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    INTERACTIVE ADVENTURE


1    OVERTURE



Opening credits show colorful packaging, artwork depicting 



heroic fantasy-adventure scenes.  These still pictures,



joined by dissolves, could include some humorous titles,



such as "DRAGON MISBEHAVIOR", "PORK I, II, and III", "LAW



SCHOOL KNIGHTS", and "CASTLE HASTLES".  Then 







DISSOLVE TO:


2    INTERIOR - PLAYER'S ROOM - DUSK



CLOSEUP of plain diskette (labelled simply "INTERACTIVE 



ADVENTURE") held in Player's hands.  PULL BACK TO MEDIUM SHOT 



of Player's upper body.  Player (Bookish, late teens)



examines diskette & package.
Package has no illustrations, 



no color, minimal directions (To start, type LOAD "IA",8,1. 



For score, Type "score").






PLAYER




This isn't the one I ordered...





(examines package)




They really went all-out on the 




artwork, didn't they? 



Player starts to put diskette back, then reconsiders.






PLAYER




Might as well check it out, anyway...



MEDIUM SHOT, Player sits down at his desk and turns on his



home computer.  We now see that the room is drab, not very



tidy, not very well lit (in short, like everyone's room



REALLY looks, not as it would appear in a glossy movie!).



Player's desk contains Commodore-type home computer, large



stack of computer-game boxes, messy stack of scribbled-on



paper, unplugged joystick, and small desk lamp, which Player



turns on.  To the left of the desk is a window, to which the



Player will occasionally glance to check the passage of time.



Player's first five sessions will begin at dusk, and end at



night.  We view the scene from Player's right, as though we



were sitting next to him.  Player boots diskette, typing 



"LOAD "IA", 8,1".  After a brief pause, CLOSE ON computer 



screen as it displays the title: INTERACTIVE ADVENTURE.  This 



remains for 3 seconds, then screen displays the following: 



"Wilderness



This is a desolate-looking plain with sparse shrubs here 



and there.  To the north stand the forbidding Ice-Top 



Mountains, and a forest lies to the east. 



Other paths lead south, southwest and west.
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There is a cold rain falling."



Player draws simple box-map based on the above screen.






Player




Well, let's check out the good 




old forbidding mountains, I 




guess...Let's see...how do 




you...?



P glances at directions, tries typing the word "NORTH".



Screen displays the following:



"Mountains



These are the foothills of the Ice-Top Mountains. Sheer 



cliff walls prevent further northward progress." 






Player




Can't go north, eh? How about 




"up"? 



P types "UP".  Screen displays the following:



"You can't go that way."






Player





(sighs a bit disgustedly)




Mmmm...okay. 



Player types "S".  Screen displays the following:



"Wilderness



This is a desolate-looking plain with some sparse shrubs 



here and there.



To the north stand the forbidding Ice-Top Mountains, and 



a forest lies to the east. Other paths lead south, 



southwest and west.



The rain is chilling."






Player




Okay, we try the forest. 



Player types "E".  Screen displays the following:



"Forest



This is a dense, murky forest with a path running east-west. 



The air, however, is surpisingly fresh.



From the east comes a low, steady roaring sound."



Player shrugs, types "E".  Screen displays the following:
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"Raging River



At the forest's edge, a torrential river hurtles southward, 



blocking further movement and drowning out all sound."






Player





(holding hand to his ear)




Whaaaaaat? 



Player checks map, types "W".  Screen displays the following:



"Forest



This is a dense, murky forest, with a path running east-west. 



The air is surprisingly fresh.



From the east comes a low, steady roaring sound."



Player types "W". Screen displays the following:



"Wilderness



This is still a desolate-looking plain. 



Quite aside from the mountains and the forest, there are 



paths leading south, southwest and west.



The rain is mixed with sleet."






Player




North, East, South, West...




and Southwest!



Player types "SW".  Screen displays the following:



"Desert



This is a desert which seems to stretch endlessly to the 



southwest.



The air is increasingly warm and dry."






Player




Better than getting rained on...



Player types "SW". Screen displays the following:



"Desert



This is a desert which seems to stretch endlessly to the 



southwest.



The air is increasingly warm and dry."



Player shrugs, types "SW" again.  Screen displays the



following:
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"Desert



This is a desert which seems to stretch endlessly to the 



southwest.



The air is increasingly warm and dry."






Player




Uh-oh...a loop...



Player types "NE". Screen displays the following:



"Wilderness



This is a desolate-looking wilderness, although it compares 



favorably with most deserts.



Sleet and hail are pouring from the sky."






Player





(mutters)




Cute!  





(glances at map)




West! 



Player types "W".  Screen displays the following:



"Dragon Cave



The shrubs outside this cave are charred almost beyond 



recognition, and the ground looks scorched in many places."






Player





(drawing new 





information on 





map)




I don't know about this place.




...maybe nobody's home.



Disk drive spins suddenly.  Screen displays the following:



"Dragon Cave



An enormous dragon suddenly thrusts his massive head through 



the cave opening and thunders:



`WHAT OFFERING DO YOU BRING ME?!'"






Player





(a bit surprised)




Offering, offering, who's got 




the offering?



Player types "Inventory". Screen displays the following:
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"Dragon Cave



You are empty-handed."






Player




Of course.



Player types reply: "Nothing".  Screen displays the



following:



"Dragon Cave



`THEN YOU SHALL BE THE OFFERING!!' the dragon bellows. 



He raises his head high, gathering air for a fiery blast!"






Player




Okay, feets! 



Player types "Run East".  Disk drive spins for a few tense



seconds, then screen displays the following:



"Wilderness



`Nuff said."






Player





(a bit sarcastically)




Well, I guess you want me to 




go south, huh? 



Player types "S".  Screen displays the following:



"Wilderness 2



The nondescript shrubs are more plentiful here, and there 



is even a tall, sturdy tree.



The rain has diminished to a light drizzle, and sunlight 



appears to light the lands to the south."



As P updates his map, disk drive spins again, and screen 



changes to display the following:



"Wilderness 2



Suddenly a cacophony of snarling and barking comes from the 



west, and a pack of wild dogs hurtles into view!"






Player





(smugly)




Well, it's just a laugh-a-




minute, isn't it?  Guess I 




need something "tall and




sturdy"! 



Player types "Climb tree".  Screen displays the following:
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"Up a Tree



A perch on an upper limb leaves the dogs a reasonably safe 



distance below.



Immediately overhead, a beehive bursts into angry commotion!"






Player




Ever had one of those days? 




Hmmm... 



Player types "Shake branch".
Screen displays the following:



"Up a Tree



The beehive suddenly falls into the midst of the dog-pack.



The dogs scatter in all directions, howling and yelping.



After a while, there are no dogs in sight, and the beehive 



settles down."






Player




Piece of cake! 



Player types "Down".
Screen displays the following:



"Wilderness 2



The nondescript shrubs are plentiful here.



The rain has dimished to a light drizzle, and sunlight 



appears to light the lands to the south."






Player





(a bit impatiently)




They want me to go south. 




Well, I don't wanna go south. 



Player types "NW".  Screen displays the following:



"You can't go that way."






Player




Oh, no? 



Player types "NE". Screen repeats "You can't go that way".






Player 





(sarcastic)




Complex, and packed with 




detail, too, huh? 



Player types "SW".  Screen display repeats "You can't go 



that way".  Player types "SE".  Screen message is unchanged.
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Player




Okay, south. 



Player types "S".  Screen displays the following:



"Meadow



This is a surprisingly mild cheery little sunlit meadow.



There are wildflowers in abundance, and a light breeze 



drifts in from the north. A fairly broad path runs east-west 



through the meadow, and a smaller, overgrown path leads south."






Player




Dull, but safe...



Player updates his map, then glances out the window.
It's night.






Player




...Hmmmm...



Player types "Time". Screen displays the following:



"Meadow



The sun is setting in the west.



The breeze is a bit more noticeable, and a few clouds appear."






Player





(stretching)




Well, this is as good a place 




to bed down as any, I guess...



Player types "Sleep".  SOUND as disk drive begins to whir.






Player




Looks like I've got this game 




figured out...



Screen displays the following:



"YOUR SCORE IS 50 OUT OF A POSSIBLE 350 POINTS.



You have demonstrated reasonable skill in solving only the 



most rudimentary, survival-oriented problems.  What a pity 



you never thought to locate a safe, secure dwelling!




Spending the night outside under the stars (or, in this case, 



out in the rain) may be romantic where you come from, but 



out here it's really rather foolhardy.



Your rank is that of `potential survivor'.



Press any key."



Player, stung by this sudden rebuke, types "B".



Screen displays the following:
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"Not that one!"



Player, more surprised, types "R".  Screen displays the



following:



"Why R?  Why not T or S?"






Player





(irritably)




All right! All right!



Player types "T". Screen displays the following:



"Oh, never mind, I'll do it myself!"



Screen then goes completely blank as game turns itself off.



SOUND of static from blank screen.






Player





(outraged disbelief)




What?!  What is this?  Am 




I dead, or what? 



Player tries several keys.  Screen remains blank.



P removes disk, turns off computer.  Puts disk in pack.






Player





(grumpily)




Well, this game looks like a 




loser.



Player starts to put game back in mailer.






Player




This one goes back---





(reconsiders, 





with a sly grin)




---tomorrow!







FADE OUT

END OF SESSION 1


10,15,30,40,45,60,75



SESSION 2



FADE IN


3
INTERIOR - PLAYER'S ROOM - DUSK



P returns to computer and sits down.






PLAYER





(muttering)




OK, let's see what kind of 




safe, secure dwelling they've 




got in there...



Player boots the IA program, but this time the screen



displays the title "INTERACTIVE ADVENTURE" in full color.






Player




What? I don't remember this... 



Screen then changes, displaying a partial-screen 



illustration of a meadow, along with the following



caption:



"Meadow



The meadow is bright and cheery. Last night's rainfall has 



left the sleeping-ground a bit muddy, but it also kept most 



of the more dangerous (and intelligent!) animals under cover 



in their lairs.



A muddy path runs east-west."






Player




Oh, cute! These are some funny 




guys, all right.




OK, have it your way...go 




west, young man!



