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Introduction

Dragon Age III: The Asunder quest is one of the most emotionally charged and narratively intricate missions in the

franchise. It pulls the player into the heart of the Grey Wardens’ struggle, the looming threat of the Darkspawn, and

the complex relationship between the Grey Wardens and the Mage �Free Kingdom. Central to this experience is the

voice of David Gaider, the series’ lead writer, whose storytelling craftsmanship turns a simple fetch �quest into a

memorable chapter of the game’s lore. In this article we’ll explore the Asunder quest from every angle: its narrative

design, character arcs, gameplay mechanics, and the creative process that brought it to life. Whether you’re a

seasoned Dragon Age veteran or a newcomer eager to understand the depth of the story, this guide will give you a

comprehensive look at one of the game’s most celebrated moments.

The Asunder Quest: A Deep Dive

The Asunder quest is a pivotal narrative thread that appears in the early stages of Dragon Age III. It begins when

the player, as the Warden, receives a request from the Grey Wardens to investigate a mysterious tower in the city

of Kirkwall. The quest quickly escalates from a simple reconnaissance mission to a full �blown confrontation with the

forces of the Darkspawn and the political machinations of the city’s leaders. The quest’s name, “Asunder,” evokes

the theme of breaking apart—both physically, as the tower shatters, and metaphorically, as the player’s allegiances

are tested.

The Setting: Kirkwall and the Tower of Asunder

Kirkwall, the capital of Ferelden, is a city steeped in history, politics, and magic. The tower that the player must

investigate is located in the heart of the city, near the city hall. The tower’s architecture reflects the city’s Gothic

roots, with towering spires, intricate stonework, and a sense of foreboding. As the player explores the tower, they

encounter a mixture of mundane city life and the lingering threat of the Darkspawn, which has seeped into the very

walls of the tower.

Initial Objectives and the First Encounter

At the outset, the player’s objective is straightforward: locate the source of the disturbance within the tower. The 

player is guided by a Warden officer named David Gaider in the sense that his voice provides context, but the 

actual dialogue is delivered by the character Captain Varric, who is a seasoned Grey Warden. The player is

introduced to the tower’s hidden chambers, where they uncover clues about an ancient artifact that could alter the

balance of power in Ferelden.

The Turning Point: Darkspawn Ambush

As the player delves deeper into the tower, the tension escalates. The tower’s walls crack, and a horde of

Darkspawn emerges from the shadows. The player must use tactical combat skills, recruit allies, and manage

resources to survive the ambush. This segment showcases the game’s combat mechanics, highlighting the

importance of positioning, skill selection, and environmental hazards.

The Climax: The Tower’s Collapse

The climax of the Asunder quest is a dramatic collapse of the tower’s upper levels. The player must navigate



through falling debris, avoid traps, and rescue key characters. The collapse serves as a metaphor for the fractured

loyalties within the Grey Wardens and the broader political landscape of Ferelden.

Resolution and Aftermath

Once the tower is secured, the player is rewarded with a powerful artifact and a deeper understanding of the

Darkspawn’s motives. The quest concludes with a pivotal decision that determines the player’s relationship with the

Grey Wardens and the Mage �Free Kingdom, setting the stage for future quests.

David Gaider: The Voice Behind the Story

David Gaider is the mastermind behind the narrative of Dragon Age III, and his influence is evident throughout the

Asunder quest. As the lead writer, Gaider was responsible for crafting the story’s arc, character dialogues, and the

overarching lore that ties the quest into the larger world of Thedas. Below, we’ll examine Gaider’s role and the

impact of his storytelling on the Asunder quest.

Background and Writing Philosophy

Before joining BioWare, Gaider had already established himself as a talented storyteller with a deep appreciation

for immersive worldbuilding. His writing philosophy centers on creating characters with depth, giving players

meaningful choices, and weaving complex narratives that reflect the player’s actions. This approach is evident in

the Asunder quest, where every decision the player makes has lasting consequences.

Dialogue Crafting and Character Development

Gaider’s skill in dialogue is one of the most noticeable aspects of the Asunder quest. He creates conversations that 

feel natural, emotional, and true to each character’s personality. For instance, the conversation with Captain Varric

is filled with humor, tension, and a sense of camaraderie that resonates with players. Gaider’s focus on authentic

character voices ensures that the quest’s stakes feel real and personal.

Integrating Lore and Player Agency

One of Gaider’s strengths is his ability to weave lore seamlessly into the gameplay. In the Asunder quest, he

introduces ancient artifacts, forgotten histories, and political intrigue. These elements enrich the world of Ferelden

and provide players with a sense of discovery. At the same time, Gaider keeps the player in control by offering

multiple choices, each with consequences that influence the story’s direction.

Collaboration with the Development Team

Gaider’s role extends beyond writing. He collaborates closely with the game’s designers, artists, and programmers

to ensure that narrative and gameplay are tightly integrated. For example, the collapsing tower sequence was

designed in conjunction with the narrative team to create a cinematic experience that feels both dramatic and

interactive. Gaider’s collaborative approach ensures that the story remains coherent and engaging throughout the

quest.

