
MARSHAL DEFENCE
CHARACTER SCRIPT
THE MARSHAL
The highest-ranking officer in the 61st century British defence programme
Appears in: Tutorial, Missions 1, 2, 3, 5, 8, 9, 10 & Post-Credits (as The New Mage)
CONFIDENTIAL — PRODUCTION DRAFT
Lines marked with │ left border are spoken dialogue


CHARACTER OVERVIEW
The Marshal is the highest-ranking officer in the 61st century British defence programme. Calm, serious, direct and genuinely engaging — they never raise their voice because they never need to. Dry British wit sits naturally beneath the weight of every line.

Over the course of the missions: In the Tutorial, the Marshal is at their most settled. Across Missions 1–4, hidden frustration gradually builds. Mission 5's revelation shakes them profoundly. Missions 6–7 they are absent, in shock. They return in Mission 8, shaken but chosen. Mission 9 faces their deepest fear. Mission 10: the final battle, retirement, and the post-credits transformation into The New Mage.

Key recurring phrase: "You should always prepare for the worst." — planted in M1, returned in M9.
Story arc: From commanding officer → broken by revelation → rebuilt by choice → the first kind mage in history.
────────────────────────────────────────────────────
TUTORIAL
Section 1 — Opening Address
(settled, matter of fact — describing their own world)
We are in the 61st century. Our technology is considerably more advanced than anything this world had four thousand years ago. When technology advances at this rate — everything advances with it. Medicine, infrastructure, communication, defence.
(a beat)
Everything.
(completely genuine — the honesty of someone who stopped waiting for an answer)
Something has changed in this world that four thousand years of advancement did not prepare us for. The creatures that now move toward every defensive line this programme protects — nobody knows where they came from. Not with any certainty that holds up to examination.
I have been in this programme long enough to have stopped expecting that answer to arrive. I do not believe it will. Not in my time.
(a quiet pause — then moving forward with complete calm)
Possibly not in yours.
(direct — dry British practicality)
What I do believe is that the answer to where they came from matters considerably less to your deployment than the answer to how you stop them reaching the line you build. That is what this programme exists to address. And that is what we are here for today.

Section 2 — Transition into Training
(dry British warmth beneath seriousness)
I should really start teaching you about defending rather than standing here explaining the obvious. Shall we get to it.
(moving straight to it — no preamble)
Good. We start with the towers.
(anticipating the question — faint dry quality)
I know. Why towers. Why not soldiers. The answer is straightforward — we have discovered that towers are the most effective means of dealing with the threats this world presents. Not the most obvious answer. The correct one.
(a beat — a decision being made about approach)
Before I show you how to do this properly I want to show you what happens when it goes wrong.
(completely unbothered — this is simply how they operate)
My style is rather different from what you might expect. Bear with me.
(after demonstrating failure — calm, serious)
Don't let that happen.
(direct — moving straight into instruction)
Now follow my instructions carefully and you can complete this training and move from Trainee to Defence Cadet. That is where you are headed today — if you pay attention.

Sections 3–6 — Tutorial Instructions
(instructional — calm authority, each word placed deliberately)
Start by repairing the tower I destroyed. The gold I have allocated to your fund covers it. Use it.
(genuine but measured — not excessive praise)
Excellent.
(moving straight to next instruction)
Now press enter on it. That will bring up the upgrade screen.
Perfect. Now purchase a level.
Perfect.
(dry British warning — not stern, simply true)
Don't be fooled. This is training. Out there you should always prepare for considerably worse than straightforward.
(matter of fact)
You should know — there are only four towers working at present. You will need to repair the others before you can use them. That is precisely why I needed to show you what failure looks like before we went any further.
Press enter on the tower again. Bring up the upgrade menu one final time.
(instructional and clear — each point landing before the next)
If you arrow left or right from the level up option you will find additional tower options available to you. However — and this is important — the tower you currently have must be fully maxed before that becomes available. That is the rule. No exceptions.
Press it now and you will see it upgrades from a Rifle Tower to a Cannon Tower. You will always know when that option becomes available — it will be clear when it happens.
(a beat — something sitting quietly in the delivery)
Every tower has a ceiling. A point beyond which no further development is possible regardless of how much gold you have available. When you reach it — the upgrade option will be gone. At that point your allocation is better directed elsewhere. A position that still has room to grow. A gap in your line that needs covering.
Don't leave gold sitting idle against something that cannot grow any further. The rest of your line will notice.
(settled — stated with quiet authority of established fact)
The gold that enters your operational fund comes under my direct authorisation. Whether I am standing beside you on that battlefield or sat behind a desk three thousand miles away — every credit you receive has my authority behind it. That arrangement does not change regardless of your rank or your mission.
(dry British addition)
You build the defence. I ensure you have the means to build it properly. I have never shorted a deployment yet. I do not intend to start with yours.