Player types "W".  Screen displays picture of cave house,



along with the following caption:



"Mage's Cave



This is a simple but well-maintained cave dwelling set in 



a hillside.  The rounded door marks the entrance. 



The door bears a sign with green lettering."






Player




Okay, let's check this out.



Player types "read sign".  Screen displays the following:



"Mage's Cave



The sign reads:
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OUT DOING LUNCH"






Player




Hmmmmm....I wonder. Oh, well...



Player types "open door".  Screen displays the following:



"Mage's Cave



The door appears to be locked."






Player




Oh, great.  You want me to




find shelter, then you won't 




let me in.



Player types "E".  Screen displays the following:



"Meadow 



The meadow is bright and cheery."






Player




Maybe I missed something up 




North...



Player types "N".  Screen displays picture of wilderness,



along with the following caption:



"Wilderness 2



There is a sign here."






Player




Hm! Okay...



Player types "read sign".  Screen displays the following:



"Wilderness 2



The sign bears a poem."






Player




What?  Oh, all right.  "Read 




poem"...



Player types "read poem". Screen displays the following:



"THE WILD WILD DOGS



OF WILDERNESS 2



WELCOME YOU."
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Player




Oh, we're witty today! 



Player types "S".  Screen displays picture of meadow, along



with the following caption:



"Meadow



The meadow is exceptionally bright and cheery.



A somewhat muddy path runs east-west."






Player




I'm supposed to go east, right? 




Wait a minute...wonder if the




Mage is back from lunch? 



Player types "W".  Screen displays picture of cave dwelling,



along with the following caption:



"Mage's Cave



This is a simple but well-maintained cave dwelling set in a 



hillside.



The closed door bears a sign in red lettering."






Player




RED lettering, eh?



Player types "read sign".  Screen displays the following:



"The sign reads:



OUT DOING DINNER"






Player




All right, all right, I'm 




going! 



Player types "E", twice.  Screen flashes briefly on meadow, 



then displays picture of formidable iron gate, along with



the following caption:



"Town Gates



Iron gates set in a high wall prevent further eastward 



progress.



The gate bears a sign."






Player




Will this be worth it?



Player types "read sign".  Screen displays the following:







(CONTINUED)


3
(CONTINUED)



"Town Gates



The sign reads



TEMPORARILY CLOSED



FOR REPAIRS



There is a key here."






Player




All right, finally!



Player types "take key".  Screen displays picture of an ornate



key, along with the following caption: 



"Town Gates



Key: taken



The key bears an inscription."






Player





(sighs)




Okay, I'll bite. 



Player types "read inscription".  Screen displays the following:



"Town Gates



The inscription reads:



THAT WOULD BE AWFULLY EASY,



NOW WOULDN'T IT?"






Player




Oh, no you don't! 



Player types "unlock gate with key".
Screen displays the 



following:



"Town Gates



The key doesn't fit the lock (Too easy, too easy)."






Player





(bitterly)




Yeah, much too easy: possible,




even...Wait a minute...wasn't




there a road south? 



Player types "W".  Screen displays the meadow again,



with the following caption:
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"Meadow



The meadow is bright, cheery and real familiar.



 A dry path runs east-west."






Player




Guess not....



Player types "W".  Screen displays Cave dwelling, with the



following caption:



"Mage's Cave



This is a nifty little cave dwelling with a sign on the door 



in brown, vibrating letters."






Player




All right! 



Player types "read sign".  Screen displays the following:



"Mage's Cave



The sign reads:



I'D RATHER BE



COFFEEBREAKDANCING!"






Player




Now what? 



Player types "knock on door".  Screen displays the following:



"knockity knock-knock!"



Player waits for a couple of seconds, then looks disgusted. 



He checks his map.






Player




I was right, there WAS a road 




south from the meadow! 



Player types "E".  Screen displays meadow again, along



with the following:



"Meadow



A path runs east-west."






Player




Oh, yeah? 
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Player types "S".  Screen displays picture of an overgrown



path, along with the following caption:



"Narrow Path



Oh, yes, there DOES seem to be a little path here. 



It is mostly overgrown, but it still looks passable, at 



least as far as can be seen from here..."






Player




Yeah! 



Player types "S".  Screen displays picture of a small iron



gate, along with the following caption:



"Path's End



The path ends at a gate which bears no lock.



There is a feeling of calm about this place."



Player sighs with relief, then types "open gate".  Screen



displays picture of open gate and garden path, along with



the following caption:



"The gate swings open easily, and the path continues to 



the south."



Silently, Player types "S".  Screen displays picture of drab-



looking cave exterior, along with the following caption:



"The Cave



A short walk past an untended but still-abundant garden 



leads to a deserted but habitable-looking cave dwelling.



The front door is half-open.



There is a lantern here.



A tinderbox lies just inside the door."






Player




Yew--reeka! 



Player types "take all".  Screen displays the following:



"The Cave



Lantern: taken



Tinderbox: reaching for the tinderbox, you push the door 



completely open.  It is dark inside."
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Screen then displays picture of darkness.






Player




If that isn't a hint...



Player types "Light lantern with tinderbox".



Screen displays picture of cave room, along with the



following caption:



"Inside the Cave



The cave is sparsely furnished but neat. Beyond the small 



bed is what appears to be an indoor well.



The far wall of the well has an eerie, translucent 



appearance.



You can either:



A)pproach the well



S)leep in the bed



or L)eave the cave."



The telephone next to the computer rings, and Player,



 startled, answers.






Player




Hello?




Yeah, I got it. Questions at 




the end of chapter 7. OK?




...Not much. I've got a game 




in the machine...Yeah, that's 




my motto:




Killing Time by Killing 




Dragons...




No, this one's weird, I don't 




know what it is.  Every time I 




want to power down, it gives 




me abuse!  Yeah, I'll let you 




know...`bye.



Player hangs up phone, glances at window.  It is now dark



outside.  Player returns to computer.






Player




Approach well, huh? 




Well, well, well...




Tomorrow!



Player types S.  Screen displays the option "S)leep in the



bed", then goes blank for a moment as disk drive spins.



Then screen displays the following:
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"YOUR SCORE IS 100 OUT OF A POSSIBLE 350.



A fine adventurer, indeed!  Just bursting with the desire



to do great deeds, like taking a catnap in the first bed



you find without even investigating your lodgings!



But you have, at least, managed to satisfy the simple need



for shelter and security.



That will give you the rank of...hmm...call it



...`Roomie'



END OF SESSION."



Screen goes blank.






Player




Do I need this grief?! 



Player turns off computer, puts game away.






Player




You're going to get it 




tomorrow!



Player gets up, leaves room.







FADE OUT



END OF SECOND SESSION
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SESSION 3



FADE IN
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INTERIOR - PLAYER'S ROOM - DUSK



Player enters, sits quietly and boots program.  He is 



greeted by three-part computer music and a spot-animated 



title screen.






Player




Uh-oh!...Ee-lectronic effects! 




This gets weirder and weirder!



Disk drive whirs for a moment, then screen displays



picture of cave interior, looking from inside across



the cave room to the front door.  There appears to be



someone sleeping in the bed.
Screen also displays the



following caption:



"Inside the Cave



The cave is sparsely furnished but neat.



Beyond the small bed is what appears to be an indoor well.



The far wall of the well has a translucent appearance.



Either



A)pproach the well



S)leep in the bed



or L)eave the cave."



P silently types "A".  Screen caption changes to read only



"A)pproach the well".  Picture, in spot animation, displays



the following:



Slowly, a bedraggled young female in peasant dress rises 



from the bed and approaches the screen. 






Player





(murmurs)




Is this the right game?



Player types "Who are you?"



Screen displays still picture of Character gazing intently



from the screen.  At this distance, despite her bedraggled



appearance, she is attractive. Screen displays the following



caption:



"I'm the princess, of course!"



Player types "You don't look like a princess."



Character's expression changes to one of surprise, and screen



displays the following caption:
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"You can see me?"



Player types "This is the first time."



Character looks embarassed, and screen displays the following



caption:



"Oh...please excuse me...then you know I'm not really a 



princess...It's just make-believe...a game I play when I'm 



by myself..."



After a few seconds, screen replaces that caption with a



new caption:



"When I pretend, sometimes there are words "



that seem to come from nowhere...They seem to guide me...



Are they your words?
Wait...I'm confused..."



Character pauses, does an awkward curtsy.  Screen displays



the following new caption:



"I beg your pardon...If you are who I think you are...If 



you didn't see me until now, how did you help me escape



from the dragon and the dogs?  Why have you brought me 



to this place?"



Player types, "I guessed at the answers to your problems. 



I guessed that this place would be safe".



Character looks puzzled, and screen displays the following



caption:



"You guessed?  I thought that you knew everything...



This is strange...



If you are who I think you are...why didn't you make me 



a princess?  Or at least a noblewoman..."



Player types, "I can't change you.  I didn't even know 



you were there".



Screen displays the following caption:



"But... you made me, didn't you?"



Player types, "No, I'm just playing with you."



Animated face of the Character shows surprise and deep hurt. 






Player





(forgets himself,





blurts out)




No---I mean---






Character





(speaks as 





through a 





microchip)




You can speak!
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Player is incredulous.  He looks around nervously, then 



leans forward toward the screen and mutters.
FRONT SHOT



CLOSE-UP of Player whenever he talks to Character.






Player




Can you hear me?






Character




Yes...although...forgive my 




saying so...it's not very easy




to understand you when you...




mutter...






Player





(laughs)




Sorry.  I'm not in the habit 




of...of talking to my computer.



Character looks confused.






Player





(to himself)




This is incredible!






Character




Yes...yes, it is...I've never 




talked to a magic well before.






Player




And you understand what I'm 




saying?






Character





(still puzzled)




I'm trying to...What is a com...




a compt...what did you call me?






Player




Oh!
A computer!  I didn't




mean you...I think...






Character




What is a computer?






Player




It's a...machine.  I guess




that's how I'm talking to you 




now...





(weakly, as he 





doubts she'll 





understand) 




Like a telephone?
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Character




Oh, dear.  You know so much 




that is hidden from me.






Player





(intrigued)




What DO you know?






Character





(half to herself)




It's strange...Until the last 




few days, I don't really 




remember much of anything. 




