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APPENDIX 
Synopsis and important aspect from the game  

A. General information and Synopsis of Red dead redemption 2  
General information  

              Title: Red Dead Redemption 2  

    Developer: Rockstar Games  

     Publisher: Rockstar Games  

Release Date: October 26, 2018 

     Platforms: PlayStation 4, Xbox One, Microsoft Windows (released later on 

November 5, 2019) 

Red Dead Redemption 2 is an action-adventure game set in an open world 

environment and is a prequel to the 2010 game Red Dead Redemption. The game 

follows the story of Arthur Morgan, a member of the Van der Linde gang, and the 

protagonist, as he navigates the decline of the Wild West era. The game explores 

themes of loyalty, morality, and the consequences of one's actions in a changing 

world. 

B. Story Plotline and interesting quote from the game character  
In Rockstar Games' epic western tale, Red Dead Redemption 2, players are 

immersed in a sprawling narrative that traverses the rugged terrain of the American 

frontier during the late 19th century. The game unfolds in a series of acts, each 

contributing to the overarching themes of redemption, loyalty, and the harsh 

realities of life as an outlaw. 

The narrative commences with Act 1, introducing players to Arthur Morgan, 

a key member of the Van der Linde gang led by the charismatic Dutch Van der 

Linde. Following a botched heist in the town of Blackwater, the gang finds itself on 

the run, seeking refuge amidst the untamed wilderness of the Grizzlies. Arthur, torn 

between his loyalty to Dutch and his own moral compass, grapples with the gang's 

direction as tensions simmer within their ranks. 
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Act 2 delves deeper into the gang's decline, as external threats mount and 

internal conflicts escalate. Arthur's disillusionment with Dutch's leadership 

intensifies, prompting him to question the gang's code of honor and his own role 

within it. Amidst confrontations with rival gangs, law enforcement, and the specter 

of betrayal, Arthur confronts the harsh realities of life as an outlaw, ultimately 

facing the consequences of his actions. 

In Act 3, the narrative reaches its climax as betrayals come to light, leading 

to a dramatic showdown with the forces aligned against the Van der Linde gang. 

Arthur, grappling with his own mortality and seeking redemption for his past deeds, 

must make pivotal choices that will shape his legacy. As the era of outlaws draws 

to a close, Arthur's journey becomes a quest for personal redemption, culminating 

in a poignant exploration of sacrifice and atonement. 

The Epilogue shifts the narrative focus to John Marston, a former member 

of the gang, as he strives to forge a new path for himself and his family. Yet, even 

as John seeks to leave his outlaw past behind, he discovers that the ghosts of his 

past continue to haunt him, underscoring the enduring consequences of his actions. 

Through the epilogue, players witness the legacy of Arthur's choices and the 

enduring impact of his quest for redemption. 

In conclusion, Red Dead Redemption 2 weaves a masterful narrative 

tapestry that explores the complexities of loyalty, betrayal, and the pursuit of 

redemption in the unforgiving landscape of the American frontier. Through its 

richly drawn characters, immersive storytelling, and breathtaking open-world 

environment, the game invites players on an unforgettable journey through the heart 

of the Wild West, where the line between right and wrong is blurred, and the quest 

for redemption knows no bounds. 

The interesting quote from the game character:  

 "One thing I do know...there ain't no shame in looking for a better 

world." -Arthur morgan to jimmy  
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 "We're thieves, in a world that don't want us no more." -Arthur Morgan 

to Dutch van der Linde 

 “This place, ain’t no such thing as civilized. It’s man so in love with 

greed... He has forgotten himself and only found appetites.” -Dutch van 

der Linde to agent Milton 

 "Lack Of Something To Feel Important About Is Almost The Greatest 

Tragedy A Man May Have."-Arthur Morgan 

C. Critical Reception and cultural impact: 
Red Dead Redemption 2 received widespread critical acclaim, praised for 

its narrative, world-building, attention to detail, and immersive gameplay. The game 

holds numerous awards and nominations, including several "Game of the Year" 

awards.  

Red Dead Redemption 2 has had a notable cultural impact, influencing 

discussions about storytelling in video games and setting new standards for open-

world game design. The game's characters, particularly Arthur Morgan and Dutch 

van der Linde, have become iconic figures in gaming culture. 
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D. Photo of Van der Linde gang  

 from the official website of Red Dead Redemption 2 video game 

The character in the photo, from upper left to right: Charles, Sadie, 

Arthur, Dutch, Hosea, Micah, from bottom left to right: Sean, Bill, Jhon, 

Javier, Lenny  

E. Table 1.0 The finding from each chapter of the game 
This table provides an overview of each chapter's key events and narrative 

shifts, alongside the moral values that emerge from those developments. Through 

Arthur’s and the gang's progression  

Chapter  Narrative progression of 

character and story  

Moral valued based on 

the narrative progression 

of character and story  

Chapter 1 colter  1. Introduction of 

the Setting 

2. Introduction of 

the Van der 

Linde Gang 

1. Loyalty  

     



` 

3. Story Setup 

4. Themes and 

Motifs 

Chapter 2 horseshoes 

overlook  

1. Establishing the 

Gang's Situation 

2. Loyalty and Doubts 

of the gang 

3. Setting the Stage for 

Conflict 

1. Compassion  

2. Loyalty. 

3. Self-reflection 

Chapter 3 Clement 

point   

1.  Character 

Relationships 

2. Exploration of 

the Gang's 

Dynamics 

3. Setting the Tone 

4. Expansion of the 

Storyline 

 

1. Loyalty 

2. Resilience  

3.       compassion 

Chapter 4 Saint Denis  1. Gradually change of 

character 

2. Setting the ending of 

the game 

1. Loyalty  

2. Compassion 

Chapter 5 Guarma and 

6 beaver hollows 

 

1. The ending of 

Character development and 

progression 

2. Ending of the Arthur 

saga 

1. Loyalty  

2. Compassion 

3. Self-reflection 
 

Epilogue (1 and 2) 1. The conclusion of the 

narrative 

1. Loyalty  

2. Compassion  
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2. Ending of the game 

narrative plotline  

 

Throughout the narrative of the game, two prominent moral values 

consistently emerge from each chapter: loyalty and compassion. These virtues stand 

out as the prevailing themes, permeating the storyline with their significance. 
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