system of Star Wars: DoHK first lends itself to the main characters’ handheld 

radar, but by Mission 2 the mechanics force the player to figure out a newer, more implicit means of 

navigation. This new system is based on using light and darkness to track your path. 

In DoHK, light guides the way. Early on, the player will discover creatures with faint light sources 

glowing in parts of their bodies. This light can be extracted to charge the energy crystals of certain 

devices, allowing players (particularly the player playing as Taryrrhn) to see through the dark and ward 

off enemies more effectively. Creatures, when slain, do not revive; their bodies serve as to mark 

traveled paths. Light source creatures, compared to creatures without the light source, are typically 

docile unless provoked. 

Later, as the darkness intensifies (from Mission 2 on), the players risk being attacked by an 

antagonistic shape-shifter if they are in complete darkness for an extended period of time. Light source 

creatures become less abundant, but plants emitting a similar light are placed at various points along 

the path forward. While near these plants, players are safe from some creatures. These plants can also 

be drained of their light, at the cost of darkness consuming the immediate area. Players essentially need 

to judge whether it is more important to be offensive or defensive at any given point. 

The guidance component of these plants comes from the act of draining them. Light source 

plants illuminate the path forward. Drained plants and mushrooms become withered and dark –

designating the traveled path – and the threat of an encounter with the changeling will encourage 

players to stay of darkness’s reach whenever they can avoid it. 
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Multiplayer Modes 
 

Escape (10 player) 

Players race to an escape pod to get off the planet and earn points. The escape pod can 

only hold 4 players. Once a player is in the escape pod they can take off at any time but will 

receive more points for each additional player in the pod (25 points for 1 player, 50 for 2 

players, 75 for 3 and 100 for a full ship or something similar). If a player dies they must go back 

to a start point and continue the race. Players can kill or help each other, it is up to them. A 

player in the escape pod can still be killed, but they have more protection and weaponry. 

This mode capitalizes on the urgency and danger apparent in the main game. It gives players 

the ability to either work with or against their fellow survivors to maximize success, allowing 

different play styles and emergent gameplay.  

Predator (10 player) 

Similar to the party game Mafia, all players but one are just trying to survive. Voice chat 

is off. The last player takes on the role of the changeling from the story mode. Only he knows 

that he is the changeling. His goal is to eliminate all of the other players one by one while 

avoiding having his identity revealed. After each death, voice chat is enabled for all living 

players and they vote on who they think the changeling is. The player with the most votes is 

killed. If the victim is an innocent, the game continues. Otherwise, the game is over. 

http://en.wikipedia.org/wiki/Mafia_(party_game)
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This mode continues the themes of paranoia and suspicion through the use of the changeling. It 

is a unique game type in that it is a break from the ordinary combat-oriented game modes and 

contextualizes an already successful game in a developed game environment. 

Group Survival (5 player) 

Similar to horde mode, players must survive against various enemies and environmental 

dangers. The longer the players survive, the more psychosis sets in and players have a harder 

time identifying friend from foe. Friendly Fire is ON. 

This mode makes use of story mode’s combat system and the idea of psychosis. Not being able 

to distinguish friend from foe is an interesting mechanic that is rarely explored in multiplayer 

modes, yet makes sense in the universe we have created.  
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Achievements 

 
Co-Op Achievements  

1. One small step…(10 Points) 

Achieved: Waking up on Haruun Kal 

2. Use the Force (10 Points) 

Achieved: Use Force Sight ten times 

3. Bloodrage (10 Points) 

Achieved: Activate Bloodrage ten times 

4. Predator (10 Points) 

Achieved: Survive a Changeling Attack 

5. Monster hunter (15 Points) 

Achieved: Kill 20 monsters 

6. Sneaky sneaky (15 Points) 

Achieved: Sneak past 20 monsters 

7. Nature killer (15 Points) 

Achieved: Fight off 7 different plant types 

8. Teamwork  (15 PointS) 

Achieved: Help your partner 10 times 

9. Tree of Light (15 Points) 

Achieved: Arrive at the Glowing Tree 

10. The madness begins (20 Points) 

Achieved: Kill Sen 

11. Killer of the seep (20 Points) 
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Achieved: Kill Opee Sea Killer 

12. Raise thy blade (20 Points) 

Achieved: Get the Ancient Sword 

13. City of ruins (25 Points) 

Achieved: Find the city 

14. Labyrinth masters (25 Points) 

Achieved: Beat the labyrinth maze puzzle in less than 5 minutes 

15. The One (50 Points) 

Achieved: Kill your partner 

16. Lost in darkness (50 Points) 

Achieved: Beat the game 

 

Multiplayer Achievements 

1. Escape Artist (10 Points) 

Achieved: Win one Escape round 

2. Good Samaritan (10 Points) 

Achieved: Win an Escape round while helping another player 

3. Rancor in  Banthas clothing (10 Points) 

Achieved: Win a round as the Changeling in Predator  

4. Judge (10 Points) 

Achieved: Win a round as an innocent in Predator 

5. Last Stand (10 Points) 

Achieved: Last 10 minutes in Group Survival 
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6. Till the end (10 Points) 

Achieved: Be the last one to die in Group Survival 

7. Escape Master (20 Points) 

Achieved: Win 10 Escape rounds 

8. Chosen One (30 Points) 

Achieved: Be the only one to escape in an escape pod 

9. Inquisitioner (20 Points) 

Achieved: Win 10 rounds in Predator as an innocent  

10. Reaper (20 Points) 

Achieved: Win 10 rounds in Predator as the Changeling 

11. Never tell me the odds (30 Points) 

Achieved: Guess the Changeling on the first try 

12. Hard to kill (20 Points) 

Achieved: Survive Group Survival for 20 minutes 

13. Commando (20 Points) 

Achieved: Kill 50 enemies in Group Survival 

14. To the bitter end (30 Points) 

Achieved: Survive Group Survival for 30 minutes 

15. Galactic Heroes (50 Points) 

Achieved: Survive 30 minutes in Group Survival without any team members dying 

 