Let me see...I can somehow 




think and speak, so I must




have had some learning...




I believe that I was a child 




once, but I don't remember. 




I was playing a game in my 




mind, and then the words 




started to come to me. 




Was that you?






Player




You mean, telling you which 




way to go?






Character




Yes, and helping me escape the




dragon and the dogs... I think




I owe you my life...






Player




Oh...I'm sorry about you 




getting rained on in the 




meadow.






Character





(shrugs)




That's all right, I guess...




I made it here, anyway... 




thanks to you.



SOUND of footsteps outside Player's door.  He gets nervous.






Player





(stage whisper)




Listen---do you think we can 




meet again tomorrow?






Character





(simply)




I will always answer when you 




call...I owe you my life...If 




you are who I think you are...
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Player





(rattled)




Yeah, okay, uh...I've got to 




think all this over... 



SOUND of more footsteps outside door.






Player




I've got to go now.  Do you think 




it'll hurt you if I power down?






Character




Like when I slept in the meadow? 




I think it will be all right.



SOUND of knock on Player's door.






Player





(to door)




Be right out! 





(to screen) 




Ok, see you tomorrow!



Screen suddenly goes to blank, then displays:



"Do you wish to end the session? (Y is affirmative)"






Player





(to screen)




Yes! 





(remembers that





he must type) 




I'm cracking up. 



Player types "Y".



Computer plays Interactive Adventure theme as screen 



displays:



"CONGRATULATIONS!  You have guided your Character to 



awareness of her own distinct identity.  Your score 



is now 150 out of a possible 350 points.



Since your rank is probably no longer important to you, 



that formality will be eliminated.



Remember, she will be waiting to hear from you.



END OF SESSION."



Computer-played Main Theme ends.  Immediately, first song,



`INTERACTIVE ADVENTURE', begins, with simple spot-animated 



computer scenes and images:







(CONTINUED)


4
(CONTINUED)




A mist,




a strange sensation




is upon me now...




I look,




and wonder what I see...




as if




a veil has lifted




`though I don't know how...




Just how real could this be?




No-one is there...




How could she be there?




I...




can't help the wondering why




she lives in a place




and a time




where no-one believes she can be,




but she...




can't see a reason to find




some way to make up her mind




`till she can hear it from me...




The cold,




the rain, the danger




is behind her now...




She looks,




and wonders what to see...




and now a veil has lifted




`though she can't say how...




and on the other side




is Me...




but I'm not really here...




How could I be here?




She...




reaches to me from a dream,




reaches by making believe




`till she believes she can see...




but she




can't find a reason to feel




that what she is seeing is real




...short of believing in me.







FADE OUT



END OF SESSION 3


10,15,30,40,45,60,75

SESSION 4
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INTERIOR - PLAYER'S ROOM - DUSK



Player enters room, which has been tidied up a bit, and sits



down at computer.  There is a subtle change in the lighting:



more high-key, with brighter colors.
Desk looks illuminated



in golden light, background recedes into a deep, warm blue.






Player




Okay!  It's a game, right? 




We're going to remember that! 




We're going to guide her into 




town, we're going to get her 




taken care of, we're going




to solve all the puzzles, and 




we're going to keep our 




sanity!  Right? 



Player puts game diskette into computer.






Player





(continues)




Right? 



Player boots program.  Screen immediately displays fully 



animated Cave Room with option listing.  It looks much more 



realistic than before.  P selects "A)pproach the well", and



Character comes into view with completely smooth, realistic 



motions.  She, too, has tidied herself up a bit.  Her voice 



is clear, as though coming through a television.






Character





(reverently)




Why have you summoned me, 




o Lodia?






Player




What?  Oh!  It's me...your, 




uh, guide.  I wanted to play--




to...talk some more. Now, 




then!  Uhh... where were we?






Character





(a bit 





perplexed, but 





still 





respectful)




I do not understand, Lodia.






Player




What?  Why do you call me that?




Why do you call me "Lodia"?
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Character




Is that not the name you use 




to part the veil?  "Lodia 




ate one"...






Player





(laughs)




Oh, I get it! "Load IA, 8,1"!






Character




That is the spell.






Player





(amused and





relaxed)




Oh yeah...okay...Anyway, I was




thinking I'd take you out to 




see how we could get you into 




the town.






Character




I have already done so.






Player





(confused again)




No, remember?  The whole town




was closed...closed for 




repairs, it said, so we came 




here.






Character




That is true.  But the next 




morning I tried again, and I 




was able to enter the town. 




The repairs had been made.






Player




The repairs... What had 




they repaired?






Character




The key to unlock the gate.



She pauses while player reacts.






Character





(continues)




I made my way to the Inn at 




the center of the town, and 




did such chores as would earn




a night's lodging.  Then, 




today, I heard your spell-call,




so I returned here.
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Player




But that makes two days!






Character




Oh, now I understand.  Oh 




Lodia, how I envy you.  It 




must be wonderful to be free




from earthly time as you are. 



FRONT SHOT of Player as he suddenly realizes the time 



differential.  He nods at Character politely, then 



scribbles down equation on his box-map:



"1 day here = 2 days there". 



Character continues speaking.






Character




Here in my world, we are at




the mercy of time.  The sun 




rises and sets, the seasons 




pass, and we can only try to 




live as best we can.  We 




cannot sit as you do, there




in your enchanted chamber. 




We are bound by earthly 




concerns. Our lives are not




so easy as yours...






Player





(feeling a bit 





patronized)




Well, I wouldn't say my life 




was all that easy... 





(glances outside





window: it's





night again)




I have my share of problems 




with time, too.



Second song, "Time", begins with Player singing, a bit grandly,



stiffly, importantly:




There's no dragon waiting




at my door,




but I have faced the




battle-test before.




It's just that it's a




different kind of fight.




Remember, as you pass




from day to night:




It's not the same for me,




but I'm not really free




It's just that
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Time




doesn't




work




the same




for me




as for you,




but I




have




a world




I must come through




before I talk to you.



Instrumental portion of song plays as character considers what



she has been told.  Then SHE sings, with much more vitality:




I have met the dragon




and survived,




and every time I look




I'm still alive. 




Whatever terror stands




within my way,




remember, as you pass




from night to day,




that I still make it




through, and




you will make it, too




It's just that




Time




doesn't




work




the same




for me




as for you




but I




have a world




that I come through




when I talk to you.




(repeat last chorus)



Background music from song lingers as they continue



conversation.






Character





(smiling)




So...you are not an all-




knowing, all-powerful, 




totally independent




other-worldly being?






Player





(a bit





sheepishly)




Well, not quite.
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Character





(laughs, then





smiles warmly)




So...I would like to learn 




more of your world, the world 




beyond the veil.  I would like 




to grow in wisdom.  I will 




reflect upon these thoughts




until we talk again.






Player




Are you going now?






Character




I would stay... but, here, 




it's getting quite late.






Player





(glances at watch)




Here, too.






Character





(not so 





reverently, but





with more 





affection)




Well, then...I will see you 




next time...goodnight.






Player





(a bit dazed)




Goodnight.



Music, which has been lingering after song, swells as 



session ends.  Screen displays the following:



"SCORE: 50 points for entry into town, fulfilling character's



need for affiliation.



SCORE: 50 additional points for character's entry into



concept of Self-Actualization.



Your score is 250 out of a possible 350 points.



She will be waiting..."






Player





(continues)




Well, I did it, I forgot it 




was a game, I really did...
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(forced nonchalance)




Oh well, what's sanity, anyway?




Here today...





(puts game away)




Gone tomorrow...





(starts to 





leave room)




I wonder what she's thinking of now?



Final musical swell ends Session 4.







FADE OUT


10,15,30,40,45,60,75



SESSION 5


6
INTERIOR - PLAYER'S ROOM - DUSK



Player rushes into room, hurriedly loads game program.






Player




Okay, never fear, I'm on my 




way!  Hang in there! 





(boots program)




After we solve all your puzzles,




maybe we can get together and




locate my brain, all right?


7
INTERIOR - CAVE ROOM - NOON



Screen immediately displays a photographic representation of



the Cave room.  When P selects "A)pproach the well", a 



photographically realistic Character walks into view.  It is



as though the Player were now talking with a televised movie.



SHOTS WILL ALTERNATE BETWEEN THEIR FACES IN THEIR DIFFERENT



ROOMS.






Character





(pensive)




I've been thinking about our 




two worlds... 



Player is silent, surprised by Character's immediate 



conversation. 






Character





(continuing)




I met a strange mage at the 




Inn.  He spoke of a world 




outside this one that I am in,




but the innkeeper called him a




fool and a troublemaker, and 




had him thrown out.
The 




innkeeper then told me that my 




world is the only real one, 




the only one that matters, 




and he warned me to steer




clear of the mage.  He seemed




very angry about it...and, 




somehow, afraid, although he 




didn't want me to notice... 





(looks up, 





directly at 





Player) 




I didn't tell him about our




meetings.
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Player




Good idea.  He'd probably 




throw you out, too...or 




lock you up... or worse.






Character




But how can the innkeeper be 




so insistent about something 




he hasn't seen?  Something he




obviously doesn't understand?






Player





(feeling a bit 





more wise)




That seems to be the style... 




even over here.






Character




Do you mean that there are 




actually people on your side 




of the veil who don't believe 




in unseen worlds, either?






Player





(smiling 





ironically)




Strange, but true.  No unseen 




worlds over here.






Character




But they live in one! 





(pauses, then 





smiles)




But it's the only one they 




see, I suppose...




Have you told anyone over




there about my world?






Player





(uncomfortable)




Well...sort of.  I...didn't 




tell them about our...




conversations...They...they 




think it's...just a game...






Character




Why would they think that?






Player





(wretched)




Well...I...I guess I told 




them so...




But they wouldn't have 




understood!
They'd be just 




like the innkeeper!







(CONTINUED)


6
(CONTINUED)




They'd just say that I was 




going crazy, or getting too 




involved with the game... 




I don't know... 




maybe they're right.






Character





(concerned)




What...what makes you think that?






Player




I had a crazy dream last




night...I dreamt that I was 




in the game... in your world...




with you.  We were running from 




dragons, looking for treasure... 




finding magic wands...




