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1. Pre-Echo: Losing The Fight

EXT. NOVA'S BASE/OUTSIDE - STORMING

Cinematic starts. Karner, Kadar and Lawson are all shooting as 
covenant pour in. After a wave, Lawson looks up and sees the 
ships coming in.

LAWSON
Whoa.

KARNER
Lawson!?

The camera pans around Lawson revealing tons of covenant ships 
in the sky.

LAWSON
This isn't just an invasion of this 
base, this is an invasion of this 
planet.

The camera cuts to show more spirits inbound.

KARNER
They just keep coming!

LAWSON
We've lost.

Karner and Kadar continue to shoot at incoming covenant.

LAWSON
Fallback! Everyone fallback! We're 
getting out of here.

NOVA
Lawson?

LAWSON
Back to the hanger! Everyone get in 
the pelican.

(CONTINUED)



2.

CONTINUED:

Cinematic stops. The player must fight into the hanger until 
they clear it out.

INT. NOVA'S BASE/HANGER - STORMING

After the area is cleared out a cinematic starts.

NOVA
Allright, everyone in the pelican!

Characters board the pelican. Lawson quickly goes over the 
names of everyone who got into the pelican.

LAWSON
Jane, the Door Guard, one of those 
chess players, Mechanic, Lucas, New 
Recruit, Karner, Kadar, Nova. Where's 
everyone else?

JANE
Dead, sir.

Covenant start coming into the hanger again.

LAWSON
Positive?

JANE
Yes sir.

LAWSON
Nova, let's get out of here.

The pelican flies out of the base.

2. Rally Point Echo: Fallback

INT. PELICAN - SUNRISE

The survivors from the attack are inside the pelican.

NOVA
Where to?

(CONTINUED)



3.

CONTINUED:

LAWSON
Take us to Lieutenant's base. I want 
to go over our findings with him.

FADE OUT.

INT. LIEUTENANT'S BASE/HANGER - SUNRISE

The pelican is shown flying towards a cliff side with a giant 
door in it. 

LAWSON
Lieutenant, let us in.

LIEUTENANT
Lawson! Of course!

LAWSON
Nova's base was attacked. Hope you 
don't mind some other members here.

LIEUTENANT
No, no, of course not! Please, 
welcome.

The door in the side of the cliff opens up revealing a large 
hanger. Inside the hanger is a longsword. The pelican lands. 
Lieutenant comes up to the pelican as everyone gets out.

LIEUTENANT
Lawson! Good to see you again! Nova, 
felt like I was just over there! Oh-
and Karner, I believe we talked, 
maybe. Did we? I saw you at least. I'm 
not very good at remembering.

Nova's crew looks around turned-off by Lieutenant's extreme 
behavior. 

LAWSON
Lieutenant, I have something I need to 
talk to you about.

(CONTINUED)



4.

CONTINUED:

LIEUTENANT
Right, we can head to your office! Oh-
and everyone else- feel free to talk 
and explore.

Lawson and Lieutenant walk off.

KADAR
Hopefully they won't be as crazy.

KARNER
Lawson's office? He has an office here 
too?

NOVA
He has an office at every one of his 
bases. I usually take his when he's 
not at my base. Looks like an elite 
will be taking it momentarily.

Everyone walks off. The player can now explore the base.

Refer to the folder "Echo" for side-character dialog here.

INT. LIEUTENANT'S BASE/LAWSON'S OFFICE - SUNRISE

After a while the player walks into Lawson's office. They can 
decide to carry advance the mission or not.

LAWSON
You ready Karner?

KARNER
Whenever you are.

LAWSON
Head back into the hanger. I'll be 
with you in a moment.

(CONTINUED)
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CONTINUED:

KARNER
Can I get a minute?

3. Rally Point Foxtrot: Type-47 Ultra Heavy Assault Platform

INT. LIEUTENANT'S BASE/HANGER - DAY

The crew is seen standing and sitting around the hanger. 
Background troops are maintaining vehicles and driving them 
around. Lawson and Lieutenant come into the hanger. Everyone 
stands up and awaits their orders.

KARNER
Any more information on the weapon?

Lawson stops in front of everyone as Lieutenant lines up with 
them.

LAWSON
No. We need more information.

LIEUTENANT
Who knows what the weapon could be. 
Multiple locations. Multi weapons? 
Same weapon in multiple locations? 
Results unknown. Concluded we need to 
know more.

LAWSON
There's this small island on the 
outskirts of the city Kabalo. The 
covenant have a stronghold there 
inside of a structure. 

LUCAS
(sarcastically)

And we casually stroll in and ask for 
the information, right?

HARTNALL
Not without a full front assault on 
the island.

(CONTINUED)



6.

CONTINUED:

LAWSON
There are two security checkpoints. To 
unlock the main structure we'll have 
to hit both switches at the same time. 
I'm going to send two small teams. If 
we're lucky, we can do this quietly.

LIEUTENANT
I'll be here with the longsword ready 
incase of any emergencies.

LAWSON
Prepare a few troops for backup if 
needed. Team alpha will consist of me, 
Karner, Kadar. Team bravo will consist 
of Smith, Baker and John. Nova, let's 
head out.

FADE OUT.

EXT. OUTSKIRTS - DAY

The player is in the back of the pelican in first person view. 

