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TRISTAN AND ISEULT

1. Name
Working title: Tristan and Iseult 
Developer: Fette Möwe Interactive
Redactor: Dmitrij Chotin

2. Picture

3. Goal and spirit of the game
My game tells the story of Tristan and Iseult and how they try to keep their forbidden love a secret.
It‘s a pretty simple casual game for smartphones and tablets.
The player has only indirect control over Tristan and Iseult. Both of them are constantly moving 
towards each other, trying to come together.
When they are standing next to each other, they get surrounded by a coloured glow and the bar at 
the bottom of the screen keeps charging up. As soon as it‘s full, you complete the chapter and conti-
nue to the next.
Tension is built by the fact, that no other person is allowed to see Tristan and Iseult while they‘re 
together, or else you lose the game. The game is also lost, if the lovers can‘t see each other for too 
long. The lower bar keeps decreasing, as soon as they are separated from each other.
The player needs to balance these factors by dragging the two characters of Tristan and Iseult away 
or next to each other while keeping them out of trouble from being discovered.
The player can use the environment to his advantage (hide Tristan and Iseult behind barrels, the sail 
pole and other environmental objects).
The challenge of the game increases continuously. Maybe by enhancing the field of view or view 
distance of the enemies or by speeding up the gameplay (either Tristan & Iseult or the enemies move 
faster over time). Or by decreasing the amount of obstacles for hiding and/or shrinking the playing 
field.

The money bags could be some kind of „Joker“, that you could use in case of emergency. They 
would appear randomly in the environment, so that the player can collect them from time to time. 



If you are being discovered, you could quickly bribe the person, who saw you with one of your bags 
of cash.
Again, the game gets more difficult over time, forcing the player to use these emergency items more 
often, increasing the overall challenge of the game.

The core gameplay is simple and flexible enough to be open for expansions of the ruleset and additi-
onal modifications to the game. For example tiny twists for an extra challenge.

4. Genre, gaming mode
game of skill
singleplayer, optional couch-coop multiplayer on consoles
top-isometric (?) view

5. Platform
It should be possible to play this game on PCs, smartphones, tablets and the PS Vita because of 
its touch-sensitive back and the analog stick, which both could be used in cooperative multiplayer 
mode.

6. Target
Who is supposed to play the game? Segments?
My target audience are young adults and maybe children. Depending on my depictions of death 
and/or suffering of the main characters.

7. Skills, gaming time
Skills needed to perform the game: dexterity, good reactions, coordination skill
How long does it take to play the game? About 2 minutes per chapter, maybe half an hour to get 
through the full story
Replayability? Comes through modifiers of core gameplay, increased challenges

8. USP
My game is simple and easy to learn but keeps the challenge constantly ramping up to keep the 
player engaged. It tells the classic story of Tristan and Iseult in a playful way, thus making it useful 
for children or young adults.



Chapter 4 - The Philtre

I decided to base my game concept around chapter four of the classic tragedy, where Tristan and 
Iseult accidentally drink from the love potion and fall in love with each other.
Large parts of this tragedy can be summed up as a story of forbidden love and hiding it from the 
outside world. I was originally trying to show the relationship between the characters while looking 
for a way to implement a mechanic into the story.

For the longest time it seemed like an impossible task.
How can such a grand linear story be combined with a reoccuring,
simple reward system to keep the player engrossed in the game?
I couldn‘t find a way for the time being, so I tried to get to know 
the characters first. I approached the basic premise as a story 
about an unhealthy relationship. Where both participants know, 
that what they are doing is wrong, but are too involved to quit.
In such a scenario they would have many little short-term rewards
for being together, but a continuously growing risk of being
discovered and/or hurting other persons around them and/or (in
this story at least) a high probability of losing their life.

I wanted to show how such behavior can cause havoc in the outside world of this kind of relations-
hip. I wouldn‘t say that I achieved my goal in the end, but I have a very simple and flexible mecha-
nic now, which works pretty much exactly the way, I wanted it to be in my gameplay. 
Little short-term successes and constant tension, which keeps ramping up over time.