And when I woke up I didn't 




know where I was!




For a minute there, I didn't 




even know who I was...That's 




the last thing I need...






Character





(gently)




Why did you start this...




this game?






Player





(simply, 





miserably)




Well, I like adventure games...




they're...fun.




I guess they help me forget my




own problems --






Character





(genuinely 





shocked)




What terrible problems you 




must suffer!






Player




What do you mean?






Character




If my life---with the dragon, 




the wild dogs, the icy rain 




falling---If my world seems 




like fun to you, I shudder to




think of what your life must




be like!
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Player





(ironic 





laughter)




I hadn't thought of it that 




way.  Actually, my life isn't 




all that tough.  My problems 




are mostly just bothersome. 




School decisions, job 




decisions, problems to 




solve---






Character





(laughs)




So you come here to face MY 




problems!






Player




Did you see me last night? 




 I mean, when I was dreaming, 




was I really in your world?






Character




No...you weren't with me... 




Perhaps you journeyed to some 




other world.




I've had my own strange dreams




sometimes.  Some people here 




say that your dreams really




are journeys to other worlds.




The innkeeper says that it's




superstition, but I don't 




know, maybe...



Second song, "I wonder if your soul has travelled far", begins.






Character





(sings)




All the things




you've seen in dreams




may be places




you have been,




and the roads




you seem to know




help to guide you




as you go.




But where did you go?




What did you see?




I don't think you found me




this time...
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And I wonder if your soul




has travelled far




when you wake up




in the morning




and you don't know




where you are




and all the times you dream




beyond the stars




make me wonder




if your soul has travelled




over the ocean of night...




fly...




All the worlds




you've seen in dreams




may be lifetimes




you have seen,




and this "game"




that you've begun




may be just




another one.




But where will you go?




What will you see?




maybe you will find me




this time...




And I wonder if your soul




has travelled far




when you wake up




in the morning




and you don't know




who you are




in all the times you dream




beyond the stars




and I wonder if your soul




has travelled...



Song ends, but background music lingers through the rest of 



the scene.






Player 




Do you believe it?






Character 




I'm not that sure, really.  




What I HAVE decided is that 




THIS is the world I keep 




waking up to, no matter what 




I've dreamt.  Perhaps that's 




the best way for you, too.






Player




No escaping reality, then... 




at least, not for long...
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Do you think I'm wrong to play




these adventure games?






Character




No...no, I don't think so. 




If I understand you properly,




then these...these games DO 




exist in your world...like 




storybooks...so, AS games,




they are a part of your... 




your reality.  I would say




that you can use them... 




to enrich your own life. 




Perhaps for fun, as you say.




Who knows?  Maybe the skill




that you develop while 




solving some of my problems 




will help you solve yours.






Player




All of a sudden you seem 




very wise...






Character




Maybe that's because I'm 




beginning to understand 




your world...






Player




Or perhaps I'm learning to 




appreciate yours.






Character





(smiles)




Well, we'd both better get 




some sleep...keep on dreaming.






Player





(grins)




I will, but I won't forget 




how to wake up.






Character




That's good...



Character smiles, then fades from view as music swells.



Screen displays the following caption:



"SCORE: 50 points for demonstrating that there's more than 



one `game'.



Your score is 300 out of a possible 350 points.



Only one lesson remains."
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Player





(continuing)




It's great!  She's cool!  




She understands!




We each take care of business 




in our worlds, then we get 




together every evening, and--- 



Music suddenly stops as Player stops, stares at screen in 



alarm.






Player





(stunned)




Only ONE lesson left?




Then what?







FADE OUT



END OF SESSION 5


10,15,30,40,45,60,75



SESSION 6


8
INTERIOR - PLAYER'S ROOM - DUSK



Player enters, subdued.  He speaks reassuringly to himself 



as he puts the game diskette into the computer and boots.






Player




She'll understand...she likes 




me, I can tell...she doesn't 




want things to end too quickly




any more than I do...We'll 




nail down that last lesson in




awhile...couple of weeks, max!




Then I'll get a nice, old-




fashioned joystick game, and--






Character




What is a joystick?



Character is looking out through screen as if it were a 



window.  Player is startled by her sudden appearance.






Player




Oh! I'm sorry, I didn't know 




you'd be right there...






Character




I didn't mean to startle you.






Player




That's all right...



There is an awkward silence, as Player tries to decide how 



to tell Character of his desire to delay the last lesson.






Character




Well?






Player





(distracted)




What?






Character





(smiling)




What's a joystick?  I'd like 




to know.






Player




Oh!
Wait---here, I'll show 




you. 



Player finds joystick nearby, holds it up to screen.
In an



attempt to appear cheerful, he babbles:
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Player





(continuing)




You can plug it into the 




computer and shoot monsters 




with lasers and fireballs and,




and, and all that...






Character





(looks confused





then laughs)




That must be a good weapon to 




have around.  I'll be sure to 




watch MY step, at least.






Player





(serious)




That's just for games. That 




has nothing to do with... 




with us...






Character




You look worried.  What's 




wrong?






Player




I don't want it to end yet.






Character





(patiently)




What?






Player




Our "game".
When we finished 




last night, the computer said 




that there was only one lesson




left to learn.






Character





(understands)




And then this "game" is all 




over?  No turning back?






Player




I don't think so...I don't 




know, and I'm afraid to find 




out.  I would miss you.






Character




What if you started over again




from the beginning?






Player




I don't know...




Would you still know me?




Would it even still be you?
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Character





(sadly)




I don't think so...




As far as I can tell, I've 




only lived this once.



Character pauses and thinks for a moment.  Then she looks up



directly at Player.






Character





(continuing)




Do you know what the final 




lesson is?






Player





(simply)




No, and I don't want to find 




out...Do YOU know?






Character




No, I'm quite sure I don't... 




I wonder whose game this 




really is...






Player




What do you mean?






Character




Well, when we started, did you




know about the need for 




shelter?






Player




Sure, I knew that before.






Character




Then it was something that I 




had to learn by following your




guidance.






Player





(a bit





surprised)




You didn't know?






Character




Well, I hadn't considered it 




to be a lesson before.






Player





(catches on to





her point)




So the game awards points 




based upon YOUR learning! 
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It's all right!  We can just 




make sure that you never 




learn the last lesson!






Character





(very sad)




No...no, I don't think so...




I don't think I could just 




shut out an idea, if it came.




And I don't think I'd be happy




living in deliberate 




ignorance...That's not what 




I'm here for...not what WE'RE 




here for...






Player





(reluctantly





agrees)




Then where do we go from here?






Character




I don't know.  I have no idea 




of the last lesson...




But here's other news that 




may affect our plans....




bad news from the town.






Player




What has happened?






Character




I was at the Inn today before 




I came here.  There were many 




people there, people I'd never 




seen before, all talking




about the bad news.
The Evil 




One has stolen the Magic 




Staff...the town's most 




precious relic.



Player is caught totally off-guard by this statement.






Player




What?






Character





(explains)




This is the legend:




Our town has prospered for 




over 100 years, thanks to that




relic.  It's an enchanted 




staff which has rested in a 




secret place in the cellar of 




the Inn.  This staff, they 




say, keeps the dragon from our
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gate.  It also helps keep the 




weather mild, and our crops 




good.  It doesn't bring all 




things, but it helps...like 




a blessing.



Player nods to indicate his understanding so far...






Character





(continues)




Now, it's bad enough that 




it's gone---our lives will 




be harsher without it--- 




but with its power now in 




the hands of the Evil One, 




many fear that he will 




gain control of the city!






Player





(interested)




What are we supposed to do?






Character




Well, there were some people 




who spoke of a quest to 




reclaim the staff from the 




Evil One...to turn him out, 




and return the staff...and 




return to our good life.






Player





(suddenly 





confident)




Now, this sounds like the kind




of adventure I do best! 




Defeating evil, recapturing 




magic relics, and all that!





This is the kind of thing I've




faced in a dozen adventure 




games!






Character




So, you think that we should 




go on this quest?






Player




Of course!  I mean, why not? 




I could solve this one easily 




---well, I could certainly 




help out, at least---and it 




would save the town!




We've got to defeat the Evil 




One before we can get around 




to that last lesson of yours, 




right?
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Character





(doubtful)




Yes...




That's it, all right...that's 




what troubles me.  I can't 




help but wonder if this quest 




is really just an excuse... 




to postpone that last lesson.




Still, as you say...if the 




town is conquered, I might 




not get the chance to learn...






Player




Then it's settled!  We'll go 




on the quest!  Now---




Wait a minute...




I can't go with you.  




I'm stuck out here on the 




other side of the screen.  I 




can't get across into your 




world.






Character





(genuinely





surprised)




You can't?  What a pity... 




I'm very surprised. Over 




here, we have no problem. 




It's not exactly the same as 




really being there, but it 




works pretty much the same 




way...






Player




What do you mean?






Character




It's hard to explain...over 




here, we have something called




"imagination".






Player





(murmurs)




Oh, yeah...imagination...



CLOSE UP of Player as he closes his eyes for a moment.  



SPECIAL EFFECT:  Lighting behind player's head changes from



the deep blue background of his room to the deep brown



background of the cave room.


9
INTERIOR - CAVE ROOM - DAY



When he opens them, Character is standing before him in 



the Cave Room.  They are still separated, for her world
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appears as an illumination against a black background, and 



he stands just at the edge.  He can't quite enter.  Whenever



Player is viewed head-on in close-up, his face appears against



a black background.






Player





(gasps)




How's this?






Character





(beaming)




The next best thing to being 




there.






Player




Can I follow you?  Can I touch




 you?






Character




Can't touch...because you're 




not really from my world...





(with a look) 




Yes, I know...




But you should be able to stay




with me wherever we go, as 




long as you keep concentrating.




Just remember: it's only 




ALMOST real...






Player




So close...






Character





(gently)




Let's go to the Inn...




We have a quest, remember?