NOVA
LZ is clear. Get ready Bravo.

JOHN
Ready.

The pelican lands.

JOHN
Alright Bravo, let's move out!

The pelican rises again and flies around the Island.

KARNER
Well at least it's a nice view.

KADAR
If you ignore the covenant.

(CONTINUED)
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CONTINUED:

Nova gets near the landing location.

NOVA
LZ is hot. Be ready!

The pelican drops the warthog and lands.

LAWSON
Okay alpha. Let's push through and 
head to the security checkpoint. Nova, 
drop the hog off when safe.

The player clears out the area.

LAWSON
Area secure. All hostiles have been 
eliminated.

NOVA
Affirmative. Did somebody order a 
warthog?

Nova lands the warthog.

LAWSON
Okay. Let's move out. Let's find the 
security checkpoint.

The player drives to the checkpoint. Once they reach the 
structure alpha gets out the warthog and heads inside.

KARNER
Checkpoint is in sight.

KARNER
Look's like we're on foot from here.

Once inside Lawson checks in with Bravo.

LAWSON
Bravo team, what's your progress?

(CONTINUED)
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CONTINUED: (2)

JOHN
We're trying to get inside but they've 
sent reinforcements. We're being 
flanked!

LAWSON
Rush through! We're almost at the 
checkpoint and then we'll come and 
assist.

INT. OUTSKIRTS/SECURITY ROOM A - DAY

The player heads up to the security panel. A cinematic 
triggers. Karner looks out of the window onto the view of the 
island. Lawson calls in bravo team.

LAWSON
Bravo, we're at the checkpoint. Are 
you ready?

After a while there is no response.

LAWSON
Bravo, how much longer estimated will 
it take you to reach the checkpoint?

There is no response. Lawson calls in Lieutenant.

LAWSON
Lieutenant. We're going to need 
additional units. Send two hornets.

LIEUTENANT
On your way.

LAWSON
Get them to the beach near my 
location.

Lawson turns to Karner.

(CONTINUED)
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CONTINUED:

LAWSON
So much for keeping this a quiet 
mission. Karner, I want you to take a 
hornet and lead the extra troops to 
the other checkpoint. 

KARNER
Sir.

Cinematic ends. The player must then go outside and meet up 
with the hornets.

EXT. OUTSKIRTS/SECURITY ROOM A - DAY

EXTRA TROOP
Sir, Hornet inbound for you.

KARNER
Thank you.

The player can then get into the hornet and fly around the 
island.

LAWSON
Karner, how close are you?

KARNER
I see the checkpoint in sight. Should 
be landing soon.

Once the player lands and gets inside the structure.

INT. OUTSKIRTS/SECURITY ROOM B - DAY

KARNER
Lawson, I'm in. Heading to the switch 
now.

LAWSON
We're ready.

KARNER
Bravo has been located. They're gone.

(CONTINUED)
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CONTINUED:

LAWSON
Unfortunate. Keep moving.

The player then heads up to the security room. When the player 
enters the room and flips the switch a cinematic triggers.

KARNER
I'm ready.

LAWSON
Okay, now in three, two, one.

Karner hits the panel and disables the security. Both 
checkpoints go offline. There is a shake.

KARNER
I think that riled them.

LAWSON
Head to the main structure. I'll meet 
you there.

EXT. OUTSKIRTS - DAY

The player must then leave the security room and head towards 
the main structure. The player will then eventually meet up 
with Lawson and Kadar.

LAWSON
Karner, I got you in sight.

INT. OUTSKIRTS/MAIN STRUCTURE - DAY

Alpha team enters the main structure and fights there way to a 
bunch of covenant tech set up inside. A cinematic triggers.

Karner looks around at all of the covenant tech.

KARNER
What were they doing in here?

(CONTINUED)



11.

CONTINUED:

LAWSON
Ground research. And if I'm lucky, 
it'll be connected to a database.

KARNER
(statement)

Where they'll have information on the 
weapon.

There is another shake.

LAWSON
Karner, keep watch outside.

EXT. OUTSKIRTS/MAIN STRUCTURE - DAY

Karner heads outside. As he exits the building, a Scarab comes 
out of the cliffsides and blasts a lazer near him. A cinematic 
triggers.

KARNER
Lawson! Scarab right at our exit.

LAWSON
Copy. Lieutenant, we're going to need 
your longsword.

Karner runs back inside near Lawson. Lawson hands him a 
weapon.

LAWSON
Use this.

KARNER
What this!?

LAWSON
Tracker. Simply zoom in on the scarab 
and fire. Lieutenant will get a lock 
on wherever you aim it.

Cinematic ends. The player must then lock onto the scarab 
quickly. 

(CONTINUED)
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CONTINUED:

Once the player locks onto the scarab successfully, Lieutenant 
flies in with a longsword and drops a nuke onto it. A few 
hornets fly in.

LIEUTENANT
How'd that do? Hornets are inbound to 
clean up the mess.

The scarab stays silent but then the beam rushes up and 
crashes two/three hornets. The beam remains quiet. Suddenly 
the beam starts up again and swoops across the landscape.

KARNER
Now it's just firing in a line!

LAWSON
It's tracking must be disabled. 
Karner, get to the hornets, they have 
onboard missiles. Simply fire them at 
the scarab.

KARNER
Simply?!