As described before, the goal of the game is to keep the relationship out of sight of the surrounding 
people. The player can drag and drop Tristan and Iseult around the playing field and use the en-
vironment to his advantage by hiding the lovers behind objects.
The „love bar“ at the bottom of the screen keeps charging up, as long as the two of them stay close 
to each other, which usually is a very short-lasting affair, since the „enemies“ are always moving and 
looking around the level. So it shouldn‘t be possible to just put both of them in a corner and wait 
for the bar to fill up.

There are also multiple ways to lose the game.
One is by not getting the two together for too long. The love bar can charge up, but it also slowly 
decreases, as long as the lovers are separated. Since they‘re so in love with each other, they can‘t go 
on anymore, if they are separated for too long and the love bar is down to zero.
In this case, the game‘s over and the characters sit down on the floor and cry.



(Game Over through separation)

The by far more probable way to lose the game though is to be discovered by the non-player-cha-
racters around the level. As soon as this happens, you have maybe 2 seconds to use your cashbag to 
bribe the person, so that he/she looks away. If you have no ability to do that, the couple ends up on 
the stake pile.

Like this:



Since the basic mechanic is so simple, it is very easy to modify and expand on it in different ways.

The level background and the environment objects could be easily adapted to a castle or a forest, 
thus enabling the gameplay to follow the story further, beyond just the fourth chapter. 
By altering the mechanics, one can even adapt to seemingly more challenging chapters of the story, 
as I will describe later in this document.

For now, we can take a look at small modifications to the core gameplay, which could prove interes-
ting for a possible „Challenge“ or „Endless Mode“ of the game. Where we don‘t have to go through 
the game‘s storyline chapter by chapter, but instead just focus on specific challenges or surviving as 
long as possible.

For example, besides the version of dragging Tristan or Iseult around directly, it could add a new 
level of challenge, if we further reduce our direct control over the characters.
Enter, what I lovingly call the „Better Than Love“ modifier. Where our lovers are sometimes more 
concerned by very material goods instead of each other. 

Instead of dragging the characters directly, you have to drag a desired item from your HUD into the 
playing field.
As soon as the item is on the field, the character, who desires this object interrupts his walk towards 
his/her lover and starts walking towards the item instead.
For example, Tristan likes to play the harp. Thus, as soon as the harp is in the field, he will walk 
in the direction of his favorite instrument. Isolde naturally follows as long as her desired item (for 
example a blue jewel) is not on the playing field. This way you can still control both characters, but 
more indirectly than before.
In a way this method offers more control, since you can make the lovers stay still as long as both 
objects are in the field. But at the same time, it requires a little more planning ahead, because the 
characters move slower when they walk themselves (in comparison to the original mode, where you 
can just drag and drop them whenever you like).
You can simply remove the items from the field by tapping on them.



A challenging variation which is playing with this distraction mechanic is the „External Seduction“ 
modifier, which is totally non-canonical, since in the original story the lovers wouldn‘t have eyes for 
anybody else of course. In this variation we placed seductive NPCs around the playing field and as 
soon as one of our lovers gets too close to one of the seductors, he starts walking towards him/her.
Again, this is absolutely non-canon. Could never happen in the actual story.
And that‘s why it‘s just a fun, little modifier for the Endless Mode. 
 
Telling a story with a gameplay this simple requires a little tweaking sometimes.
I had a couple of ideas on that matter.

Let‘s talk about it after this very rough title screen mockup.



Chapter 15 - The Death of Tristan

There is actually a possibility to approach the last chapter of the tragedy by slightly altering the 
general mechanics. Again, this is only a very basic idea for now.

In the last chapter of the story, Isolde the Fair is on her way from the castle of Tintagel over sea to 
the poisoned Tristan in Brittany. This part is the climax, the story kept building up to. Very intense 
and dramatic. If I was supposed to apply this to my game concept, I would probably approach the 
staging of the scene as follows.

