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‘When all the keys 
have been found*

Mace: What now? 
Are we 
done?

Gloria: ETot until we 
use the keys 
to end this.

Maoe: Aw hell! 
More 
trudging.

Стив Инс

Как
сочинить 
видеоигру

*If Xeryl has found the horse*

Xeryl: I don’t know about 
you, hut I found me 
a horse.

Otherwise*
Xeryl: I ’m shattered

Gan we at least rest 
until tomorrow?

201 совет
от сценарист 
Broken Sword 
и Resident Evil
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