DISSOLVE TO:


10
INTERIOR - INN - DAY



Screen image is now "real", but Player is still at the edge 



of every scene, in darkness.
The Inn is simply furnished,



but very neat and clean.  The rectangular tables and round



stools are made of dark wood.  There is a long, bar-style



counter along the right side of the Inn.  Behind the counter



is a heavy wooden door which leads to the cellar.  The walls



of the Inn contain the only real decoration:
coats of arms,



old armor, perhaps a tapestry depicting some battle.
The



Inn is crowded today, with twenty or so people in the 20-by-



30-foot eating area.
They drink ale from mugs which rest



alongside functional candles on the well-worn tables.  There



are five or six other patrons at the counter.  INNKEEPER,



heavyset, balding, fortyish, moves briskly about, tending



bar, bringing drinks, cleaning up the odd spill.  Character 
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leads Player to a table where a group of four people are 



seated.  She beckons him to sit in one of two empty chairs, 



and she sits in the other. 



Player is startled when he realizes that he CAN sit down at 



the table.






Player





(whispers 





excitedly)




I didn't fall!  I didn't fall 




when I tried to sit!






Character





(smiles)




That's because it's your own 




chair...remember?






Player





(subdued)




Oh, yeah...



MAGE is the first to speak.  He is robed in velour (!) with the



usual wizard's conical hat.  His age is difficult to determine,



his hair mixed with gray, but his features young and energetic



behind wire-rimmed glasses (!).






MAGE





(grandly,





to Character)




Ah, welcome!  Good day!  Who




is your friend?






Character





(laughing)




Why don't you ask him?






Mage





(smiles)




Well then, shadowman---



Mage reaches across the table to shake Player's hand, and 



Player tries to reciprocate, but they can't shake hands 



because they can't touch.  Mage gives Player a smile of



recognition.






Mage





(continuing)




So that's how it is...




Then we will call you 




Shadowman!  Welcome!




I am a Mage, and leader of 




this quest.
Well, actually, 




I'm more like the promoter, 




to tell the truth---
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Player is tickled pink to be in an actual computer-adventure,



and at the same time feels like a celebrity due to his prior



accomplishments in other games.






Player




Oh, I've heard about you!  I'm 




surprised that the Innkeeper 




let you come back in here!






Mage





(laughs)




Oh, that!  Well, I've been...




reinstated...only on the 




understanding that I may be 




useful in arranging the quest. 




Our innkeeper's very civic-




minded: anything for the good 




of the town (and the 




continued existence of paying 




customers!)...You'll meet him 




soon enough.




Now, let me introduce the 




other members of our intrepid 




little band:




Allow me to present 




Strongsword, the Good Paladin.



Player starts to extend hand, realizes it's futile, then 



waves.






Player




Greetings, good Sir Knight!



STRONGSWORD rises stiffly, formally.
He is tall, strong,



forthright, early 20's.  He is not dumb, but decidedly



wooden, the product of rigorous training and a stringent



moral code.  He is armored in simple plate mail, with no



unnecessary adornment:  Honor, valor, modestly, and



especially Truth In All Things.






STRONGSWORD




I am Strongsword, a Paladin of




the realm, sworn to honor and 




truth in all things.  I would 




not boast, but I will let my 




strength and skill at 




swordplay speak for me.  And 




right now it is the Evil One 




I would like most to 





(chops candle 





with sword) 




speak to!
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INNKEEPER





(shouts from 





behind counter)




You'd better defeat him 




quickly, Paladin, and bring 




back enough treasure to pay 




for that!






Mage 





(smiling)




And this is our elvish friend, 




Swiftarrow, an archer.



SWIFTARROW rises.  He is a tall, lean, Tolkien-style elf,



probably in his twenties.  He is clad in the green attire



of the forest, and is obsessed with his elvish culture,



elvish poems, elvish legends, ad nauseum.






SWIFTARROW





(recites)




Yes I am Swiftarrow, 




said before




Well-versed in the Elvish Lore




Archer, yes, and poet, too,




Elvish luck I bring to you!




Willow wand and crystal cave---






Mage





(whispers to 





Player during 





poem)




Okay, yes, he's a bit of a 




greenwood freak, but I've 




checked him out:




He really is a good shot!






Swiftarrow





(finishes poem)




friend to man, 




but no man's slave!




I'm Swiftarrow, yes indeedy,




Archer sure, 




with eyes real beady!






Mage





(looks up 





quickly after 





finishing aside)




Yes, yes, very nice, lovely 




poem!  Uh, you can sit down 




now.



Strongsword and Swiftarrow look a bit awkward, then sit.
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CHEAPBUCKET, unannounced, stands on his chair.  He is a



"half-Halfling", part hobbit, part human.  He has a



childlike innocence and enthusiasm, and could be played



by a very intelligent child.
He is cheerfully ragged



and not very tidy, not exactly dirty, but dusty.






CHEAPBUCKET





(exhuberantly)




And I am called Cheapbucket!






Player





(bursts out 





laughing)




What?






Cheapbucket





(a bit





crestfallen)




It wasn't my idea.






Mage





(grandly, 





soothingly)




A skilled rogue, a thief, 




adept at opening locks, 




disarming traps...






Character





(gently, to 





Cheapbucket)




Why are you called...why are 




you called by that name?






Mage





(aside, to 





Player)




He's the one the guild sent, 




anyway...






Cheapbucket





(proudly)




Because of the magic!



Cheapbucket removes small pouch, holds it up for display.






Mage





(to Player)




...so he's either the best they've got...






Cheapbucket





(hands pouch to 





Strongsword)




Drink! 



Strongsword takes a draught.
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Mage





(to Player)




...or one they can do without.






Strongsword





(nearly choking 





on drink, 





sputters)




This---this is the vilest, the 




most repellent---swill---






Cheapbucket





(proudly)




And I have an unlimited 




supply!






Player




What a great idea...






Cheapbucket





(to Strongsword)




You'll be glad enough for a 




drink, if we have to cross a 




desert!






Strongsword





(recovering)




Yes, yes...forgive me, good 




thief...





(gasps, sighs)




Yes, I believe we'll be glad 




enough of your company 'ere 




our quest ends.






Swiftarrow





(glancing 





nervously at 





pouch)




In truth, I fear you are right.






Cheapbucket





(to Mage)




But will four of us be enough?






Mage




Not four, but six!  I have 




agreed to let Juliana here 




join us, for her judgement 




is sound and she can decide 




matters should we become 




deadlocked in our vote... 




and her shadowy friend here...




he is not really one of us, 




but I would have him join us, 




though why, I cannot say.
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Player




You mean you don't know?






Mage





(through 





clenched teeth, 





aside)




I mean I'd rather not say.






Innkeeper





(approaching 





with ale)




Who is this shadowy one? 





(regards Player





suspiciously)




What will ye drink?



Player tries to grasp mug, but his hand passes through it.






Player




Oh, um...uh, nothing for me, 




thanks.






Innkeeper




Have ye no coin for drink, 




then?






Player





 (checks pockets)




Well, uh, no, not on me...






Innkeeper





(to Mage)




Is this the sort of rubbish 




you mean to travel with? 




This is the sort of thing 




we've spoken of before, 




wizard.






Player




Wait.  I'm an experienced 




adventurer---I've been on many 




quests myself, and ---






Innkeeper




I'VE never heard of ye!  What 




sort of adventurer carries no 




sword, no bow, no sling? 





(glances at 





computer which





Player is 





carrying)




What's that rubbish you've got 




under your arm?
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Player




I, uh, well...






Mage




Our new friend here can help 




us in ways you'd not believe, 




Innkeeper.






Innkeeper




I'll wager I WOULDN'T believe! 




You and your mystic mumbo-




jumbo, you...you---



Mage rises and sings "Didn't I see you in the unseen world?")






Mage




You look like a man




of flesh and bone




with a healthy disapproval




of the things unknown




who would never have a




problem telling what was true




`Cos you see it




and you feel it




and it's real to you.




But how would you explain it




if I saw you do a flip




from a five-inch floppy




to a mini microchip?




You can scoff




and you can sneer




with your lips all curled




only didn't I see you




in the unseen world?




Didn't I see you




in the unseen world?




I could've sworn




I heard you and




you didn't make a sound




You've been all over




but you haven't been around




`Cos your feet are planted




firmly on imaginary ground.




You can argue




from the mountains




to the valley to the .c



but you know there's no




escaping from the new




technology
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so you'd better look alive




and you'd better look around




`Cos your feet are planted




firmly on imaginary ground.




Didn't I see you




in the unseen world




I could've sworn




I heard you and




you didn't make a sound




You've been all over




but you haven't been around




`Cos your feet are planted




firmly on imaginary ground.



An instrumental section features Mage performing a Groucho-



Marx-style corkscrew-footwork dance around the Inn, making



wisecracks to the Innkeeper, like "I hope these servings



are larger than they appear" and "I'm sorry, but I just



don't think I'm seeing you in Hi-Res!"...




And your wrappings




and your trappings




and your finery




are just mathematic patter




put in binary




so to really play it safe




and reduce your risk




then you'd better hope you make it




to the back-up disk!




Didn't I see you




in the unseen world?




I could've sworn




I heard you and




you didn't make a sound




You've been all over




but you haven't been around




and I know you don't




believe me, but so what?






Innkeeper





(unfazed)




Well, I'll tell you what I DO 




believe in!
I believe in 




what's HERE!  I believe in 




what's REAL! What I can SEE! 




What I can TOUCH! 



Innkeeper glances at an empty mug.  Player sees, presses 



"delete" button on computer.






Innkeeper





(continues)




I believe in...THIS! 
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Innkeeper reaches for mug, but it vanishes before he can 



grasp it.  Innkeeper is stunned for an instant, then 



bellows angrily. 






Innkeeper





(continuing)




OUT, THEN!  THAT'S IT!  OUT! 




ALL OF YOU!






Mage





(rising)




But, Innkeeper, aren't you 




forgetting---






Innkeeper




BEGONE!



All six adventurers make a hasty exit.  Cheapbucket is the 



last one out, and he is struck by the Innkeeper's boot. 



Action resumes outside Inn.







CUT TO:


11
EXTERIOR - OUTSIDE INN - DAY



Cheapbucket lands in the dusty street.  The dirt road 



leading out of the town is sunny and lined with a few 



simple buildings.  The door to the Inn slams shut.



MEDIUM SHOT of Character as Cheapbucket lands, gets up,



dusts himself off matter-of-factly.






Character





(to Cheapbucket)




Poor thief!
Are you hurt?