LAWSON
Good luck.

The player must now dodge the scarab beam back and forth and 
reach the hornets.

Once the player fires missiles from one hornet a cinematic 
will trigger.

KARNER
It seems to be slowing the beam down!

LAWSON
Hopefully the remaining hornets will 
do the trick!

LAWSON (ALT)
Hopefully the remaining hornet will do 
the trick!

(CONTINUED)
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CONTINUED: (2)

The player must then finish the scarab off. Once the player 
does a cinematic will trigger.

KARNER
Lawson, we're all clear out here.

LAWSON
I'm about finished. Nova, we're clear.

NOVA
Inbound.

FADE OUT.

4. Rally Point Gamma: Snowfall

INT. LIEUTENANT'S BASE/HANGER

Lawson stands by the remaining extra troops.

LAWSON
Allright everyone. From what we got 
from the camp, the covenant seemed to 
have broken the weapon up and 
installed it onboard of their 
cruisers.

KARNER
Why would they do that?

LAWSON
We're not entirely sure what the 
weapon is. It could self repair. We 
know it's beaming out a signal which 
has been sending data between each 
part of it.

KARNER
That signal, that's how we've been 
tracking it?

(CONTINUED)
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CONTINUED:

LAWSON
Correct. It also seems to have somehow 
increased the strength of the covenant 
cruiser's sheilds and weaponry by four 
times.

NOVA
Attacking a single cruiser would be 
like attacking four of them.

KARNER
As long as they have the weapon, it's 
almost impossible to win this fight 
now that they're invading the planet.

LAWSON
Well-

KARNER
Well?

LAWSON
Karen has come up with a plan.

KAREN
From the information gathered, the 
weapon seems to be electronic. We need 
to find a way to shut it down.

JANE
So we board each covenant ship and 
disable every part?

KAREN
Or we send the command to disable the 
weapon across the signal it's beaming 
out.

KARNER
Well we still have an entire covenant 
fleet attacking the planet.

(CONTINUED)
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CONTINUED: (2)

LAWSON
At least they'll be back down to our 
level.

KARNER
So no matter what we have to board 
one?

LAWSON
Yes. We will have to board a ship. And 
we'll need a plan.

KARNER
Well?

LAWSON
Except, this time, I'm changing it up. 
Karner, you've showed me your 
strengths over these last few days. I 
want you to get and run your own base.

KARNER
Sir, you think I'm ready to do so?

LAWSON
You're a spartan. I've seen your 
combat. Now show me you can come up 
with a plan.

Lawson flicks at a screen. The screen shows a snowy canyon.

LAWSON
You're in charge. A lone cruiser is 
hovering over this plateau.

Karner looks at the screen.

LAWSON
Take your time.

(CONTINUED)
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CONTINUED: (3)

KARNER
Well, there are three main passages 
into the main plateau from the south. 
I could take the center while we send 
a tank on the right passage and a hog 
on the left passage.

LAWSON
That all?

KARNER
A sniper and someone with a laser 
could be on top of the canyon to give 
us extra cover. We'll also need a 
pelican pilot. We'll clear out the 
area under the ship and take the 
pelican up.

LAWSON
A tank, a hog, a sniper, a spartan 
laser and a pelican.

KARNER
The rest can give us cover in hornets 
from the north.

KARNER (ALT)
The rest can ride the pelican to the 
plateau and help us on foot.

LAWSON
Well, you got the positions, but who 
will take the spots?

NEW RECRUIT
I could take the spartan laser.

CHESS PLAYER GRUFF
I probably wouldn't be bad either.

LAWSON
It's up to Karner.

(CONTINUED)
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CONTINUED: (4)

The player can now pick from Jane, Chess Player Gruff, the New 
Recruit or the Mechanic for the Spartan Laser spot. When the 
player picks a character, they'll make a remark.

JANE
As you say.

CHESS PLAYER GRUFF
I'll do my best. For him.

NEW RECRUIT
Yes. I'll do it!

MECHANIC
Well I'm more of a vehicle person, but 
if you say so.

Karner must now chose the next position.

LAWSON
And what about the sniper?

LUCAS
I'm up for it, if you want.

The player can now pick from Jane, the New Recruit, Chess 
Player Gruff and Lucas for the sniper spot. If someone is 
already taken, they can't be selected again.

JANE
Sniper position. You know me well.

NEW RECRUIT
Uhm, sure. I can give it a go.

CHESS PLAYER GRUFF
I'll do my best. For him.

LUCAS
Right on.

Karner must now chose the next position.

(CONTINUED)
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CONTINUED: (5)

KARNER
And for the warthog?

KADAR
I'm good with a hog, you know that.

The player can now pick from Kadar, Mechanic, Lucas and Nova 
for the hog position.

KADAR
I got it.

MECHANIC
Perfect choice!

LUCAS
Yes sir.

NOVA
Well, if you say so.

Karner must now pick the next position.

HARTNALL
Well if he's got the hog, you gotta 
give me the tank!

The player can now pick from Jane, The Door Guard, Hartnall or 
Kadar.

HARTNALL
Let's do this!

KADAR
A tank can't be that different from a 
hog.

THE DOOR GUARD
Let's kick ass.

JANE
Tank. Okay. We'll see how this goes.

(CONTINUED)
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CONTINUED: (6)

Karner must now pick the final position.