We see Tristan bedridden and weakened, desperately awaiting Iseult with the cure. Isolde is standing 
on her ship trying to get closer to the shore, but a storm keeps slowing down the speed. The player 
can help Iseult‘s ship through swiping motions in the direction of Carhaix Castle to generate a tem-
porary wind boost for Iseult‘s sails. Tension could be generated through a timer, after which Tristan 
would die from the poison automatically.
I need the player to feel the urgency and drama of this last chapter. So maybe a dramatic music 
might help with that. Could also prove to be a little too much. But then again, this is a classic tra-
gedy at its core. Maybe a simplified version of Wagner‘s opera version or something like that.



Again, I need to get the tragic feeling of this part right. So we need Tristan to die nonetheless.
We could approach it like this: As soon as Iseult‘s ship gets close enough to the shore (almost to-
gether, love bar almost full etc.), we are treated to a non-interactive cutscene, where Iseult with the 
White Hands appears, lying to Tristan about the color of the ship‘s sail. Tristan thinks, that the sails 
of the ship are black, which would mean that Isolde the Fair is not onboard, and dies in desperation 
and grief.

This has to be something, the player cannot prevent. Independently of his performance in this level. 
It is something that needs to happen for the sake of the story,

(Tristan dies and the love bar shrinks completely.)

The story says, that Iseult lies down next to her loved one to die with him. It wouldn‘t make sense 
to convert that into a game mechanic, so it‘s probably best to do this in a cutscene.
Could be in-game graphics, to keep it consistent with the rest of the game.
And thus, the tragedy of Tristan and Iseult comes to an end.



Epilogue

Tristan and Iseult are dead.
This fact might have been more surprising to the audience who played the game than the people 
who read the actual story, since my very simple casual gameplay obviously couldn‘t provide the same 
depth as the original text. Thus making it (frustratingly?) unpredictable for the un-initiated that 
both main characters suddenly die of a broken heart. Maybe also because of the discrepancy of my 
simple and cute art style with the dramatic storyline, one wouldn‘t be prepared for both main cha-
racters to die „just like that“.
In general, I found it problematic to suddenly end a game on such a bitter note. Since players al-
ways strive for the feeling of winning, especially in the end they absolutely require a reward instead 
of a punishment for actually completing the game.
Luckily, the very last paragraph of the story gives me an opportunity to implement just that in an 
additional epilogue level!
This short section of the text tells a curious tale about a briar that mysteriously started to grow 
between the lovers‘ tombs. And even though the king‘s gardeners tried to cut it down, it always grew 
back. I guess, the message here is that true love can overcome even death itself. Which is a quite 
comforting thought after just having both main protagonists die. 
So it was important for me to lift the spirit of the player back up again after a (maybe shockingly) 
depressing ending.

We start the final level with the two tombs on both sides of a chantry apse, as described in the 
text.



The vine starts slowly growing (in this inaccurate depiction out of Iseult‘s tomb) in the direction of 
the other tomb. Without direct control of the player. Which is basically the same mechanic as usual, 
since they want to get close to each other. Though it‘s more similar to the slightly altered mecha-
nic, we saw in the last level. This time it‘s not a ship, which needs our help though. It‘s this fragile 
plant, which can be seen as a symbol of life and love and salvation. Which we need to have to pro-
perly feel closure within the story.

To support the uplifting feel of this level, I would like the vine to break through obstacles, like the 
stone walls of the apse, which separates the tombs. It might be a little corny, if you think about it. 
But then again, it hopefully gets the general feeling of the last paragraph across.
Enemies could be the kings‘s gardeners, who try to cut the growing plant down from time to time.
And I imagined, that it might be funny to have ghosts of the antagonist barons trying to stop the 
plant from growing. If love can‘t be stopped by death, those guys would be quite the opposite. Envi-
ous and spiteful even in death. But in the end nothing can get in the way of true love.
The player‘s role would be to help the growing vine connect the two tombs. To break holes for even-
tual shortcuts through the walls by tapping the screen. And by swiping away the enemies. 
And this is basically it.



Thus the story of Tristan and Iseult ends on this hopeful note.

Thank you for playing!



This document is accompanied by a short animated mockup of the general gameplay.
dmitrij.chotin@yahoo.de
dimachotin.wordpress.com
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