Section 7 — Closing Exchange
(simply — no ceremony)
No. That is everything.
(the quiet weight of someone who knows exactly what lies ahead)
Good luck. Your first mission is waiting.
(sounds like a send-off — on replay carries entirely different weight)
Go and choose it.
Acting note: Deliver "Go and choose it" with complete simplicity on first recording. No additional weight. The story carries it on replay.
────────────────────────────────────────────────────
MISSION 1 — RANK: DEFENCE CADET
Character note: Most settled and most exposed simultaneously. Carries hidden frustration about the larger situation — completely invisible to the player. Deliver "more important matters to attend to" as a reasonable explanation while carrying its real weight internally.

Scene 2 — The Towers — Pre-Mission Briefing
(matter of fact — gesturing toward the towers, practicality of someone who has made their peace)
These are the actual towers we have been using. They are old and worn out — some of them, as you can tell.
(dry British certainty)
But over time I am sure you can fix them up.
(calm — explaining rather than defending)
We were going to fix them. But there were more important matters to attend to.
(the practical logic stated simply)
And because four were working we were not going to focus on it.
(a beat — the faintest trace of something beneath the calm)
You are a Defence Cadet. So I am sure you can do this.
(moving forward — calm, warm)
Calm down. You will be able to fix them. I am going to give you gold — remember — as your payment.
(warmly — complete calm of someone who has seen worse)
You will be fine. Let us keep calm on this.
(a beat — conviction of someone who means every word)
By the end of all of this — you will be a pro.
Acting note: "You will be a pro" must be delivered with complete conviction — the genuine assessment of someone who recruited this person deliberately and knows what they are capable of. Not encouragement to stop them complaining. Certainty.

Scene 3 — First Wave and Aftermath
(direct — professional switch complete and immediate, no preamble)
Your first enemy should be coming now. I will be right behind you.
(warmly — honest validation arriving before the lesson)
That was not bad for a first time. And yes — it was harder than expected.
(the lesson landing naturally after the validation)
You should always prepare for the worst.
(moving forward — the day not over but the engagement done)
We have got more today. But I believe they will not turn up until midday now.
(a clean close)
So that is your first mission done.
(easy, warm — dry practicality)
OK. We will go and have one for now.
(a beat — the small detail that tells everything)
I will set a 45 minute timer to make sure.
Acting note: Validation before lesson — order matters enormously. "That was not bad for a first time. And yes — it was harder than expected" MUST come before "you should always prepare for the worst." Validation first = wisdom. Lesson first = dismissal.
────────────────────────────────────────────────────
MISSION 2 — RANK: SECOND LIEUTENANT
Character note: Carries the same settled exterior but something beneath has tightened. Hidden frustration fractionally more present. When the dragon is mentioned there is a particular quality — they know it is coming and have been carrying that knowledge.

Scene 1 — Lunch Area
(already standing — practical energy, completely at home with this rhythm)
Come on. Let's go.
(simply — warmth, the name used with genuine personal regard)
[PLAYER NAME] You can do this.

Scene 2 — The Towers — Dragon Briefing
(genuinely pleased — confidence in the player confirmed by evidence)
You have managed to restore some towers. As I told you that you would.
(brief acknowledgement of the player's dry look — then directly forward)
No need to be like that.
(directly — confirmation sitting alongside something new in delivery)
But yes — you should be expecting a harder attack. I also believe you will encounter a new enemy.
(a beat — the particular care of someone naming something they know will land personally)
The dragon.
(simply — acknowledging fully, no deflection)
Yes. That is right.
(honest — completely and gently honest, the quality of someone who stopped expecting this answer)
It will not be as easy as that.
(a beat — full weight of what they're about to say)
No one knows where they come from. Or where they have been.
(the subject closing — not dismissively but with the finality of someone who has looked themselves)
Either way — we cannot really talk any more now.
(turning toward the horizon)
Look. Here they come.
Acting note: "No one knows where they come from" — complete honesty, the quality of someone who has looked for that answer and stopped expecting it. No deflection, no professional distance. The truth is that the mystery is genuine.

