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	Shot
	Image
	Description / Interaction
	Time

	1
	
	ESTABLISHING SHOT on BLACK CLOUD.

FX: Lightning flicker inside cloud.

SFX: Thunder subsides.


	6

	
	
	TILT DOWN from black cloud to TREE.

Silhouette of LARGE BIRD glides down from a limb.

SFX: Distant hawk screech.


	4

	
	
	
	

	2
	
	WIDE SHOT of CRANE DOWN tree ...

MUSIC: Haunting music FADES UP.
	3

	
	
	...

FX: Pulsing black, cancerous nodules under bark.
	3

	
	
	... ending on MAIR, an AVIAN, landing.
	3

	3
	
	CLOSE-UP on MAIR as her HAWK head turns to face us.
	2

	4
	
	MEDIUM SHOT on Mair as she points at tree.

DIALOGUE

  MAIR: "Look at what you've done to the Tree of Life--"
	4

	
	
	Suddenly CORRUPTED VINE 1 rises and swings a ...
	3

	5
	
	... TRIP attack CLOSE-UP at Mair's foot.
	1

	6
	
	LONG SHOT as Mair, immediately gets to her feet and threatens vine 1.
	2

	
	
	But CORRUPTED VINE 2 closes in for a CHOKE from behind.
	2

	7
	
	MEDIUM SHOT of vine choking Mair.  She clutches it and STRUGGLES.
	2

	8
	
	LONG SHOT of vines threatening viewer. 
Vine 1 on left, Mair and vine 2 in middle.  ...
	2

	
	
	... Vine 3 slowly rises on right.
SFX:  Demonic snarl.
	3

	9
	
	DOLLY OUT to encompass [PLAYERS] in LONG SHOT as they RESCUE MAIR. 
Mair's LIFE METER appears in HUD.

MUSIC: Battle music loops.

Begin INTERACTIVE mode.

	5

	
	
	[PLAYERS] battle vines, which are MINI-BOSSES.

FOLLOW [players] in WIDE SHOT.
[SELECT SHOT

  13 - Mair almost dead. 

  19 - First vine dies. 

  23 - Vine dies. 

  24 - Last vine dies. 

  OR continue.]


	3

	
	
	Each vine uses TACTICS.

[SELECT SHOT

  10 - Trip. 

  11 - Choke. 

  12 - Burrow.]
	3

	10
	
	INTERACTIVE WIDE SHOT as vine trips [player].
SFX: Tripping thump. 

Player may JUMP.

[IF first jump 

  THEN go to shot 10.5; 

ELSE go to shot 9.]
	1

	10

.5
	
	LONG SHOT 

in SLOW-MOTION of vine below [player] in mid-JUMP. 

SFX: Woosh.

[Return to shot 9.]
	3

	11
	
	INTERACTIVE WIDE SHOT as vine CHOKES [player].
[Player] may only struggle.  
[IF almost dead, 

  THEN go to shot 16; 

ELSE go to shot 9.]
	2

	12
	
	INTERACTIVE WIDE SHOT of vine BURROWS underground, chasing [player]. Burrow causes RIPPLE, which may trip [player].

SFX: Burrow rumbles.

[Return to shot 9.]
	3

	13
	
	MEDIUM SHOT of Mair almost dead. Vine chokes Mair. 
SFX: Mair screeches like a hawk.

[IF dead, 

  THEN go to shot 14; 

ELSE go to shot 9.]
	2

	14
	
	MEDIUM SHOT of Mair dying. Vine chokes Mair.
FX: Mair BLACKENS.
SFX: Last gasp.  Drain life.  

MUSIC: Battle loop FADES DOWN.
	2

	15
	
	LONG SHOT of Mair's corpse as it falls.  
SFX: Wind rush. 

MUSIC: Requiem FADES UP.


	1

	
	
	CRANE UP while FOLLOWING corpse in SLOW-MOTION to the ground.
SFX: Thud of impact.

GAME OVER.
	4

	16
	
	MEDIUM SHOT of [player] almost dead. Vine chokes [player]. 

SFX: [Player] screeches.

[IF dead, 

  THEN go to shot 17; 

ELSE go to shot 9.]
	2

	17
	
	MEDIUM SHOT as [player] dies.  Vine chokes player.  
FX: Player BLACKENS.

SFX: Last gasp.  Life drain.  

MUSIC: Battle loop FADES DOWN.
	1

	18
	
	LONG SHOT of [player]'s corpse as it falls.  
CRANE UP while FOLLOWING corpse in SLOW-MOTION to the ground. 
SFX: Thud of impact.

MUSIC: Requiem begins.

GAME OVER.
	4

	19
	
	CLOSE-UP of first corrupted vine dies. 
Begin to SLOW-MOTION as BLACK SMOKE rises from dead vine.
	2

	20
	
	CLOSE-UP of black smoke touching PLANTS.  

Plants wilt and die from smoke.

SFX: Crackling and sizzling.
	2

	21
	
	MEDIUM SHOT as [player] looks at her WEAPON.

SFX: Crackling and sizzling FADE DOWN.
	1

	22
	
	CLOSE-UP as black smoke rises from weapon.

SFX: Sizzling FADES UP.
	2

	23
	
	INTERACTIVE WIDE SHOT as DEMON BLOOD appears.  

SFX: Sizzling.

If taken and used, Demon blood causes weapon to SMOKE and drain life for one hit. 

[Return to shot 9.]
	1

	24
	
	MEDIUM SHOT as [player] kills last vine. 

[Player] may do FINISHING MOVE in SLOW-MOTION.
	4

	25
	
	MEDIUM SHOT as Mair attacks stump of vine's corpse.
	4


