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Mission Dialogue – Sample 

Summary:  

This sample demonstrates mission-driven dialogue for a first-person shooter (FPS), 
focusing on cinematic storytelling, tactical dialogue, and gameplay integration. The 
mission, Break the Code, follows bounty hunters Kira and Val as they infiltrate a Zero-Sun 
Clan stronghold—an abandoned football stadium—to rescue their mentor. The dialogue 
shifts dynamically based on player actions, including stealth success, combat triggers, and 
mid-mission objectives. 

The script format showcases character interactions and narrative flow, while the 
spreadsheet format provides implementation-ready dialogue for game development 
pipelines. This piece highlights my ability to blend engaging character writing with reactive 
gameplay dialogue, ensuring a seamless narrative experience in FPS gameplay. 

 

MISSION: BREAK THE CODE 

OBJECTIVE: Infiltrate the Zero-Sun Clan's stadium compound, locate and extract Caine. 

 

EXT. ABANDONED FOOTBALL STADIUM – PARKING LOT – NIGHT 

(KIRA, VAL, and CYPHER crouch behind an overturned car, scanning the enemy patrols.) 

VAL 
(grim) 
Damn, they’re fortified. No gaps in the patrols. 

KIRA 
We make our own gaps. Cypher, you’re up. 

CYPHER 
(smirks) 
Thought you’d never ask. Get me to a terminal, and I’ll make those guards chase shadows. 

(Mission begins. Player follows Cypher to an access point while avoiding or eliminating 
patrols.) 

 

MID-MISSION DIALOGUE (Player Actions Trigger These Lines) 
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IF PLAYER STAYS IN STEALTH 
(Player successfully sneaks past multiple guards.) 

CYPHER (COMMS) 
Huh. You’re actually decent at this. I was betting on a firefight by now. 

VAL (WHISPERS) 
Shut up, or I’ll make one happen. 

 

IF PLAYER GETS SPOTTED 
(Alarms blare as enemies converge on the player’s position.) 

COMMANDER (ENEMY VOICE OVER PA SYSTEM) 
Intruders detected! Lock the perimeter! 

VAL (OVER COMMS) 
Yeah, so much for subtle. We gotta move—now! 

CYPHER 
(stressed) 
I’m working on the override—just keep them off me! 

(Player must hold off enemies while Cypher hacks the system.) 

 

FINAL STRETCH - APPROACHING THE FIELD 

(Once hacking is complete, the team moves toward the stadium field where Caine is held.) 

KIRA (OVER COMMS) 
Cypher, tell me that worked. 

CYPHER 
(grinning) 
Not only did it work—I rerouted the entire security grid. They think you’re attacking from the 
south entrance. 

VAL 
For once, I like the way you think. Let’s move! 

(Mission shifts to final combat/stealth section before reaching Caine.) 
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2. Mission Dialogue - Spreadsheet Format (Game Dev Implementation-Ready) 

(This structure is used for in-game dialogue implementation, categorized by speaker, 
triggers, and intent.) 

Line ID Speaker Dialogue Trigger 
Condition 

Notes 

MISSION_INTRO_01 Val "Damn, they’re 
fortified. No gaps 
in the patrols." 

Mission Start 
– Parking Lot 

Establishes 
threat level 

MISSION_INTRO_02 Kira "We make our 
own gaps. Cypher, 
you’re up." 

Before player 
moves 

Sets up 
hacking 
objective 

MISSION_INTRO_03 Cypher "Get me to a 
terminal, and I’ll 
make those 
guards chase 
shadows." 

Objective 
Updated – 
Escort Cypher 

Mission goal 

MISSION_STEALTH_01 Cypher 
(Comms) 

"Huh. You’re 
actually decent at 
this. I was betting 
on a firefight by 
now." 

Player avoids 
combat 

Encourages 
stealth play 

MISSION_STEALTH_02 Val 
(Whisper) 

"Shut up, or I’ll 
make one 
happen." 

Stealth 
continues 
successfully 

Banter 

MISSION_ALERT_01 Enemy PA 
System 

"Intruders 
detected! Lock 
the perimeter!" 

Player gets 
spotted 

Alarm state 

MISSION_ALERT_02 Val 
(Comms) 

"Yeah, so much 
for subtle. We 
gotta move—
now!" 

Combat starts Urgency 
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MISSION_ALERT_03 Cypher "I’m working on 
the override—just 
keep them off 
me!" 

Hacking 
sequence 
initiated 

Adds 
tension 

MISSION_FINAL_01 Kira 
(Comms) 

"Cypher, tell me 
that worked." 

Hack 
completes 

Final phase 
transition 

MISSION_FINAL_02 Cypher "Not only did it 
work—I rerouted 
the security grid. 
They think you’re 
attacking from the 
south entrance." 

Before final 
area 

Tactical shift 

MISSION_FINAL_03 Val "For once, I like 
the way you think. 
Let’s move!" 

Player 
advances to 
final section 

Encourages 
player 
action 

 