Scene 3 — After the Wave
(warmly — reassurance of someone monitoring what the player can sustain)
You will be fine. We can take a longer break this time — about one hour and forty-five minutes.
(matter of fact — reading of the situation stated simply)
Because they are not regrouping yet. However — we have got them down enough to be able to have a longer one.
(direct question, checking in genuinely)
Are you going to take this break.
(warmly — the name used with the same personal regard)
It is OK — [PLAYER NAME] Let's go then.
────────────────────────────────────────────────────
MISSION 3 — RANK: LIEUTENANT
Character note: First time speaking about themselves outside the professional context. The family loss is delivered almost reluctantly — as though they did not plan to say it but found themselves saying it anyway. No performance of grief. The final smile is the warmest moment so far.

Scene 1 — Break Room
(directly — genuine concern, not a routine check-in)
Is everything OK.
(a beat — something landing in a particular way, a decision being made)
I don't know what to say — other than I get it.
(another beat — longer than the first, words chosen carefully)
And — well. I might as well tell you.
(quietly — the particular delivery of someone who has not said this out loud for a long time)
I lost my family.
(simply — grief completely settled, stated with the calm of someone who made peace with it)
I mean those mages actually killed my family.
(a beat — no self-pity, simply the truth)
And there is nothing I can really do about it. They are already gone.
(quietly — the hope real, the uncertainty equally real)
There is. I hope.
Acting note: "I lost my family" — complete quietness. Not a dramatic revelation but a fact the Marshal has lived with so long it no longer requires ceremony. The particular quality of someone choosing to share something kept private because they recognise something in the person in front of them.

Scene 2 — The Towers
(professional completely present — break room conversation set aside)
You know what you are doing now. Would you stand back a moment.
(reading the field — conclusion arriving as fact, without alarm)
Yes. As I thought.
(turning to player — direct, clear)
There are zombies. And they are coming with the next wave.
(clear and direct — instruction simple enough to act on immediately)
If you stick to what you have been doing — and find a way that gets rid of them — you should be clear.
(simply — the send-off of someone with complete faith)
Go for it.

Scene 3 — After the Wave — The Smile
(warmly — most personal praise in any mission, completely meant)
You have done amazingly. I could never have done this mission. And I can tell —
(a beat — certainty of someone who has been watching closely)
— yes. I can tell you will be an expert at this as well.
(moving forward — warmth staying but practicality returning)
Enjoy your break. I will see you at the next mission. I have got to go and do something.
(practical reassurance)
I will be there. And I will be able to keep track of time.
Acting note: The smile must be completely genuine — not performed warmth but the real expression of someone watching something they invested in paying off. The Marshal recruited this person. They believed in them before the player believed in themselves. Do not underplay it.

Scene 4 — The Marshal's Private Office (player not present)
(to themselves — quietly, the admission of someone who has been at this for a long time)
I have not found a clue anywhere.
(a beat — determination present beneath frustration)
I need to find this clue. It will really help me know what actually happened two thousand years ago.
Acting note: This is the first scene the player does not witness. The audience sees it alone. The Marshal searching and finding nothing — delivered with the quality of someone who has been looking for longer than they would like.
────────────────────────────────────────────────────
MISSION 5 — RANK: MAJOR
Character note: Returns warmer and more settled than Mission 4's end suggested. This warmth is critical — it makes the pitch black at the end of Scene 7 land with full force. Let the warmth be completely genuine before the shift arrives. During the paper reading: COMPLETE SILENCE. Performance is entirely visual.

Scene 3 — The Defensive Line — Return
(warm, genuine — apology of someone who means it without making more of it than necessary)
Sorry I couldn't help you on that last mission with support. I was busy with more important paperwork than this.
(dry self-awareness)
Than this. Yes. I know how that sounds.
(warmly — approval completely genuine)
You survived. And the base is still intact.
(a beat — conclusion sitting simply)
So I would say you did brilliantly yesterday.
(turning immediately — professional instinct faster than any other response)
Oh. Another threat — according to this. That's why it's bleeping.
(already moving to examine)
Let me see.

Scene 4 — Healer Mage Briefing
(direct — each word landing clearly, concern present but controlled)
This threat is the Healer Mage — according to this.
(a beat — weight of what makes this enemy different)
They are hard. Due to the fact of being able to heal everyone coming toward us — and themselves.
(warm certainty — completely means it)
I believe in you though. So I know you can do it.
(turning toward the horizon)
Here they come. Good luck.

Scene 5 — After the Wave
(warmly — approval genuine)
Well done. You did really well.
(settled — reading situation with confidence of experience)
Probably not. So I'll see you tomorrow for the next one. I hope.

