
Cinematic action Gameplay Sample :  

A hybrid cinematic, gameplay sequence where the protagonist, Kane, battles castle guards in a 

dark hallway. Demonstrates integration of cutscene pacing, environmental description, combat 

choreography, and player prompts. 

Content Warning: violence, blood, gore. 

INT. CASTLE HALLWAY – NIGHT 

The torches burn low, shadows stretching across the cracked stone walls. KANE raises his 

blade high, eyes locked on the GUARD before him. 

 

KANE​

 Come on. Let us be done, so I can leave. 

 

The Guard snarls and swings fast. Kane sidesteps, the blade misses by an inch. Kane strikes 

back, his sword CLASHING against the Guard’s weapon. Sparks fly. The enemy’s sword 

SNAPS in half. 

The other GUARDS SCREAM, charging with swords raised. Their voices echo through the 

hallway. 

 

→ PLAYER COMBAT SEQUENCE: Light/Heavy Attacks 

Kane swings, flames erupt along his blade. Steel MELTS at his touch. Others fall in bloody 

halves. The hallway fills with the sound of heavy breathing. 

The fire dims. Kane lowers the weapon, fists raised now, ready to strike. 

 



KANE​

 Come on. Fight me. 

 

A BLOW crashes into the back of his head. Kane stumbles forward, another Guard stands 

behind him, fists raised, trembling but determined. 

Two more grab Kane by the arms, holding him tight. Three Guards step in, fists slamming into 

his ribs, back, face. Kane spits blood onto the stones as they PUMMEL him. 

 

→ PLAYER PROMPT: Break Free (Button Mash) 

Kane’s fiery blade materializes, glowing hot. It drops into his hand. He twists hard, steel cuts 

through flesh. One by one the Guards fall, their bodies split, blood spraying the walls. 

The sword retracts. Kane exhales smoke through gritted teeth. He sprints down the hall. 

 


