ART LIST / SOUND LIST / DIALOGUE LIST / TEXT LIST 

FORMAT FOR PHASE II     4/24/92

EXAMPLE

 (without naming conventions in place)

-------------------------------------------------------------------

4. KEEPEXT.NORTH

Panoramic view of valley,  w / Keep on right

NPCs - none

OBJs - none

ANIMs - Highwayman moves along road (he reverses his steps when he reaches one end of road) -- he should traverse entire road in about 90 seconds (2 views, one coming, one going -- 4 frames each view)

Vultures circling over Vulture Pits in distance (looping animation -- may require 8 frames)

Glimmer for Forest of Spirits (2 frames -- dull glimmer, bright glimmer)

Vulture talons approach and grab you (2 frames -- slide in still picture of talons open, close talons and exit to view of valley looking down)

SFX giggling of trolls as they steal your horse; they shush each other, giggle stealthily (I second)

horse hooves as horse gets stolen by trolls behind you (receding clop-clop sound -- perhaps 3 seconds duration) 

flapping vulture wings (distant whoosh-whoosh sound which gets louder until you're snagged -- perhaps 3 seconds duration)

DIALOG- none

1EXT - when Vulture talons appear: "Uh-oh..." when you click on town: "What a quaint village."

MUSIC - Opening theme (imparts a mysterious feeling; looping - 90 seconds +/- )

5. KEEPEXT. SOU1H

View along road to Troll Jct., Keep on left

NPCs - none

OBJs - none

ANIMs - none

SFX giggling of trolls; SAME AS IN SCENE 4 ABOVE

horse hooves as horse gets stolen by trolls behind you (receding clop-clop sound -- perhaps 3 seconds duration) [OR simply: "horse hooves: SAME AS IN SCENE 4 ABOVE"] 

flapping vulture wings (distant whoosh-whoosh sound which gets louder until you're snagged -- perhaps 3 seconds duration) OR: "flapping wings: SAME AS IN SCENE 4 ABOVE"

DIALOG- none

1EXT - when Vulture talons appear: "Uh-oh...": SAME AS IN SCENE 4 ABOVE 

MUSIC - Opening theme (SAME AS IN SCENE 4 ABOVE)

6. KEEP EXT. EAST

View of front of keep; you can see river at edges of screen

NPCs - Keep Keeper -- clicking on him takes you to his closeup screen (D t;:::xK \ \3F .;;;c-REt~;i\J 4Np KEE'P ~t:;Ef'£K )

Trolls -- clicking on them makes them drop reins and run away, giggling (Horse doesn't count as a NPC) 

OBJs - wood planks

vines

horse bridle reins in object orb

horse bridle reins in screen (end leads off screen) 

ANIMs – Keep Keeper opens door from within ~4 frames) . (' 'r-rr" (3r K A 1/111A.170N--rA KINc. IN C-t...O Vlnv v=-",--,,-1 "' .

Keep Keeper closes door from within ~frames) 6?\f'c~tif>i~/

Horse getting tied to hitching post (8 frames to show horse walking into view, 3 frames to show reins tying to post)

Trolls take horse (8 frames for trolls to walk into view, 8 frames to lead horse off screen) 

SFX creaking of door as Keep Keeper opens it

click as Keeper shuts door in your face

giggling of trolls as they steal your horse; SAME AS SCENE 4 ABOVE 

sound of trolls running away, giggling (fast footfalls, louder giggling -- 2 seconds )

horse's hooves; SAME AS SCENE 4 ABOVE

you knock on door

DIALOG- Keeper when he opens door: "Well? What do you want?"

Keeper response to query icon: "This is the Keep, of course! What does it look like, an igloo!?"

Keeper response to anger icon: "Well, if you're going to be that way about it, be off with you!"

Keeper when you leave: "Thanks again for the mirror! "

1EXT - When you click on the planks without taking them:

"Looks like this place could use some repair ..."

When you click on the vines without the knife:

"Somebody ought to take better care of the grounds hereabouts..."

When you put the planks and vines together: "Now THAT'S what I call a raft! But it looks too heavy to carry to the river without a horse..."

MUSIC - Opening theme, unless you've left here and come back If you've entered the valley and come back, play music to suit the current state of the ME's growth (as described elsewhere).

If you knock on the door, start Keep Keeper theme (music to convey that here's a guy with no brains; 45 seconds, looping)

 7. KEEP INT.

 View inside keep, showing table, stairs, and exit door. There are some framed certificates, a cobweb, and a fireplace.

NPCs - Keep Keeper, sitting at table -- clicking on him takes you to closeup 1!5,4lt1(t;: .AeJ; ~",,~E- C;;; A ~ JG)

OBJs - ~~~C~~F:fCATl::: (~t:;;:X-{Cl Bt::; CLOSEUP ~~£EN, sl'f1!)u) n::-XT)

ANIMs - Keep Keeper looks at himself in his new mirror (3 frames)

Keep Keeper gives you fish (2 frames)

SFX Muffled sound of horse hooves as trolls steal your horse similar to scene 4 above but softer)

Keep Keeper skewers fish (sound of fork on plate, wetly)

DIALOG - Keep Keeper, when you click on fish and you haven't given him mirror: "Well, sorry you're hungry, but I haven't been able to go fishing in a week, and I'm determined to eat this myself."

Keep Keeper, after you give him mirror: "That's exactly what I need to signal the townsfolks when I sees vultures getting too close! Thanks, stranger! "

Keep Keeper, when you click on stairs: "Sure, go take a look, stranger ."

Keep Keeper, when you click on door: "y'all come back now, hear?"

1EXT - When you click on fish: "Looks mighty tasty..."

When you click on Keeper: "He could use a bath."

MUSIC- Keep Keeper theme (as described in scene 5, above)