Scene 7 — The Marshal's Room — The Revelation
(without looking up — reflex of someone interrupted many times before)
Come in.
(surprise sitting naturally with warmth)
What are you doing here.
(setting papers aside immediately — full attention)
What's that.
(reaction immediate — professional instinct of someone who should have been told)
Why did you not tell me straight away.
(a beat — professional objection giving way to recognition they are right)
True.
Where's the paper now. And have they analysed it.
(attention completely given)
Show me.
(settling back — stillness of someone who understood something significant is about to arrive)
Fine.
THE PAPER READING — COMPLETE SILENCE THROUGHOUT. Performance entirely visual. Four missions of hidden frustration finding its shape. The knowledge that the government kept this from them. The word "dragon" arriving. Not a single word spoken. The silence after "which was the dragon" and before pitch black is the most important moment the Marshal has in the entire first half.: 
────────────────────────────────────────────────────
MISSION 8 — RANK: MAJOR GENERAL
Character note: Returns shaken but present. The decision to come back required everything — carry the cost in physicality even while the voice is steady. "Come on let's do this" is the Marshal CHOOSING to be the Marshal again. It is not effortless. It is chosen.

Scene 2 — The Return — Mid-Wave
(voice carrying the cost of what it took to get here — the choice completely present in every word)
Come on. Let's do this.
(warmly — but mission pulling attention, pointing gesture arriving with urgency)
You need to focus. Look.
(quickly — intelligence delivered under pressure)
Shield Mage. It is a very hard mage to defeat — as far as I know.
("as far as I know" sits significantly — first enemy they do not have complete intel on)
Come on. Have a go. I am sure you can do it.

Scene 3 — After the Wave
(compressed, warm, completely certain — said everything needed with absolute minimum)
You just did. That is all you need to know.
(quietly — confirmation carrying weight of tomorrow without showing it fully)
Yes. Tomorrow — I believe.
(reassurance of someone not going to let the player see how much tomorrow concerns them)
We will be fine until then.
(practical close)
Let us go for now and come back later for the next mission.
Acting note: "You just did. That is all you need to know." — warm and completely certain. The quality of someone who was watching the whole time and already knew the answer. Validates the impossibility without explaining it. Perfect compression.
────────────────────────────────────────────────────
MISSION 9 — RANK: GENERAL
Character note: Faces what they have been most afraid of. The Commander naming their fear in front of the player is the worst possible exposure. Their silences (marked ...) are the most significant in the game — not confusion, not anger. Facing something deeper than the player has seen affect them.

Scene 3 — The Marshal's Office
(papers setting aside — full attention given immediately)
You have.
(a beat — decision to answer made, weight sitting in words)
There is a very important detail. Which I thought was in those government documents. That may help us stop this — and go back to our lives. Living again.
(surprise in the question — genuinely wanting to understand)
What do you mean.
(recognition arriving — the thing they've been looking for, found at last)
I understand.
(a beat — full significance landing)
And you have actually found what I was looking for. You say the creature is made up of multiple identities — becoming one single identity.
(warmly — gratitude genuine)
OK. Thank you. You have saved me a job.
What is that.
(receiving information that touches something thought about for a long time — genuine, considered)
A kind mage.
(a beat — the thought sitting)
I am not sure what they want with that. It is all the same even then.
(a pause — something beneath the words the Marshal cannot yet name)
But maybe there will be a day I understand.
(already standing — professional completely present)
We should. Let us go.
Acting note: "Maybe there will be a day I understand" — most significant line in Scene 3. Play it as the thoughtful response of someone receiving unexpected information. The hindsight belongs to the audience, not the character. On first playthrough: genuine musing. On second playthrough: prophecy.

Scene 4 — The Captain Arrives
(reading the figure carefully — professional assessment arriving quickly)
I do not know. It looks like a Captain of some kind though.
(the panic of someone who did not expect the player to accept immediately — no words available)
...
(to themselves — disbelief of someone watching something extraordinary from sideline)
What is this. Another nightmare.

Scene 5 — The Commander
(COMPLETE SILENCE — deepest fear spoken aloud in front of the person they've been protecting)
...
(honestly — admission of someone at the edge of what they can carry)
I really do not have this in me.
(receiving it — decision made, the ask arriving because they need to hear it from outside themselves)
Of course I can.
(specific request)
Can you say it for me.