Cheapbucket





(grins shyly)




No, it's all right...I'm used 




to it.



PULL BACK to Mage and Player.






Mage





(to Player)




Well, well!
That was amusing! 




By the way, thanks for the 




free round of drinks!






Player




I bet he'll make you pay 




later.
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Mage




Indeed he will, when his 




temper cools.  Still, he's 




a good man, in his way. 




He's done as much as anyone 




for this town. 




And, by the way, it's HIS 




staff that was stolen. 




That's why he gave us these 




supplies and provisions 





(shows satchel) 




before you arrived.






Player




But how can the owner of a 




magic staff have so little 




regard for wizardry?






Mage





(laughing)




Well, you see, that's where 




our arguments always start! 




He and I have been...




"discussing" that point for 




quite some time!






Character




Still...a generous man after 




all, even if he has limited 




horizons...






Mage





(with patience)




Well, now, his horizons really




needn't go any farther than 




the borders of his town. 




That's good enough for him, 




isn't it?






Strongsword




Now, then!  How shall we 




proceed?






Mage




I'm glad you ask!





(puts down





satchel and





removes scroll 





from cloak)




Here is a map I've prepared 




for our journey.  It shows 




all the pathways and pitfalls 




we will encounter on our 




journey to the Evil One's 




lair...
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Character





(examining map)




Why, it leads you straight to 




his door!






Player





(suspicious)




How can we trust you?  You 




seem to know an awful lot 




about the Evil One.




How can you be so familiar 




with his domain?






Mage





(looks Player





in the eye)




I bought the hint book.



Player and Character exchange glances.






Player





(satisfied)




Well, shall we be off, then?






Character





(to Mage)




Thank you.



Mage shrugs, picks up satchel, then ZIPS UP his cloak.  All



except Player look impressed, then they all start walking.







CUT TO:


12
EXTERIOR - INSIDE GATE - DAY



MEDIUM-LONG SHOT of Party walking off toward open iron



gates at the edge of town.  The sun has started down to



the west, although it's far from setting.  WARM MUSIC



establishes that the mood is still light and jovial.






Player





(getting chatty 





with Cheapbucket)




So!
I see you're a halfling...






Cheapbucket





(flattered by 





the attention)




Well, not really...My father 




was a halfling, but my mother 




was human.




I'm really a half-halfling.



Player smiles and nods.  As they reach the open gate, Mage



comments:
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Mage





(musing)




I remember your father...





(party passes 





through gate)




He was an ambitious little 




fellow.







DISSOLVE TO:


13
EXTERIOR - MEADOW - DAY



At crossroads in the meadow, party turns north.  This is a 



silent segment, with only background music.







DISSOLVE TO:


14
EXTERIOR - WILDERNESS - AFTERNOON



As the party reaches Wilderness, they discover that the 



sign has been knocked down.  Background music changes as we



see signs of destruction, and Party begins to grow grim.






Player




I wonder what became of the 




dogs?






Strongsword





(grimly)




Here's one! 



Strongsword points down to pile of charred bones.  Party



then notices similar remains of other ex-dogs.  Character 



weeps silently, face in hands.






Player




The dragon?






Strongsword




The Evil One.







DISSOLVE TO:


15
EXTERIOR - DRAGON CAVE - AFTERNOON



The party continues north.  At Wilderness I, they stop to 



check their bearings.  Looking west, they see that the 



dragon's cave has been destroyed.  All around is 



devastation, with long ruts dug deep into the scorched 



earth.  Character runs over to the Dragon's cave, overcome 



with grief.  Player is a bit perplexed by this apparent



display of sympathy for the Dragon.






Player





(attempting 





bravado)
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I didn't know she was so fond 




of that dragon---





(tries to joke)




Y'know, I think the Evil One 




just saved us a lot of trouble!



Swiftarrow gives Player a stern look.  Player, still not



understanding, tries again.






Player





(continuing)




I mean, I thought we'd have to 




kill time by killing dragons!






Strongsword





(sternly, to





Player)




Perhaps, Shadow-man, this is 




all just a game for you, as 




you seem to think, but know 




this: The rest of us are here 




at our peril.  We, at least, 




are risking our very lives. 




If our quest should fail,




perhaps  you will find a way 




to cheat death somehow. 





(points to 





Character in 





distance)




But SHE cannot!



Player is stunned by this revelation.  He had thought the 



adventure would prolong Character's life, not end it. 



Swiftarrow notices Player's genuine shock, explains gently:






Swiftarrow




We'd hoped that dragon-fire 




would slay




the Evil One, 




but on this day




the Evil's greater power 




was shown.




Our chances now seem 




next to none.






Mage





(walks over to





Character)




Come...come now, we must go on 




before the light fails.



Character rises, nods solemnly, and the party goes on, 



heading east toward the forest.  Background music swells.







DISSOLVE TO:


16
EXTERIOR - FOREST - DUSK



Forest interior is murky but not too overgrown.






Mage




Look around carefully here. 




Hidden in the base of a hollow 




tree there should be a small 




chest.  It contains 




information we will need 




before we can go further.






Swiftarrow




Look there!
It's there!




My elvish gaze,




knowing all 




the woodland ways,




has spied the chest 




that we have sought---



Mage interrupts recitation by whistling shrilly between two 



fingers.






Mage




Okay, Hooray!  You want to go 




get it for us please?  Before 




nightfall?



Swiftarrow looks a bit hurt by this sarcasm, but fetches 



chest.






Mage





(to Cheapbucket)




Now then, Mister Bucket, let's




see your skill as a lock-




picker!



CB prepares to pick lock on chest.  His first attempt fails, 



so he declares "this calls for a little inspiration" and 



takes a draught of swill.  As he finishes, a bit of swill 



squirts from the pouch onto the padlock, which smokes a 



little and then drops, open, to the ground.  The other 



adventurers exchange glances, but say nothing.  Cheapbucket



 opens the chest, Mage reaches in, takes parchment scroll, 



opens it, and reads.
As Mage finishes reading, scroll



vanishes.






Mage





(continuing)




I have learned what we need to 




know.  We can now cross the 




river.  Follow me, and stay 




close.







DISSOLVE TO:


17
EXTERIOR - RIVER - DUSK
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Party steps out of forest to edge of Raging River.  Mage 



scans the area, then presses carefully with his foot on a 



large, unusual-looking stone.  Party is teleported into the 



Maze.  Teleportation effect is achieved by filming a slow



dissolve from River's Edge to Maze Passage, then showing



this behind Party (except Cheapbucket) on a rear-projection



screen.







CUT/SHIFT TO:


18
EXTERIOR - MAZE - DUSK



The walls and floor of the Maze Passage are made of stone



or primitive brick.  They are old and crumbling, with small



vines and shrubs already making inroads.  Cheapbucket 



finds himself teleported into a wooden door in one of 



the maze walls, and, from inside the door, he taps his 



foot impatiently.  This effect is achieved by blowing up



a still photo of Cheapbucket (looking disgusted), and



placing a cutout from it on the front of a panel door.



Cheapbucket's foot can be poked through a hole cut in the



edge of the door so that he can tap it.  When Mage



releases him, it is SHOT FROM A SIDE VIEW, so that after



Mage shrugs and opens door, Cheapbucket simply steps out,



free.






Mage





(matter-of-





factly)




I warned you to stay close. 




Now then...Juliana, would you 




and Mr. Bucket gather some




tinder?  Meanwhile, 




Strongsword, you go scout that




end of the passageway, and 




you, Swiftarrow, scout the 




other. 



They all begin their tasks.






Mage





(to Player)




Now...Shadow-man...I believe 




you might have had some 




experience in navigating 




labyrinths such as this. 




Am I right?






Player




Oh, yeah, sure...there's one 




in every game---





(stops himself)




Well, the principle's the




same, if you know what I mean.
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Mage





(smiles 





patiently)




I am not offended.  What do 




you make of this maze?




Player looks around, not as confident.






Player




It sure looks different when 




you're actually inside...



Character and Cheapbucket return with armfuls of sticks and



set them down at Mage's feet.






Mage




Splendid...That should be 




enough firewood...



Strongsword and Swiftarrow come trotting up from opposite



directions.






Mage





(continuing)




Now, scouts, let's have your reports.






Strongsword




This looks to be a maze of 




twisting passages, all alike. 



Player looks at him, but says nothing.






Swiftarrow





(recites)




I wandered far---





(stops, looks 





glum)




My report is no different.






Mage





(satisfied)




Ah!
It is just as I 




anticipated! 



Expressions of general relief through party.






Mage





(continuing)




I don't know where we are.



Subtle expressions of general disappointment)






Mage





(continuing)




Well, we'd better get some 




good rest tonight.  We're 
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going to have to map this 




labyrinth tomorrow... 





(grins at 





Player)




...the hard way.




Now let us make a fire for 




our camp. 



Character arranges firewood, and Cheapbucket starts rubbing 



two sticks together in a frenzy.






Mage





(continuing,





laughing)




Hold, halfling!  You have a 




Mage in your midst!



Mage begins a grandiose display of fire-summoning and 



incantation.
At the last second he whips out a matchbook 



and tries to light the wood.
The twigs are damp, and won't 



light.  Mage performs an abbreviated second attempt, 



unsuccessfully.  Mage looks up and notices that Cheapbucket



is lying by the sticks with his feet propped up, innocently 



drinking swill.  Mage snatches pouch from Cheapbucket,



sniffs it appraisingly, then squirts some swill onto twigs. 



Mage then swirls around just once, stikes a match, and



tosses it onto twigs, which burst into flames.  Mage then 



tosses pouch back to Cheapbucket, and remarks:






Mage





(to Cheapbucket)




No wonder that stuff puts hair




on your feet!





(opens sack





of provisions)




Shall we dine?



They all eat as night falls.






Mage





(continuing)




Shadow-man, here, has some 




skill as navigator.
With 




his help, if all goes well,




we should be out of the maze 




tomorrow.  We will then enter 




the Evil One's domain.  The 




danger will be much greater,




 so now is a good time to 




decide upon our marching 




order. 
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Strongsword




Well, it is clear that I 




should be in the lead, where 




danger is greatest.
With 




all due respect, I believe 




that I am best suited to 




protect the party from 




attack.






