
Valour Break Story Bible 

Game Overview 
Valour Break is a 3D action-adventure game with platforming elements. You play as a squire on a quest for 

vengeance in a medieval world. The player sees the game from an ‘over the shoulder’ camera, as they follow the 

protagonist Crab on his adventure. The game mechanics the player uses to navigate the game world are broken into 

5 sections, some of which are unlocked as the player progresses through the game.  

Mechanic Action Description Type 

Movement Walk / Jog 

 
Sprint 

 
Jump 

 
 
Climb 

 
Dodge 

The avatar moves. 

 
The avatar moves faster. 

 
The avatar jumps and can move to another platform. 

 
 
The avatar climbs up scalable objects in the environment. 

 
The avatar can rapidly strafe backwards and side to side. 

Basic 

 
Basic 

 
Basic 

 
 
Unlock 

 
Unlock 

Combat Attack 

 
Shoot 

 
Lunge 

 
 
Ram 

 
Block 

Avatar uses weapon to perform melee attack. 

 
Avatar uses bow to perform ranged attack. 

 
Avatar lunges at target. On a successful hit, target is knocked back. 

 
Avatar rams target. On a successful hit, the target is knocked to the 
ground. 

 
Avatar uses splint to block incoming attack. 

Basic 

 
Unlock 

 
Unlock 

 
 
Unlock 

 
Unlock 

Stealth Hiding 

 
Stealth Roll 

Avatar uses object in environment to avoid being seen. 

 
Whilst hiding, avatar can roll to the side silently. 

Basic 

 
Unlock 

Object 
Interaction 

Pick Up 

 
Discard 

 
Interact 

Avatar picks up game object. 

 
Avatar drops game object. 

 
Avatar uses in-game prompt to interact with game object. 

Basic 

 
Basic 

 
Basic 

Camera  
Lock On 

 
Examine 

Camera fixes on target. Any movement the avatar makes is in relation to 
target. 

 
Camera zooms in, allowing avatar to examine game object in detail. 

 
Basic 

 
Basic 

 

Story Overview 

In a turbulent world of feuding kings and terrible tyrants, lives a young boy named Crab. He is small, scarred and an 

orphan. He wants for nothing else but to squire for Gwyn, the kind knight that took him in. When the dreaded 

warlord Bonehand arrives at Sunday mass, Crab is ripped away from his mentor and plunged into an adventure of 

fear, betrayal and blood.  

 

He must find courage to fight. He must trust his blade to survive. In a world of feuding kings and terrible tyrants, 

what chance does an orphan have? 

 

 



Target audience 

The core target audience are teenagers (13-19). The typical player will play other action-adventure games like 

Uncharted, God of War & Assassins Creed. The extended target audience would include those who enjoy role-

playing games like Skyrim, Dragon Age and Fallout.  

 

Estimated Duration 

The estimated duration for the game is 20-25 hours. 

Character Sheets 

Crab 

 

Crab is 14 years of age. He is small and scrawny. A burn mark races up his neck. He has 
pale flesh, dark eyes and unkempt hair. His left arm is badly burnt. He wears a metal 
brace to protect it.  
 
He values chivalry and deeply respects knight code. He goes out of his way to squire for 
Gwyn. He is dependent on Gwyn. 
Crab is not like the other squires. The disparity between Crab and the other squires 
weighs heavy on him and his mannerisms often show insecurity and a lack of confidence.  
 
Want: To rescue Gwyn. 
Need: To grow stronger and believe himself capable.  
Flaw: Severe doubt in his own abilities and competency. 

Lord Sepul / 
Bonehand 

 

 

 

 

Lord Sepul is 47 years of age. He is bald, has pale skin and hooded eyes. He is tall and 
slender. He wears a black cloak over chain mail and dons a gauntlet on his right arm. The 
gauntlet is designed in the face of a skull. It is made of bone.  
 
He is a powerful and cruel man. There is a strong air of hubris to him and a disregard for 
the opinions of others. Not only this, but he is severe. A ruthless determination is visible 
in his eyes.  
 
Want: To end chivalry and rule as overlord. 
Need: To capture Gwyn and have his army take over the land. 
Flaw: Over confidence. He thinks himself unbeatable. 