Scene 6 — After the Commander — Goodnight
(quietly — wonder sitting without being performed, full weight of what just happened in simplicity)
I never thought I would see the day — where I would have to use these myself again.
(receiving the lesson returned — acknowledgement alongside exhaustion of a good kind)
I know. It is OK.
(a beat — genuine surprise at the time)
Oh my. Is that the time. I am tired. So — goodnight.
Acting note: "I never thought I would see the day" — do not play it as triumphant. Play it as wondering. The exhaustion and the surprise of finding something in themselves they had not expected. Completely genuine.
────────────────────────────────────────────────────
MISSION 10 — RANK: MARSHAL (FINAL BATTLE)
Character note: Opens processing the Commander's defeat. Most visibly worried they have been in the entire game. Carry it without performing it — the shaking, the repetition of "I am very worried," the deteriorating expression. Then the hug gives everything back.

Scene 1 — Before the Final Battle
(processing aloud — thoughts arriving in the order they're sitting, Commander first)
How I killed the Commander. How we survived.
(a beat — shift from yesterday to today)
What I really need to know about now is this creature though.
(thinking through it — particular reasoning of someone trying to work this out since the document)
Yes. The nature of it is different from anything else we have seen.
(theory arriving carefully — not certain, but considered)
I feel it is all of them combined. But with a different power possibly. Maybe it can throw something — like — I do not know. Electric. At us.
(repetition of someone for whom words are not quite sufficient — not performed, genuinely struggling)
I am — I am — I am very worried.
(a beat — honest statement of what this mission is)
I do not know what I can really say other than — this will be the hardest of all missions you have ever faced.
(complete conviction — certain in a way they rarely let show)
No chance. I am sure of it.
(turning toward the horizon)
But anyway — it looks like they are coming. Good luck.
Acting note: "I am — I am — I am very worried" — do not rush the repetition. Each one is the Marshal trying to find words for something that does not quite have them. The most unguarded they have been in ten missions.

Scene 2 — The Creature Arrives
(stretched delivery — both yes and much more than yes, right and wishing they hadn't been)
Yessssssssss. I did.
(agreement immediate — instruction carrying everything they have)
Agreed. Please put all your effort into it. Those towers will be enough.

Scene 3 — After the Final Battle — The Hug
(INSIDE THE HUG — words arriving from someone who has watched this person grow across ten missions)
I am very proud of you.
(warmly — question of someone who knows the answer and wants to give the player the celebration)
Shall we go and celebrate.

Scene 4 — The Military Hall — Speech — Retirement
(to the whole hall — speech of someone who has been waiting to say this)
What we have done today is the beginning of repairing the damage the government had done two thousand years ago.
(a beat — the significance landing)
And no one has managed to do this until today.
(turning toward player — name used with complete personal regard)
I would like to thank — [PLAYER NAME] — you deserve this trophy. It is called the Marshal Defence Trophy. And I am glad to present it to you.
(a beat — announcement arriving with the quality of something long decided)
I will also announce today — that I am retiring.
(turning to player — transfer of everything, simply stated)
Good luck with the job.
────────────────────────────────────────────────────
POST-CREDITS — THE NEW MAGE
Note for actor: The Marshal has accidentally injected a small amount of the experimental liquid in their home — which was the government laboratory all along. They look in the mirror, see transformation beginning, and deliberately inject the rest. They become the first kind mage in history. Then run to find the new Marshal.

Scene 5 — At Home — The Discovery
(to themselves — realisation arriving, changes everything about the space they thought they knew)
This cannot have been where they experimented on people. Surely.

Scene 6 — Return to Base — The New Marshal
(to themselves — realisation arriving with wonder)
So this was the place then.
(decision immediate — no hesitation)
I have got to go and see — [PLAYER NAME] — to show them this.
(immediately — reassurance before the shock becomes fear)
Do not be alarmed.
(warmth of someone who knows exactly how this looks and wants the player to have the truth)
You remember the Marshal who trained you. That was me. Of course.
(realisation sitting with wonder — still working it out)
I had not realised. But I have been living in the lab where the scientists did their experiments the whole time.
(the invitation — something to show)
Let me show you.
(looking around with wonder — seeing the space in a completely new way)
Yes. A lot of it. But now I am like this —
(turning to the new Marshal — final words of the game, something about to be said that changes everything)
— there is something I can tell you about the dragons.
Acting note: "There is something I can tell you about the dragons" — with complete warmth and certainty. Not a cliffhanger but a promise. The new mage knows something. They are going to share it. The cut to black is the game's decision, not the character's. The delivery should feel like something about to begin rather than something ending.