LAWSON
And I'll go with the pelican pilot.

The player can now pick from Nova, Mechanic, Lieutenant, or 
Lucas.

LUCAS
Would have prefered the ground.

NOVA
You know you can count on me.

MECHANIC
I'll be ready!

LIEUTENANT
From a longsword to a pelican. That's 
kind of a downgrade isn't it?

The player now has picked all of the positions.

KARNER
This is the first step in stopping 
this invasion. There will be no 
turning back. No retreating. We must 
give everything. I expect the best of 
each and every one of you.

The player can then pick two dialog options.

The first dialog option says "Encourage Lawson's 
Organization".

KARNER
I know I haven't been around for long, 
but you guys have shown me that this 
organization isn't just some hate 
group, but you're fighting for a 
cause. And today will be the biggest 
cause you will ever fight for. The 
protection of this planet. 

(MORE)

(CONTINUED)
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CONTINUED: (7)

KARNER (cont'd)
Give the covenant all you got out 
there. Extermination is on.

The first dialog option says "Talk about the Covenant's 
weakness".

KARNER
The covenant think that they're 
superior. They think they can invade 
our planet. Well today, they're gonna 
learn a lesson. We are the human race. 
We won't just sit down and let them 
take over. If they want a war, we'll 
give them a war.

FADE OUT.

EXT. SNOWFALL CANYON - DAY

The player, along with other troops are getting dropped off at 
their respective locations. Karner gets dropped off in a tank 
in the canyon. The pelican pilot comes in over the ready to 
give the go ahead.

NOVA (PILOT)
All troops in position. Ready to move 
out.

MECHANIC (PILOT)
Everyone is in position.

LIEUTENANT (PILOT)
Everyone at their location. Ready to 
move.

LUCAS (PILOT)
We're all in our locations. Ready 
whenever you are.

(CONTINUED)
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CONTINUED:

KARNER
Allright. Let's head out.

The player takes his tank throughout the canyon. After a while 
the spartan laser position will come in.

JANE (SPARTAN LASER)
Heads up! Banshee's are coming in!

CHESS PLAYER GRUFF (SPARTAN LASER)
Watch out. We got banshee's incoming.

NEW RECRUIT (SPARTAN LASER)
Karner, you might wanna watch out. 
Banshee's are heading towards your 
location.

MECHANIC (SPARTAN LASER)
I can't get them all. Banshee's 
incoming!

KARNER
Acknowledged.

After going through the canyon, a dip from the right will show 
another path. The tank position will be visible. They shoot at 
enemies in front of Karner.

KARNER
Hey, watch it! That was my kill!

JANE (TANK)
Ops. Didn't even notice you over there 
Karner.

THE DOOR GUARD (TANK)
Shoot faster next time!

HARTNALL (TANK)
Maybe you should learn how to use the 
tank and I wouldn't have to!

(CONTINUED)
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CONTINUED: (2)

KADAR (TANK)
Just watching out for you.

In the next area, the sniper will appear.

JANE (SNIPER)
Karner, I see you. Let me just give 
you a bit of help!

NEW RECRUIT (SNIPER)
Karner, I'm in on your location. Mind 
if I help?

CHESS PLAYER GRUFF (SNIPER)
I see you Karner. I'm here to help 
clear out this area.

LUCAS (SNIPER)
Karner, I'm above you in the canyon. 
Let me help clear them out!

KARNER
Thanks!

As Karner moves forward, the snipers follows. Jackal snipers 
then appear. The New Recruit and Chess Player Gruff die from 
them.

JANE (SNIPER)
Jackal snipers! Ha-I got them!

NEW RECRUIT (SNIPER)
Jackals! Karner, Help! Aggghhh.

CHESS PLAYER GRUFF (SNIPER)
Watch it! Jackals snipers! Aggghhhhh.

LUCAS (SNIPER)
Enemy snipers! Don't worry about a 
thing!

If someone dies, Karner will respond.

(CONTINUED)
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CONTINUED: (3)

KARNER
New Recruit is down!

KARNER
Our sniper is down!

The sniper breaks away from Karner.

In the next area, Karner will spot the warthog position as the 
canyon dips. The warthog is fighting a wraith. Lucas will die.

KADAR (WARTHOG)
Karner, mind giving us a hand with 
that Wraith?

MECHANIC (WARTHOG)
Karner! Any help with the wraith?

NOVA (WARTHOG)
We're having a bit of trouble with a 
wraith over here!

KARNER
I see the wraith!

LUCAS (WARTHOG)
Warthog is heavily damaged. Need help 
immediately!

KARNER
Lucas is down!

Harper will come in over the radio as the player approaches 
the cruiser.

HARPER
Karner. Don't respond. I've been 
listening. We can't let Lawson take 
the credit for such a massive victory. 
Who knows what he'll do next if he has 
massive support behind him. I'm 
sending in UNSC troops to board the 
cruiser and take care of it. 

(MORE)

(CONTINUED)
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CONTINUED: (4)

HARPER (cont'd)
Meet you onboard.

After a while the tank position will come in over the radio.

THE DOOR GUARD (TANK)
Getting heavy resistance over here.

HARTNALL (TANK)
They just don't stop!

KADAR (TANK)
They're pushing hard!

JANE (TANK)
Agh! Karner. There are to many! I'm 
sorry.