The Narrative Arc of Asunder

The Asunder quest is a masterclass in narrative design. It blends a linear storyline with branching choices, allowing

players to experience the story in different ways. Below we’ll break down the key narrative beats and how they

contribute to the overall experience.

Exposition: The Call to Action

The quest begins with a simple call to action: the player must investigate a tower in Kirkwall. This sets the stage for



the larger conflict between the Grey Wardens and the Darkspawn, as well as the political tension between the

Mage �Free Kingdom and the mages.

Rising Action: The Tower’s Secrets Revealed

As the player explores the tower, they uncover hidden passages, ancient manuscripts, and clues about the

Darkspawn’s plans. The rising action is driven by a series of puzzles, combat encounters, and conversations that

deepen the player’s understanding of the world.

Climax: The Tower’s Collapse

The climax of the quest is a dramatic, high �stakes sequence where the tower collapses and the player must fight for

survival. This moment serves as a metaphor for the fractured loyalties within the Grey Wardens, and it forces

players to confront the consequences of their actions.

Falling Action: Consequences and Reflection

After the tower collapses, the player must decide whether to side with the Grey Wardens or the Mage �Free

Kingdom. This decision shapes the player’s relationships and sets the tone for future quests.

Resolution: The Path Forward

The Asunder quest ends with a clear path forward: the player’s choice determines whether they will continue to

fight the Darkspawn or become a political actor in Ferelden’s future. This resolution ties the quest into the larger

narrative arc of Dragon Age III.

Choices and Consequences

One of the defining features of Dragon Age III is the emphasis on player choice. The Asunder quest offers multiple

decision points that influence the story’s outcome. Below are some of the key choices and their consequences.

Choice 1: Trust the Grey Wardens or the Mage �Free Kingdom?

At the climax of the quest, the player must decide whether to align with the Grey Wardens or the Mage �Free

Kingdom. This choice determines the player’s relationship with each faction and sets the stage for future quests.

Choice 2: Use the Artifact or Destroy It?

The player discovers an ancient artifact that can turn the tide of the war against the Darkspawn. They can choose

to keep the artifact, giving them a powerful advantage, or destroy it, preventing it from falling into the wrong hands.

Choice 3: Rescue Key Characters or Focus on the Tower?

During the collapse, the player must decide whether to rescue key characters or focus on securing the tower’s

secrets. Each decision has consequences for the player’s relationships and the story’s progression.

Long �Term Consequences

The decisions made in the Asunder quest ripple through the rest of the game. For example, siding with the Grey

Wardens can lead to more support in future battles, while aligning with the Mage �Free Kingdom can unlock new

political options.

Character Development

Character development is at the heart of the Asunder quest. Gaider’s writing brings the characters to life, making

them relatable and memorable. Below are some of the key characters and how they evolve throughout the quest.



Captain Varric

Captain Varric is a seasoned Grey Warden who provides guidance and support to the player. He is witty, pragmatic,

and deeply committed to the Wardens’ cause. Throughout the quest, Varric’s loyalty is tested, and the player’s

choices influence whether he remains a steadfast ally.

David Gaider (Voice Actor)

While David Gaider is not a character in the game, his voice acting as the Warden’s guide adds a layer of

authenticity. His performance reinforces the sense of urgency and stakes, making the quest feel like a real battle for

Ferelden’s future.

Key NPCs: The Mages and the Mage �Free Kingdom Leaders

The Asunder quest introduces several key NPCs, including the leaders of the Mage �Free Kingdom and influential

mages. Their interactions with the player reveal the political tensions that underlie the war with the Darkspawn.

Lore and World-Building

Dragon Age III is renowned for its rich lore, and the Asunder quest is no exception. The quest expands on the

world’s history, introduces new factions, and deepens the player’s understanding of the conflict between the Grey

Wardens and the Darkspawn.

The Tower’s History

The tower that the player investigates is an ancient structure with ties to the Grey Wardens’ past. Gaider uses this

setting to reveal forgotten histories and the origins of the Grey Warden’s oath.

The Darkspawn’s Motive

Through the quest’s narrative, the player learns more about the Darkspawn’s motives and their relationship with the

ancient artifacts. This adds depth to the enemy’s backstory and creates a more nuanced conflict.

The Mage �Free Kingdom’s Politics

The quest also delves into the political intrigue within the Mage �Free Kingdom. The player’s decisions can influence

the balance of power, shaping the future of Ferelden’s governance.

Gameplay Mechanics

The Asunder quest is not only a narrative experience but also a showcase of Dragon Age III’s gameplay

mechanics. Below are some of the key mechanics that players will encounter during the quest.

Combat System

The combat system is a blend of real �time action and strategic planning. Players must consider positioning, skill

selection, and environmental hazards when fighting the Darkspawn horde.

Exploration and Puzzles
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