Mage





(doubtful, but 





diplomatic)




Indeed, Sir Knight, you are 




the strongest...but I had 




planned...I was considering 




letting Cheapbucket lead... 




after all, there may be 




traps to disarm---






Strongsword




I have no fear of these! I am 




well armored, and can easily 




shield you from any trickery! 



Mage looks a bit exasperated, and Cheapbucket tries to 



inconspicuously hide underneath the campfire.






Mage





(tries again, 





gently)




But, brave warrior, remember 




that sometimes stealth may 




gain entry without detection. 




Remember our danger...






Strongsword




I fear no danger, and I would 




welcome the battle!
My code 




of honor calls for honesty 




and open combat! 



Strongsword stops himself, not wanting to boast.  He resumes,



more humbly.






Strongsword





(continuing)




But, for the sake of those 




who are a bit more, let us 




say, timid, I will proceed 




with caution, as you suggest. 




But I will lead. 




I appreciate your concern, 




but honor demands, and I 




will not be dissuaded. 




I will prove worthy. 




You will see.
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Mage





(sighs)




Very well, Strongsword...but 




think carefully before you 




answer whomever we may meet.






Strongsword




On my honor, I will. 






Mage





(still not 





satisfied, but 





goes on)




Swiftarrow may go second, and 




Cheapbucket third.  Juliana 




and I will follow, along with 




Shadow-man, who will protect 




our rear flank.





(looks up





at party)




Are there any objections? 




None?  Good...Well then, that 




shall be our order...




at least for now...





(turns to





Swiftarrow)




Now, good Elf: begging your 




pardon for my haste in the 




forest, I believe that what 




we need now is one of your 




wonderful Elvish rhymes.



Swiftarrow, surprised, nods assent.






Mage





(continues,





musing)




Something lengthy...and 




historical, I should think... 



Swiftarrow beams.  Mage opens his satchel and passes out some



thin blankets to the others.
Then he sits down and unfastens 



his velcro running-shoes with a loud "rrrip!", as others 



(except Player) look on, impressed.  Mage lies down, beckons 



Swiftarrow to proceed.






Swiftarrow





(rising proudly)




Aerowyn, that ancient king,




of wisdom all-encompassing,




scion of the ancient way,




chanter of the roundelay,




son of Enden, archer rare,




leader of the people fair,




keeper of the ancient lore,
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knower of what went before,




reader of the mystic rune,




singer of the secret tune,




noble king, his ancient throne,




finest that was ever known,




crystal cave and willow wand,




gazer in the mirror-pond...



Swiftarrow continues.  Fade out voice, fade in music as 



CAMERA PANS across the faces of the other adventurers, all 



of whom are asleep, of course.  Cheapbucket stirs, props



pouch so that it pours constantly into his mouth, goes 



back to sleep.  







FADE TO BLACK



FADE IN


19
EXTERIOR - MAZE - DAY



Cheapbucket is the first to awaken as dawn breaks.  He is



obviously groggy.  He lurches to his feet, stumbles around, 



then stops and stares.  He shouts for the others to wake



up, then goes lurching down a corridor.  The others awaken,



alarmed, grab their gear and set off after him.







DISSOLVE TO:


20
EXTERIOR - OUTSIDE MAZE - DAY



We look in though a gap in the maze corridor. Cheapbucket



lurches into view, followed by the others, who stop and 



stare.  CAMERA PULLS BACK and we see that Cheapbucket has 



led everyone out of the maze.  Looking out across the plain, 



they see the Evil One's fortress for the first time, rising 



ominous in the distance.  Background music swells.






Mage





(surveying 





fortress)




Yes...very impressive, 




especially for a text 




adventure.






Cheapbucket





(to no-one in 





particular)




I told you it was a straight 




line!



The party starts across the plain, which is surreal and



featureless except for the fortress in the background.



Monster-illusions and bluish fireball-traps spring up 



out of nowhere, but Strongsword and Swiftarrow dispatch 
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these with skill and grace.  Cheapbucket clubs the small 



stuff, and pockets a respectable amount of jewelry.



Suddenly and unexpectedly, an enormous doorway between 



high, dark wooden walls rises up before them.  







CUT TO:


21
EXTERIOR - FORTRESS - DAY



A deep, resonant, but bored voice calls out: 






EVIL ONE




Who goes there?



Strongsword is surprised, but, instinctively brave, he



steps through the opening and draws his sword.






Strongsword





(boldly)




It is I, Strongsword, Knight 




of the Realm!  I come to 




vanquish---



Mage reaches out, grabs Strongsword, and yanks him back 



just in time, as an enormous fireball blasts the spot where 



he had stood.






Mage





(crisply)




As I recall, we were going to 




enter by stealth, were we not? 



Strongsword nods guiltily.



Mage turns to other adventurers and addresses them as if



they were his students.






Mage





(continuing)




Now, what we need, in this 




situation, is...?






Cheapbucket





(star pupil)




A good liar!






Mage





(with a bow)




Go right ahead.






Cheapbucket





(proudly going 





back inside)




Wait for my signal! 
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The rest of the party wait behind the outside wall.






Player





(to Mage, in





confidence)




Are you sure about letting 




him go in there alone?






Mage





(uncomfortable)




It's best this way.






Player




What if he's captured?






Mage





(guiltily)




It's...best this way.






Player





(suspicious))




For someone who bought the 




hint book, you don't sound 




very confident!




Are you sure that you know 




what you've sent him into?






Mage





(unconvincing)




Be patient...






Player





(unconvinced)




Come over here for a minute... 





(to the others) 




Excuse us for a minute.



Mage and Player slide back along the wall, away from the 



opening and the other adventurers.






Player





(continues





in a severe 





whisper)




Now, look!  You've managed to 




trick the others into thinking 




you're a great wizard, but I 




can see through your so-called 




magic.  You know that, don't 




you?






Mage





(mechanically)




Trust me.  I don’t know what I'm 




doing.
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Player





(that was the 





last straw, 





furious)




Just what HAVE you been doing?! 




The Knight and the Elf have 




been doing all the fighting, 




and the Halfling has somehow 




managed to open the lock and 




navigate the maze.  But 




you've done nothing!  You 




don't take any risks!




You stay near the back of the 




group, even in back of 




Juliana---



Player stops, open-mouthed, looks toward Character/



Juliana, then turns back to Mage, even more suspicious.






Player





(continuing,





demanding)




Is there another reason for 




bringing Juliana to this place?!




Some part of the plan you're




not telling us?!



A sudden blast of trumpets from inside the gate interrupts



the argument.






Evil One





(rumbling)




Come forward, despised ones... 




Come inside, or we will come 




out and hunt you down.  We 




have your thief.



Party rises in collective shock, rushes inside to see. 



Inside they face a high wooden wall in a courtyard.  The 



voice seems to come from atop the wall, above massive



wooden double-doors.







CUT TO:


22
EXTERIOR - COURTYARD - DAY






Evil One





(still bored, a





bit disgusted)




Foolish mortals, you thought 




to outwit us, to defeat us 




in our own domain.



Cheapbucket's pouch is thrown down from the top of the wall.
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Strongsword





(outraged)




What have you done with the 




halfling?  Show him to us!






Evil One





(wearily)




Very well..."Release" the 




prisoner.



Cheapbucket's body is held up, then cast down to the ground.



Party stares in stunned silence.






Evil One





(continuing,





aside)




Was that necessary, captain?




Oh, well...Release the dragon.



The huge doors in the wall open, and the dragon (Classic



Dragon, reptilian, nasty, late 900's) emerges. 



Strongsword and Swiftarrow rush forward to attack, but 



Swiftarrow's arrows bounce harmlessly off the dragon's 



scales, and, after a few unsuccessful swings, 



Strongsword's sword shatters.  Dragon moves slowly,



feints threateningly at Strongsword and Swiftarrow,



growls menacingly.






Player





(turns toward Mage)




What now, "wizard"?






Mage





(somewhat





nervous)




There's one last chance. 




Juliana?






Player





(furious)




NO!
YOU brought us all here! 




This was YOUR plan! Now YOU 




get out there and do 




something!!






Mage





(speaking





carefully)




Very well: 





(clears throat 





and recites) 




IF seeing me fall before the 




dragon's claws will bring you 




any joy... stick around.
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Mage turns and walks calmly toward dragon as Swiftarrow



shoots his last arrow.  Mage pauses, turns to face us.






Mage





(to camera,





a bit





ruefully)




I really hate this part.



Mage turns back to face dragon, and walks the rest of the way. 



Dragon turns away from Strongsword (who has been fending it 



off with his broken sword).  With one sweep of a clawed 



forepaw, Dragon knocks the Mage sprawling.  Character, who



has been standing in shock, suddenly turns to Player.






Character





(shouting over





the din)




Joy! Joy! Stick around!



Character sees Player's bewildered expression, turns and runs 



toward the fallen Mage.  Player suddenly whirls around in the



dark, plugs his joystick into the computer and fires. 



Arcs of blue-white light leap out and strike the dragon, who 



is preparing a fire-breath.  The dragon rears and falls back 



against the high inside wall, spewing flames and igniting the 



fortress.  There is a deafening explosion, then silence, no 



sound except for the crackling flames.  The dragon has 



apparently vanished.
A lone white bird flies overhead.



Strongsword and Swiftarrow rise slowly, and walk back toward 



Player. Character starts over toward Mage, who lurches to his



feet and waves her away.  Mage then staggers over toward the



smoldering wreckage, picks up Cheapbucket's pouch, then slings



Cheapbucket's body over his shoulder.  He staggers back and



rejoins the party just outside the opening in the outer wall.


23
EXTERIOR - FORTRESS - DAY






Mage





(to Player, 





wearily)




Well done, you did it.  Now, 




let me see what I can do.



Mage lays Cheapbucket's body gently down.  He removes an 



arrow carefully from the body, and straightens the broken 



bones.  Then he breathes deeply, and, passing his hands 



in the air over the body, recites:






Mage




As the patient light still 




shines on true,




let ITS power make this 




life anew...
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Lights flicker and gleam about Cheapbucket's body, there 



is a rush and swirl of music.  Cheapbucket stirs, opens 



his eyes, and sits up.