KARNER
Jane! Don't give up. We can send the 
laser to help. Jane!?

The canyon drops down and opens up into a huge plateau.

KARNER
Plateau in sight. Let's clear out the 
area!

The spartan laser death will come if the mechanic is in the 
laser position.

MECHANIC (SPARTAN LASER)
Karner! I can't hold my position 
anymore! Help!

KARNER
Mechanic hold tight! I'm almost at the 
plateau! Mechanic?

The player enters the plateau.

KARNER
Hornets, we're at the plateau. Give us 
cover!

(CONTINUED)
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CONTINUED: (5)

KARNER
Only a few more.

Once the area is cleared out the pelican pilot will land the 
pelican.

KARNER
Everyone, get into the pelican!

The player gets into a chaingun on the back of the pelican.

LAWSON
We don't need to clear out the skies 
completely. Let's just land and 
quickly get into the cruiser.

Banshees fly in as Karner's on the pelican gunner. After a 
while the pelican lands.

NOVA (PILOT)
Pelican has landed. Everyone out!

MECHANIC (PILOT)
Pelican is down. Move out!

LIEUTENANT (PILOT)
And landed. Safe to get out.

Alternative seen if Lucas is flying the pelican. As they get 
close to the top banshee's swarm the pelican.

LUCAS
We're hit! I can't stabilize it! We're 
going down!

The pelican crashes.

KARNER
Everyone get out.

LAWSON
Lucas is down. Nova, take over the 
pelican from here. 

(MORE)

(CONTINUED)
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CONTINUED: (6)

LAWSON (cont'd)
Get it back up quickly.

EXT. COVENANT CRUISER/TOP - DAY

KARNER
Hurry, let's get inside!

5. Rally Point Iota: The Forerunner Weapon

INT. COVENANT CRUISER/INSIDE - DAY

The living crew jump into the the covenant cruiser.

LAWSON
Karen, lets do this.

KAREN
Setting Nav Point.

KARNER
Lawson and Kadar, with me. We're going 
to find this weapon. Everyone else, 
get to the security area of the ship. 
Shut down anything you think might get 
in our way.

KAREN
Setting Nav Point for remaining crew.

The crew is walking through the ship.

KARNER
Team, come in. How close are you to 
shutting down the security?

THE DOOR GUARD
We're almost there but we have strong 
resistance. If you could help disable 
some of the minor security in your 
area that'd be helpful.

(CONTINUED)
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CONTINUED:

KARNER
Okay, we'll keep an eye out for any 
panels that might help you out.

THE DOOR GUARD
Karner, we are at the security room. 
Letting you through!

KARNER
Alright, it should be a simple forward 
path from here.

INT. COVENANT CRUISER/WEAPON ROOM

Once the player reaches the nav point a cinematic starts. 
Lawson approaches a strange looking forerunner object. It has 
wires plugging it into the ship.

LAWSON
I'm assuming this is it.

KAREN
Scanning. Weapon identified.

LAWSON
What can you figure out?

KAREN
Give me a moment. The weapon sir. It's 
not a weapon.

LAWSON
What is it?

KAREN
It's a forerunner AI. Highly damaged. 
The covenant have messed with it, 
copied it. 

LAWSON
Can they do that?

(CONTINUED)
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CONTINUED:

KAREN
They must have been preparing for this 
for a long time. It's possible they 
have had something similar but somehow 
ruined it while trying to rewrite it.

KARNER
So the covenant have an ancient AI 
connected to each of their cruisers?

KAREN
It's not only finding the most 
efficient way to upkeep the shields 
and increase the weaponry, it's making 
calculations for them. Everything the 
covenant needs, being ran by an 
intelligent far superior than anything 
currently possible.

LAWSON
Can we speak to it?

KAREN
It's too damaged. Somehow they managed 
to keep the processing intact, which 
is mainly what they need for their 
cruisers.

There is a bang.

KADAR
Did you hear that?

LAWSON
Just keep watch. Now what can we do?

Patriarchus walks into the room.

KADAR
Enemy!

Kadar shoots at him. 

(CONTINUED)



29.

CONTINUED: (2)

LAWSON
Take cover!

They scramble into cover.

KARNER
Now what!?

LAWSON
We have the surprise this time. 
Something Patriarchus couldn't have 
expected this time.

KARNER
And what's that?

LAWSON
Three of us!

Cinematic ends. In game boss battle starts. Patriarchus 
constantly attacks while other covenant troops storm into the 
room. Once Patriarchus is defeated another cinematic starts. 
Lawson storms back to the Forerunner AI.

LAWSON
Karen. Can you find a way to disable 
it?

LIEUTENANT
Lawson, come in, we have a problem!

LAWSON
What is it?!

LIEUTENANT
UNSC sir. They've boarded the cruiser!

LAWSON
Karen. I need to know how to disable 
this thing now!

(CONTINUED)
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KAREN
I have a better plan. Since the AI is 
hooked into the cruiser, it is 
possible I could overload the cruisers 
power supply. 

LAWSON
Then what would happen?

KAREN
An explosion in the ships main 
reactor.

Lawson looks at the device.

LAWSON
And we could send that command to each 
copy, onboard every ship?

KAREN
Correct.

LAWSON
Could we recover the intelligence?

KAREN
Negative.