Gwyn Gwyn is 41 years of age. He is handsome, with a strong frame and auburn hair. He wears 
a suit of plate armour and a green and white cloak. His eyes are brown. 
 
Gwyn is a lord and embodies chivalry. He jousts and drinks with the other and is shown a 
deep respect by the knights. He cares deeply for Crab and tutors him as a father would a 
child. 
 
Want: To defeat Lord Sepul. 
Need: To clear his conscience and tell Crab the truth. 
Flaw: Pride. He can’t admit his failure to Crab.  

Raffana Raffana is 12 years of age. She is slender but lithe. Her hair is dark and messy. She wears 
a leather jerkin. She has freckles.  
 
Raffana is a wild girl. She doesn’t care for rules and restrictions. She wants to live free 
and on her own terms. She is affable but cautious of strangers. 
 
Want: To be left alone. 
Need: To accept her father’s death. 
Flaw: Difficulty in trusting others.  

 



Key Locations 

 Location Description 

Act 1 Jousting tournament 

Gwyn’s tent 
 

Church 

A great bazaar of tents and knights. Banners fly in all directions. 
 
A dark tent light by candle light. There are swords, shields and 
a suit of armour. 
 
A beautiful, ornate 
church. Great stain glass 
windows. 
 
 

Act 2 Forest 
 
Glade 
 
 
Library A 
 
 
 
Library B 

A verdant green forest. 
 
An open space in the forest ringed 
by trees. 
  
Great hall in the library with 
tapestries on the wall. Old and 
dusty. 
 
Centre of a great library. Podium in the centre. 

Act 3 Woodland 
 
War camp 
 
 
Gate house 
 
Gate 
 
 
Burnt cottage 

A green woodland engrossed in foliage. 
 
A war camp with black banners flying high. Men are training. 
 
 
A looming gate house of brick and metal.  
 
A huge gate of made of black iron with a 
great key at its centre. 
 
A ruined cottage and farm. A gravestone is next to it. 
 

Act 4 Road 
 
Courtyard 
 
Parlour room 

A long road surrounded by barren land. 
 
A great courtyard lined with statues. 
 
A room filled with riches. Greatly 
decorated.  
 
 
 

Act 5 Mabara Acropolis A 
 
 
Mabara Acropolis B 
 

The halls of a great fort. Huge windows give little light in this 
dreary place. 
 
A central throne room with 
a large open space in the 
centre.  
 

 

 

 



Treatment 

Act 1 
 

  

Scene Dramatic Structure Location 

Crab gives Gwyn a pendent. Crab fetches Gwyn’s jousting gear for 
him and swings a sword at a dummy. He meets Wycliffe, a knight. 
Gwyn wins the tournament. Bullies led by a boy named Fendrel 
laugh at Crab. They mock him for being an orphan and for 
wearing a brace about his arm. They fight him. Crab loses the 
fight, but Gwyn intervenes and scare the bullies away. 

No knowledge of flaw Jousting 
tournament 

Gwyn tells Crab not to get into fights. He reminds Crab how he 
found him beneath a crab apple tree. He explains he took him in 
and raised him, so he wouldn’t make the same mistakes he did. 
He says he got in a terrible fight he regrets to this day. 

Growing knowledge Gwyn’s tent 

Crab arrives at church with Gwyn. He sees all the lords and 
knights present. They leave their weapons at the door. Bonehand 
enters and demands fealty. Crab sees Gwyn and the knights 
refuse, and combat ensues. The church is set alight and crab 
must dodge falling beams. He sees Gwyn captured. Crab goes to 
him but is pinned by a beam. He tries to lift it off but can’t. 

Inciting Incident Church 

The battle ends. Crab is rescued from the beam by Wycliffe, who 
is injured. He carries Crab to a forest. During the journey two 
knights belonging to Bonehand attack. Wycliffe defeats them, and 
they enter the forest. Wycliffe explains to Crab he must rescue 
Gwyn, or the land will fall. Wycliffe succumbs to his wounds and 
dies. 

Awakening Forest 

 
Act 2 
 

  

Crab sees Raffana being chased by ruffians. He looks to leave her 
but then he helps her escape. She tells him she will not aid him 
on his quest to Save Gwyn, but as payment will teach him to 
shoot a bow. To continue on his quest Crab must find a map at 
the library. 