Cheapbucket





(anxiously)




Where's the pouch?






Mage





(tossing pouch 





to Cheapbucket)




That's fifty spell-points you 




owe me.



The Evil One enters through the gate, carrying the Power-



staff.  He is fortyish, thin, balding, possibly with a



neatly-trimmed black beard.  His expression, surprisingly,



is one of compassion.






Evil One





(genuinely 





sorrowful)




I am returning your relic... 




it is of no further use to 




me...And I beg your 




forgiveness for the sorrow 




I have caused you.



Party members stare at Evil One in stunned disbelief.






Player




You...you what?






Evil One





(sadly but





beautifully)




I must explain...my actions...




my past behavior was just an 




experiment...a role, if you 




will, that I was...trying 




out...an idea...a bad idea...






Player





(recovering)




Still, you must be punished.






Evil One





(imploring)




No, for your own sakes, do not 




punish me!  You would only 




suffer, as I have suffered: 




I have already suffered the 




punishment for my misdeeds.
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Player





(skeptical)




What punishment did you 




suffer?






Evil One





(hollow look)




I became the Evil One. 



Others still look quizzical, so Evil One continues.






Evil One




This is the lesson I have 




learned: You receive as you 




give...not as payback in




kind, but at the very moment




you act.  When I stole your 




relic, I became a robber, 




and lost a part of my good 




self.  When your halfling




was slain, I became a 




murderer.  But now I can 




see my future path...I will 




work for good, for building, 




for growth...for life.




This world is often 




confusing, but I can usually 




tell what's good, even if 




I'm not always sure what's 




best.






Character





(considering)




So, if we imprisoned you, 




we'd be preventing that 




future good?






Player





(not so easily





swayed)




What proof do we have?






Evil One





(simply)




I came here alone, and I 




brought you your relic. 





(offers staff)




I hope it is proof for




you: for me, it is my first 




step back to goodness...




I will be the Evil One 




no more.






Player





(to Character)




What do you think?
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Character turns to look at Cheapbucket, happily counting his



booty between gulps of swill.  Then she steps forward toward



Evil One, and accepts the Powerstaff from his outstretched



hand.






Character




You may go.
May good fortune




keep you strong in your 




resolve.






Cheapbucket





(deciding to jump





on the bandwagon)




Yes, fare well, oh Evil One--- 




oh, I'm sorry, I shouldn't 




keep calling you that, 




should I?






Evil One





(ironic smile)




It is the only name I know.






Cheapbucket





(puppyish)




What do your friends call you?






Evil One





(a bit drily)




Friends?...I'll have to work 




on that one. 





(To entire party) 




Goodbye, then.  I go on to my 




new quest: may fortune smile 




upon you when you return to 




yours!



Evil One exits.  Party watches him go in polite silence.



Character turns to Player.






Character




"When we return to our quest"?




What does that mean?  Was this 




not our quest?






Player





(remembering computer)




I'll check the score. 



Player sets down computer, types "SCORE".  Screen displays



the following:



"Your score is as follows:



QUEST: 100,000 Gold Pieces




 200,000 XP




 Cheapbucket found a rubber Halbard.
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GAME: No additional points.




Score still 300 out of a possible 350. 




*See footnote 11*"







CUT TO:


24
INTERIOR - PLAYER'S ROOM - NIGHT



Player notices that he's back in his own room, and it's



night.  He shrugs, types in "Footnote 11".  Screen displays



the following:



"****Footnote 11: Barney the Evil One scores 250 out of a





    possible 250 points --- Lesson Completed.





    End Of Session."



Screen goes blank, and Player, exhausted, switches off 



computer.







FADE OUT



End of session 6.


10,15,30,40,45,60,75



SESSION 7


25
INTERIOR - PLAYER'S ROOM - DAY



Player enters room confidently, silently sits down at 



computer and loads program.  Character appears on the 



screen, back at the well in the Cave Room.






Character




I have a question for you. 




What is the meaning of XP?






Player




XP?






Character




After we defeated the Evil One,




we were awarded 200,000 XP.






Player




Oh, yes.  XP is short for 




"Experience Points"...sort of. 




It's the way that the game 




rewards you for a job well 




done.  It's a way of keeping 




score...the points don't 




literally exist.






Character




They don't?






Player




No, I'm afraid not...



Character reaches down, produces a cloth sack, and



pulls out a trophy of shiny metal mounted on wood. 



It is about 6 inches tall, and has the letters 



"X P" formed out of the metal.)






Player





(continues,





amused)




Oh, my...200,000 of those 




things, huh?  I'd never 




thought about it that way...






Character





(satisfied)




We left the rest at the 




fortress.  The Mage said to




let the historians




wonder.
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Player





(laughs)




I guess he's right...where is 




he now?  What happened to 




everybody?






Character




After you left, we all 




gathered up a reasonable 




share of treasure, then




we returned to the town---






Player





(skeptical)




The Evil One's henchmen gave 




up treasure?






Character




They said that they were 




finished in this realm, and 




they gave us treasure as a 




token of remembrance. 




Actually, the Mage arranged 




the whole thing...






Player




Oh, now I understand.






Character




...He kept twirling the 




Power-Staff throughout the 




conversation...






Player





(laughs)




Yes, I guess so!  What 




happened when you got back 




to town?






Character




Well!  The Innkeeper was so 




happy to have the staff 




back that he offered each 




of us our choice of reward: 




we would either get a one-




tenth share of treasure, or 




we could make a wish on the 




staff.






Player





(grins)




Ah, how did THAT turn out? 




Who got what?
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Character




Well, this may surprise you:




Strongsword was the first to 




answer.  He declined both 




rewards.  He said that he 




would simply have the 




satisfaction of proving his 




bravery and battleskill, and 




the comfort of knowing he 




had fought for the Right.






Player





(shrugs)




I guess it figures...






Character




The next to choose was 




Swiftarrow.
He declined 




both rewards as well.  He 




said that his reward would 




be the tales he could tell 




about the adventure. He 




said he would live forever 




in the poems and songs of




his people.
He started to 




sing one, but then it was 




Cheapbucket's turn to choose:






Player




All right!  Go ahead...






Character




Cheapbucket looked at the




other two, and said he would 




also decline the rewards. 




He said that, in the quest, 




he had lost his pouch, then




his life, but then he got 




them both back again, and 




something more: friends. 




He said that the Halfling 




Thief-Guild had never trusted 




him because he was half-human, 




and that no-one else trusted 




him because he was, after all, 




a thief.  So he decided to 




honor his friends by joining 




them in poverty.  Then he 




sat down and scratched his 




head.






Player





(laughs)




Well, he may be finished as 




a thief, but I guess the 
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others will take care of 




him...Oh!  What about the 




Mage?






Character




The Mage was interesting.  He 




stood up and sort of glared at 




everyone.  Then he smiled and 




said that all the treasure 




should go to the Inn.  He also 




said that a Mage has no need 




of wishes, so he turned down 




both rewards, too.  Then he 




talked with the Innkeeper 




about something I didn't




quite understand...






Player




What was that?






Character




Well, in the Mage's words, he 




"worked out a...distribution 




deal"...with the Innkeeper... 




on something called...




"Software".
Then he said it




was a "Gold Mine", though I 




know of none in our realm.






Player





(laughs)




I get it...You see,




"Software" is another name 




for computer games---wait 




a minute.  Weren't you 




offered a share of treasure?






Character





(suddenly very 





carefully and 





gently)




Yes...yes, I was offered a 




choice.  I too turned down 




both rewards...Treasure? 




It would be nice, but I 




really wanted that wish on 




the staff...





(looks at





Player)




...I wanted the wish, but 




then I realized I wouldn't 




need it, and I probably 




wouldn't need the treasure.
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Player




What was the wish?






Character





(takes a breath,





continues calmly)




I was going to wish that I 




might know what I must know: 




the Last Lesson.




Then I realized it was 




coming to me anyway.






Player





(stunned)




The last lesson...






Character




I wanted to see you again 




before speaking the words...




but I'm ready to speak them 




now.






Player





(knows that





pleading is 





useless, but...)




Couldn't it wait till later?






Character





(shakes head, 





smiles 





sympathetically)




Why crawl when you have a 




chance to fly?






Player




...I just don't want this 




to end.






Character





(laughs)




I'm glad you said it that way: 




it makes it easier.



Player is silent, surprised, confused. Character continues 



gently, but with growing confidence.






Character




You will see as I have seen: 




remember Cheapbucket, who 




lost everything but 




regained it all, and 




more...







(CONTINUED)


25
(CONTINUED)



Entire background behind Character gradually becomes hazy. 



By the time she finishes, it will become brilliant white.






Character





(continuing)




...Remember the Evil One, who 




was defeated in battle, 




but completed his own quest 




anyway...




Remember the dragon...






Player




The dragon perished!






Character




There was a white bird flying 




from the battlefield...






Player




I didn't see that---






Character





(smiles gently)




With each lesson, we grow as 




they have grown...each step 




we take is a a step from the 




darkness of ignorance to the 




light of knowing. 



Background is now brilliant, shimmering music is growing.






Character





(continuing)




Do you see?




We go to the light, not to the




end: There is no end!



Final song, "There Is No End", plays, as Character's 



beaming face gradually fades into white, and screen 



displays in gold letters:



    "SCORE IS 350 POINTS OUT OF A POSSIBLE 350."



This fades, and is replaced by:



    "LOADING PART TWO..."



Cut to brief shot of Player's illuminated face, relieved, 



dazzled, then back to screen, which still displays 



"LOADING PART TWO..."



Roll closing credits over this image.



Final song: "There is no End"
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You know you want the road




to run forever,




You know you want to stay




inside the dream...




But you've always been




in motion, going forward




`though the step 




you're making now is one




you haven't seen...




So your steps begin to falter




now in fear,




as you find that you've been




walking in the night...




In awhile you'll see 




the passage shining clear




as your next step brings you




into the 




Light,




the light that never ends,




you know there is no end,




(I know)




Love,




the love goes ever on,




you know we face the dawn




(I know)




Light,




the light that never ends




you know there is no end




(I know)




Love,




the love goes ever on,




you know we face the dawn




(I know)







FADE OUT

(END OF SCRIPT)