Lawson hesitates.

LAWSON
Let's do it.

KAREN
We have 15 minutes.

LAWSON
Let's go.

The door of the room opens and Harper steps in with a few 
marines.

(CONTINUED)
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HARPER
It's over. Karner, Kadar, return.

Kadar steps over to Harper. Karner stays in the middle. Lawson 
is over to the other side of the room.

HARPER
Karner. Return. You've complete your 
mission.

LAWSON
He's not ready to return.

HARPER
How does it feel to betray your own 
people Lawson?

LAWSON
How does it feel to be in a corrupted 
system? Filled with politics and money 
and fame. Every mistake your guys do 
just gets cover coded and everyone is 
left in the dark.

HARPER
We're not going to have this 
discussion. Karner.

LAWSON
And Karner understands. He's not ready 
to leave.

HARPER
You can't stay Karner. You'll be 
marked a traitor. 

LAWSON
He knows what I'm doing is right.

(CONTINUED)
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HARPER
Killing Gray at Ice fields. You don't 
really think he's being all friendly 
around you for no reason, do you 
Karner? You ever wonder why he told 
you his entire plan from the first 
day, the reason he took you on one of 
his most important missions, and why 
he didn't care when you seemingly 
betrayed his orders?

LAWSON
Fine. Karner, he's right.

Lawson turns to Karner. 

LAWSON
You wanna know how this entire 
operation started. I'll tell you right 
from the beginning.

The screen shows flashback stills of what Lawson starts to 
describe.

LAWSON
Operation Takedown. I lied to you, it 
isn't about a forerunner weapon. When 
I started this organization, I needed 
support, and I eventually got it. We 
built up an empire of a few bases 
across a few planets. Nothing fancy, I 
know, but it was all I needed for a 
time.

Lawson and Nova are seen at their first base.

LAWSON
But it wasn't enough. We need more, 
more bases, recruits and support. So I 
came up with a plan, along with an 
insider, someone who is in the UNSC 
but supports my organization fully. 

(MORE)

(CONTINUED)
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LAWSON (cont'd)
What we were planning would give me 
all the support I need, plus extra 
firepower.

A UNSC marine is seen looking at screens mentioning a 
forerunner weapon.

LAWSON
The support of a Spartan. The insider 
let me in on what the UNSC was up to.

HARPER
Information you should have never have 
been able to gain access to.

LAWSON
But it was perfect. A mission to find 
and recover an old ancient weapon. My 
team and I went to Ice fields, brought 
some mines with us to hold off the 
covenant once we arrived at the base. 
Unfortunately the covenant were 
already there. And shortly after we 
arrived, so did the UNSC, just as 
planned.

Lawson is seen walking across the top bridge in icefields.

GRAY (V.O.)
Am I the only one picking up 
friendlies on the radar?

Lawson's team is seen laying out mines.

LAWSON
Once at the base I got the 
information.

HARPER
And then you killed Gray.

(CONTINUED)
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LAWSON
And look what it got me. The eyes of 
the UNSC watching my every move.

Nova is shown behind Lawson. A sudden flash and Nova is shown 
getting shot.

LAWSON
But as I was leaving, I realized that 
the UNSC wasn't the only ones trying 
to get this information. I found 
Patriarchus.

Lawson is seen fighting with Patriarchus in Ice fields.

LAWSON
After escaping, I knew that being at 
Ice fields attracted UNSC attention 
and my source argued to send a spy my 
way. You guys sent two. Karner and 
Kadar.

Lawson is seen talking to his troops.

LAWSON
I told my troops about Operation 
Takedown. To play nice and act like 
they were just regular recruits.

The extra troops from Project Lawson are seen.

EXTRA 1 (V.O.)
Have you seen the new recruits?

EXTRA 2 (V.O.)
You mean the spartans?

LAWSON
While I was preparing Operation 
Takedown, Nova prepared the missions 
about the forerunner weapon. 

(MORE)

(CONTINUED)
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LAWSON (cont'd)
Once you guys arrived, I needed 
something for you to do and Nova 
worked nonstop on the missions to get 
the ancient weapon.

Lawson is seen meeting Karner and Kadar. 

LAWSON
When you guys arrived, everything was 
in place. Operation Takedown continued 
and Nova was ready to start the 
mission involving the ancient weapon.

Lawson is seen in Danger Canyon.

LAWSON
I wanted you to trust me, to trust my 
organization. 

HARPER
By lying?

LAWSON
Just about Takedown. Everything else 
was true.

Kadar and Karner are seen at Nova's base.

LAWSON
I gave Karner and Kadar everything. 
Even access to roam the base without 
hassle.

KARNER (V.O.)
I'm surprised at how much freedom 
we've been given so far. He just let 
us wander in.

KADAR (V.O.)
Yeah, there's definitely something 
going on.

(CONTINUED)
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Karner is seen fighting with Patriarchus. Then after Karner 
and Lawson are seen preparing for Extermination.

LAWSON
Kadar kept to himself. He wasn't going 
to be the one. We gave up on him and 
focused on Karner. But after you 
betrayed my order, I thought maybe I 
was being to harsh on you. 

Lawson is seen talking to Karner and Kadar in Danger Canyon.

LAWSON (V.O.)
Stay here and wait for Nova.