Doubt 
 

Forest 

Raffana teaches Crab how to shoot a bow. 
Raffana leads Crab to the end of the forest and towards the 
library.  

Overcoming reluctance Glade 

Crab sees a tapestry depicting an old fight between Gwyn and 
Bonehand. He uses his new bow skills to fight guards on the way 
to the centre of the library. 

 Library A 

Crab and Raffana face the son of Bonehand. Crab defeats him 
using his bow skills. He attains the map. Outside they see 
deforestation and find the trees are being harvested to make 
siege weapons for Bonehand. Raffana is furious and agrees to 
help Crab complete his quest. 

Acceptance Library B 

 
Act 3 
 

  

Crab hunts a deer. Raffana reveals Bonehand killed her father. 
Her father shot a hart that belonged to the lord and was 
executed. 

 
 

Woodland 

Crab sees he must sneak through enemy war camp to get to the 
key to open a great gate. Crab is nervous, but Raffana leads the 
way and they sneak through the war camp. 

Experimenting with post 
knowledge 

War camp 

They enter the gatehouse. A portcullis shoots down and 
separates Crab from Raffana. Fendrel appears. He tells Crab he 

Midpoint 
 

Gatehouse 



hid the weapons away at the church. They duel and when crab is 
about to be defeated he uses his brace as a makeshift shield. 
Using this defensive skill, he defeats Fendrel. Crab grabs the gate 
key and heads outside. 

 
 
Key Knowledge 

Raffana is being assaulted by guards. Crab slays them and using 
his brace, halts the attack of a war hound, saving his friend. They 
escape through the gate. 

Experimenting with post 
knowledge 

Gate 

Crab finds a crab apple tree, a burnt cottage and gravestone. He 
tells Raffana this must be where is mother is buried. 

 Burnt cottage 

 
Act 4 
 

  

Crab and Raffana are attacked by traitorous knights. They beat 
them. Raffana is injured. 

Doubt Road 

Crab sees Bonehand’s general and his squire. Raffana wants Crab 
to focus on the mission and move on. Crab is overconfident and 
goes to fight. He kills the squire, but the general holds a knife to 
Raffana’s neck. Crab yields. 

Growing reluctance Courtyard 

Crab is taken to Mabara Acropolis. Bonehand visits him. He tells 
Crab of his plan to end chivalry and knights. He asks Crab to join 
him rule. Crab refuses. Bonehand takes off his gauntlet to show a 
burnt hand and tells Crab that he is his son and he tried to save 
Crab from the fire that killed his mother. He asks him to be his 
son again, offering him power and strength. Crab is tempted and 
hesitates. But he says so long as he has his friends, he doesn’t 
need power or strength. Sepul tells Crab he will rob him of them 
then, so he will become his true heir once again. Crab tries to 
escape but is knocked down and locked in the room and told to 
reconsider his proposition. 

Regression Parlour Room 

 
Act 5 
 

  

Crab uses stealth to escape the prison.  Re-awakening Dungeon 

Crab defeats the guards and faces the general again. He defeats 
him. He ascends towards the throne room. 

Re-acceptance Mabara Acropolis A 

Crab finds a bound Gwyn and Raffana. Sepul tells Crab that Gwyn 
betrayed him. It was he who started the fire that killed his 
mother. Crab is furious and goes to kill Gwyn. Crab spots the 
pendent around Gwyn’s neck and stays his blade. Sepul is furious, 
goes to kill Raffana but Gwyn throws himself in front of the blow, 
mortally wounding himself. Crab battles Sepul using all the skills 
learnt. Sepul pins Crab and crushes him. Crab struggles but hears 
Raffana calling out. She says she believes in him. Crab throws off 
the villain (symbolic of the pillar he couldn’t throw off from act 1) 
and delivers the final blow. Gwyn tells Crab that he regrets what 
happened and he loves him. Crab forgives him. Gwyn dies. Crab 
becomes lord of Mabara Acropolis.  

Obligatory act 
 
 
 
 
 
 
Total Mastery 

Mabara Acropolis B 

 


