Notes on script for Sarah

By MN (24/05/01)

Based on:
Iron_Man1b.doc (30/01/01)

Character

Sarah Goldwing is 15; from middle-class London quarter (Camden?), she comes across like a experienced boy scout; not in a aggressive military way but helpful and knowing; she also seems a bit more mature than she can be in her age as she takes some things serious and she has got leadership qualities; but she is not a grown-up 

Sequence

TITLES

A large ancient map of the whole world (sounds of sailing and sailors), while we move in it morphs into a print version of a medieval map (sounds of horses and carriages), we zoom in closer and the map transforms into a World War I like map (tanks and cars in the background), even closer and the map changes into a modern street map (cars and traffic in the background), even closer and the whole screen is filled by an extremely accurate map and its grid – like a wire frame system (we hear the sound of an approaching helicopter); the moment the helicopter sound is the loudest:

fade to white 

“Wayfarer” logo 

EXT WAYFARER COUNTY





DAY

A fast fly-over through the polygon landscape; 

VOICE OVER (REPORTER)

“Welcome to Wayfarer County [I do not know how the world looks like so I do not know how to name it] and welcome to a new season of Wayfarer games. The introduction this year will be given by last year’s champion Sarah Goldwing.”

EXT BEACH








DAY

at the beach, which is the end of the map the camera rotates back and moves in to a eye-height pov; we arrived at Wayfarer County

SARAH (enters view)

“I am glad you could come welcome to the Wayfarer competition. You need to choose one option to enter the games.”

Camera zooms in a bit towards the more empty left part of the screen; SARAH is not visible anymore

MAIN SCREEN

Three main buttons indicate the initial choices of “Top League”, “How to Play”, “Start Game”, and “End Game”; they are floating as 3D buttons in front of the Wayfarer County in the background


SARAH (OFF)

“If you click on ‘Top league’ you can see the current ranking of other players. I will explain the rules and tactics of the game if you click on ‘How to play’. ‘Start game’ will let you enter the first game. The choice is yours.”

(idle) After x-time


SARAH (OFF)

“If you have never played Wayfarer before you really should learn how to play the game first. But if you already know your way round why not start a game right away?”

IF CLICK ON “HOW TO PLAY”

Buttons disappear while camera zooms out again to reveal ..

EXT BEACH








DAY

SARAH standing next to a waypoint now

“Wayfarer is an orientation game; that means you have to find your way through unknown territory. You should be equipped with a map of the territory.”

The background beach fades into the map of the island; we can see marks of landmarks, waypoints, rivers, roads, buildings etc.

“Your map includes all the important features of the territory ahead: rivers, roads, buildings, beaches … You can find it all on the map – if you know how to read it. You can also see some other picture symbols (icons?) in the map.”

If possible the marks for the waypoints blink in the background

“These are marks for several waypoints. Each icon stands for a waypoint just like this one inside the territory. 

Your task is to find your way from one waypoint to the next as fast as possible. The faster you are, the more points you get.” 

[not sure whether this in included, but IF there is a countdown:]

“On the screen you will see the time count-down for your game. If the timer shows zero, the game is over and you should be back at your home-base. If not, you will loose all the points you have collected so far. That means, that wherever you are, you also have to bear in mind the quickest way back to your home! 

The best way to find your way in an unknown territory is to orient yourself using clearly visible landmarks. They are more clearly visible then the waypoints themselves. Good landmarks are hills, towers, rivers, all kinds of shapes that allow you to take a bearing with your compass.”

[NOT SURE, there could be a short description of how to use the compass here, but one might say that Wayfarer is aimed as an add-on to classroom teaching and I guess learning how to use the compass is a lesson taught by the teacher? 

ALSO: it would be good to have little “lessons” like make the player go to the first waypoint; and only if you have reached the waypoint Sarah will describe the use of the compass, which again would be a practical lesson

GENERALLY: it might be nice to hand out a kind of mini-brochure for teachers that tells them what has to be discussed before the kids have a go at Wayfarer in order to make the experience as effective as possible – and I guess a teacher has to check whether Sarah is taking away some info OR whether she is even contradicting the teacher’s lesson, this has to be avoided at all costs]

“The top league shows this seasons top 20 players and their scores. But don’t worry, every Wayfarer champion had to learn the game in the beginning. It is a matter of learning by doing thing – so it is always a bit of an adventure. If you get stuck you can always press [F1?] and bring up the help function. [Esc?] will pause the game and pressing it twice will stop the game completely. Good luck – and don’t get lost out there.”

[NOT SURE will there be any prizes (medals, tunes, equipment, badges …) to win? If so we should mention them as motivation] 

RETURN to MAIN SCREEN

IF CLICK ON “TOP LEAGUE”

The main screen buttons get replaced by a score-board of the 20 best Wayfarers at the moment

IF CLICK ON “END GAME”

SARAH (OFF)

Good-bye and don’t get lost out there.

QUIT

IF CLICK ON “START GAME”

GAME ENTRY SCREEN

The main screen buttons get replaced by “Choose your character selection”

“Worldwide” and “Europe” 

after x-time

SARAH (OFF)

“If you go for the funky young competitors you should definitely choose the worldwide character option. But if you prefer a no-nonsense functional type you might be more interested in the Europe option.”

IF CLICK ON “WORLD”

Would be good to have some funky music in the background

The Game Entry screen gets replaced by the World-character-selection: Nula, Dave, Maiko, Ruben are accessible

SARAH (OFF)

Every player has to select a character and each character has their own strengths and weaknesses. So choose carefully.

IF player clicks on one of the four characters, this character’s screen fills the whole view offering info on their personal background and details on their specials (see Iron_Man1b.doc and WayFin Presentation)

Each character-screen offers a “back” and a “select” option; 

IF player clicks on “select”

The screen switches to the in-game screen

IN-GAME

In-game screen; controls still frozen; countdown not running

SARAH (OFF)

Now it is up to you. Ready? Steady – Go!

Countdown starts – you are in the game

END-GAME

The countdown did end – freeze frame wherever you are fade out to 

EXT  BEACH








DAY

SARAH standing on the right screen side again; 

SARAH

Good. Now let’s see how you did in this game.

Camera zooms in to the left screen side; your results appear there (points, speed, extras … whatever we achieve to put in the game); there is a “Main menu” and a “Play again” option

IF player is in top 20


SARAH (OFF)

Congratulations! You made it to the top league of Wayfarer champions. You can enter your name on the league’s board.

IF player is not in top 20


SARAH (OFF)

Not bad for a training session. Want to try again? 