LAWSON
Thought you weren't listening, seeing 
reason. I lightened up, let you off. 
Kept you in touch with the mission. 
Even let you lead the mission that got 
us here.

Flashbacks stop.

KARNER
I still don't understand.

LAWSON
Operation Takedown. To gain support 
from a Spartan. The Introduction, a 
mission to get a spartan sent down to 
one of my bases. A bit of help from my 
UNSC insider to get this one done. 
Project Lawson, to get you integrated 
into my organization. To make you 
comfortable; feel at home. And now 
Extermination, where the final 
decision is made. Whether or not 
Operation Takedown was a success or 
failure.

(CONTINUED)
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HARPER
Not all spartans will just betray the 
UNSC like you. Karner, Kadar, we 
should get going.

LAWSON
Karner, you really wouldn't leave 
everyone behind would you? Have you 
not made any friends since you've been 
here.

HARPER
He can't trust you. I've had enough. 
Lets go.

LAWSON
Don't let a few of my past mistakes 
blind you. My organization is what is 
best for humanity. Look what we've 
done. Onboard a covenant cruiser, 
ready to destroy it and stop an 
invasion.

KAREN
10 minutes until detonation.

LAWSON
It's your choice.

The player can either pick to be on Lawson's side or Harper's 
side.

6. Ending: Picked Lawson's Side

INT. COVENANT CRUISER/WEAPON ROOM

Karner walks over to Lawson. 

HARPER
Karner. I hear by declare you an enemy 
of the UNSC.

(CONTINUED)
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LAWSON
Fire.

An ingame battle breaks out between the two groups. 

KADAR
Karner, what happened?!

LAWSON
He saw reason!

Once either Kadar or Harper is down a cinematic triggers.

KAREN
Detonation immediate. You must leave 
now!

LAWSON
Let's go!

Lawson and Karner run away. Kadar or Harper is seen over the 
others body and looks up at Karner as he runs away. Karner and 
Lawson run through the hallways. As they are running, an 
explosion blows out the floor and separates Karner and Lawson.

LAWSON
Karner! You'll have to find another 
way!

KARNER
Get the rest of the crew off! I'll 
meet up!

The player must then find another way off the ship. They will 
eventually find a ghost.

KARNER
Don't mind if I take this ghost do 
you?

The player will ride the ghost through the ship until he meets 
back up with Lawson.

(CONTINUED)
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KARNER
I made it! Get out of here!

Everyone runs through the ship as it's about to explode. 

EXT. SNOWFALL PLATEAU - DAY

They all come out the same way they entered and then get into 
the pelican. 

LAWSON
Let's go!

The pelican flies away as the ship detonates. The ship blows 
into several pieces as the pelican flies away. Other ships in 
the distance can also be seen exploding.

FADE OUT.

EXT. NOVA'S BASE - DAY

FADE IN.

A grunt is seen walking outside of Nova's base. The grunt 
looks up and then starts to panic. Pieces of a covenant 
cruiser start raining down onto the grunt. The grunt gets 
squashed.

FADE OUT.

INT. NOVA'S BASE/OFFICE

Lawson and Karner are seen standing next to each other.

LAWSON
Karner, this plan would have never 
have worked without you. Thanks.

Lawson turns and shakes Karner's hand. Lawson then faces 
forward again. Karner then walks out of the room.
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INT. NOVA'S BASE/HALLWAYS

Karner walks out of Lawson's office. Karner keeps walking 
through the base. He sees Lieutenant. Lieutenant nods as he 
walks by.

LIEUTENANT
Good work soldier.

Karner heads up through the halls.

KAREN
Remember, extra weapons have been 
placed in the crates incase of 
security breaches.

Once he enters the next room he sees the chess table.

Variant 1: Chess Player Gruff & Jane Alive

If both Chess Player Gruff and Jane are alive, they will be 
playing chess.

 CHESS PLAYER GRUFF
Is this your card?

JANE
You looked at my visor! That's 
cheating.

Chess Player Gruff spots Karner.

CHESS PLAYER GRUFF
Karner.

Jane turns around at him.

JANE
Good work.

Karner nods and keeps walking.

Variant 2: Chess Player Gruff Alive, Jane Dead.

(CONTINUED)
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Chess Player Gruff will be seen sitting at the table with the 
chess pieces.

If the player played chess with him in Lieutenant's base, he 
will mention a rematch.

CHESS PLAYER GRUFF
Karner, play a game soon? I've been 
looking for a match.

KARNER
Sure, in a bit.

Variant 3: Jane alive, Chess Player Gruff dead.

Jane will be sitting at the table.

JANE
I'll miss them.

KARNER
Yeah. Me too.

JANE
You did great out there Karner.

Karner nods and keeps walking.

INT. NOVA'S BASE/MAIN ROOM

Lucas is seen standing by the door way. If he is dead, he will 
not be there.

LUCAS
Karner.

Karner walks towards the hanger and see's the New Recruit. If 
he is dead, he will not be there.

NEW RECRUIT
That was pretty incredible out there.

(CONTINUED)
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KARNER
You too.

Karner walks up to the Door Guard.

THE DOOR GUARD
Just because you're allowed in doesn't 
mean I can't suppress you for a while.

KARNER
Let me in.

THE DOOR GUARD
Go ahead.

INT. NOVA'S BASE/HANGER

Karner walks into the hanger.

HARTNALL
Oh man this new tank looks 
spectacular!

If the Mechanic is still alive, he will reply back to 
Hartnall.

MECHANIC
It still needs some final checks 
before it's ready for use.

Karner keeps walking and spots Nova. He walks over to him.

NOVA
Karner. Congratulations. How does it 
feel now that is all yours?

KARNER
You think I'm ready?

NOVA
After all of that, yes. You are. I'll 
be starting up a new base now that we 
have a bit more support.

(CONTINUED)
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Nova looks at Karner and shakes his hand.

NOVA
Great work out there.

The camera pans around Karner as Nova walks away. The camera 
zooms in onto Karner's visor.

CUT TO BLACK.

INT. UNSC BASE

The camera pans across a wall with screens on it. The camera 
stops as it approaches a screen with "Hostile Enemies" on it. 
Lawson and Karner are both featured in the center of the 
screen. The camera backs out and shows a figure looking at the 
screen. The figure turns and it reveals either Harper or Kadar 
(whoever didn't die from the battle).

CUT TO BLACK.

7. Ending: Picked Harper's Side

INT. COVENANT CRUISER/WEAPON ROOM

Karner walks over to Lawson and Nova. 

LAWSON
Karner. Please.

HARPER
Fire.

An ingame battle breaks out between the two groups. 

Once Lawson is down a cinematic triggers.

HARPER
We need to go! Hurry!

Harper, Karner and Kadar run away. Harper, Karner and Kadar 
run through the hallways. 

(CONTINUED)
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As they are running, an explosion blows out the floor and 
separates Karner from Harper and Kadar.

KADAR
Karner! You'll have to find another 
way!

KARNER
Just get off the ship! I'll meet up!

The player must then find another way off the ship. They will 
eventually find a ghost.

KARNER
Don't mind if I take this ghost do 
you?

The player will ride the ghost through the ship until he meets 
back up with Harper and Kadar.

KARNER
I made it! Get out of here!

Everyone runs through the ship as it's about to explode. 

EXT. SNOWFALL PLATEAU - DAY

They all come out the same way they entered and then get into 
the pelican. 

HARPER
Spartans recovered. Let's go!

The pelican flies away as the ship detonates. The ship blows 
into several pieces as the pelican flies away. Other ships in 
the distance can also be seen exploding.

FADE OUT.

EXT. NOVA'S BASE - DAY

FADE IN.

(CONTINUED)
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A grunt is seen walking outside of Nova's base. The grunt 
looks up and then starts to panic. Pieces of a covenant 
cruiser start raining down onto the grunt. The grunt gets 
squashed.

FADE OUT.

FADE IN.

INT. NOVA'S BASE/OFFICE

Karner is seen standing in Lawson's office looking out the 
window. Kadar comes in.

KADAR
Let's go. The UNSC has it from here.

KARNER
I'll be with you in a moment.

Kadar walks out. Karner then follows.

INT. NOVA'S BASE/HALLWAYS

UNSC marines are seen around the base talking with the 
remaining crew that are alive.

LIEUTENANT
Please, you can't arrest me. I haven't 
done anything. Karner knowns. Karner!

Karner walks past him into the next room. If Chess Player 
Gruff is alive, he will be seen. He will look at Karner. 
Karner looks back but keeps walking.

INT. NOVA'S BASE/MAIN ROOM

Lucas can be seen arguing with a UNSC troop if he's alive.

LUCAS
Am I under arrest or not?

(CONTINUED)
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UNSC MARINE
Don't raise your voice.

LUCAS
I will not remove my armor until you 
answer me.

Karner walks to the hanger. The Door Guard is missing from his 
post. Karner stops and observes. If New Recruit is alive, he 
will make a comment.

NEW RECRUIT
They already took him in.

Karner looks up at New Recruit and then keeps walking. 

INT. NOVA'S BASE/HANGER

Karner walks into the hanger.

UNSC MARINE
Do you know how to operate this 
machinery?

HARTNALL
It's a tank. Who doesn't?

If mechanic is alive he will be next to Hartnall.

MECHANIC
Yes, I know how to repair it.

UNSC MARINE
Please come with me.

They walk out of the hanger. Karner stands and watches.

Variant 1: Jane is dead.

Karner stands in the empty room. Harper comes in.

(CONTINUED)
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HARPER
It's disappointing. I know. But they 
should have never teamed with Lawson.

KARNER
Yeah, I know.

Karner stares into the hanger.

KARNER
I did the only thing I could.

The camera pans out.

FADE OUT.

Variant 2: Jane is alive.

Karner stands in the hanger. Jane approaches him.

KARNER
Jane.

JANE
Why would you do this?

KARNER
UNSC has the right to investigate.

JANE
Is that all you have to say? I thought 
we were friends.

KARNER
Why Lawson? You know he's rogue. 
Nothing good would have come from 
this. Why didn't you just join the 
UNSC?

JANE
(angry)

I'm blind in one eye. The UNSC would 
never take me. Lawson did.

(CONTINUED)
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Jane walks out of the hanger. Karner stares into the hanger. 
The camera pans out.

FADE OUT.

FADE IN.

EXT. UNKNOWN LOCATION

A figure is seen walking across the land. The camera follows 
the figure for a while before panning up and revealing Nova.

CUT TO BLACK.
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