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Artist Statement

Developing the script treatment, my third and final deliverable for The World of Undersea Cities project, was both easy and difficult.  Having already created a path forward with a sizeable databank of information (Project #1) and a detailed design proposal (Project #2), I believed that the scripting portion was easily achievable.  The direction had been set and the background data, or at least the sources of that data, were readily available to me.  The writing, it seemed, was all there was to do.  

The difficulty of the task, ironically, was actually writing that same narrative script.  Writing, I quickly discovered, was not limited to creating the words spoken by the program’s characters, or the narration, or even the scene descriptions.  The script writing required that I cleanly tie in dialog and narration with all other elements of the program.  Script elements needed to link solidly to the action of the scene.  Everything needed to coalesce.  

Maintaining focus on the target audience—museum visitors of every stripe—was necessary for me to stay true to the scope of the project.  I found that I had to minimize user actions and program features in order to meet this objective.  The real constraints of such an audience include short attention span and, generally, the urge to move on to the next exciting museum exhibit.  So I needed to create content that is informative and to the point, yet moves the user through a series of sounds, images, and actions that maintains his or her interest.  The primary objectives, after all, were to inform and to entertain museum visitors about undersea cities in science fiction.

The “creeping feature” was another recurring challenge.  I was regularly tempted to add more visual and audio details to a scene.  But these, too, would have added to the length of the program and possibly chased away a potential lover of science fiction.

Attempting to stay true to the details and nuances of the selected works of science fiction, I borrowed heavily from the actual source, Twenty Thousand Leagues Under the Sea in this case.  The constant research was time consuming and presented a choppiness to the writing process; however, I believe the finished product will provide the user with information that is true to the original objective.

Finally, the quality of the finished product would have been enhanced by storyboarding.  Although I added several graphics to help developers better envision a scene or element of a scene, I became more aware of the usefulness of visual description in the development process.  Pictures, when mixed with words in just the right way, can be powerful.

-- C. F.

Introduction

This document presents the script treatment for The World of Undersea Cities, an interactive multimedia program specially designed as a museum kiosk.  The program provides museum visitors of all ages with information about undersea cities, a captivating, though seldomly exploited, device of theme and setting in works of science fiction.  Users visit four undersea cities to learn about—and to imagine—the possibilities of livable underwater habitats and to interact with fictional characters from various undersea adventures.

This script treatment is presented as the final step in the approval process prior to the project’s design and development phases.  It follows the creation and approval of both the databank/bibliographic report (“Undersea Cities”), which provides the informational content for the program, and the design proposal.  The design proposal outlines the design objectives, structure and navigation, and creative treatment of the project.

The World of Undersea Cities program offers visitors virtual access to four fictional undersea cities: The Lost City of Atlantis, as detailed in Jules Verne’s Twenty Thousand Leagues Under the Sea; Otoh Gunga, the under-river city of Star Wars fame; Cetacea, a composite of the more fantasy dolphin-and-whale-world epics; and Caribe, the futuristic domed city from Maureen McHugh’s novel Half the Day is Night.  Each of these program adventures features an exploration and a game segment; however, for matters of expediency, this script treatment focuses solely on the Atlantis adventure.   

This document presents the narrative script, including character dialog and descriptions of on-screen images and action, for the following components of the program:

· Attract Routine

· Introductory Sequence

· Explore Options

· Journey to Atlantis

· Sea Harvest

Considerations for Developers
This document contains the narrative script for The World of Undersea Cities.  It is intended to provide product developers, including graphic designers, programmers, voice talent, sound and video producers, and project engineers, with a complete script that defines the narrative flow of the program.  It also serves as a catalog of scenes and actions that are triggered by a number of events: 1) user interaction, 2) the logical flow from one scene to another within an animated sequence, and 3) user nonaction.  

Developers should note that some elements are constant throughout the program:

· At any time, users can touch the on-screen Exit button to quit the program.

· Files for animated video and interactive scenes include all audio and voice-over files, as noted in the narrative script.   

· The call-outs for video files are abbreviated (AV = animated video; IV = interactive video).

Developers are urged to refer to the specifications in the original design proposal (Project #2).  Also, a glossary of audio/video terms for developers is located at the end of this document (see Appendix A).    
Script Treatment

Attract Routine
	
	Audio/Narration/Dialog
	Scene Description

	Animated Video (AV) 100-10
	Audio: Gurgling and bubbling sounds suggest undersea activity.  

Narration: “Visit exotic locations rarely seen in works of science fiction.  Explore the magnificent depths of the Earth’s oceans, not to mention vast, hostile seas on other planets.  Meet the likes of Jar-Jar Binks, Captain Nemo, and a host of undersea creatures.  Some of your favorite TV and movie characters are already here—waiting for you.   But beware, so are the villains!”
	On the LCD monitor, odd sea creatures scurry by as an approaching submarine grows larger as it approaches users from the middle of the scene.  The submarine continues to move forward.  It stops when it is in full view and facing sideways.  A side hatch (door) opens and a deep, haunting voice invites the users in.

(For detailed specifications on narration, see “narration” in Appendix A.)

	AV100-20
	Audio: Music from the Walt Disney Company’s version of Twenty Thousand Leagues Under the Sea.

Narration: “Have you ever imagined what it would be like to live in a bubble under the sea?   How do you breathe?  What do you eat?  Would anything try to eat you?  Do you travel by automobile or by submarine?   

“Leave behind the problems and perils of the surface world.  Discover your private utopia.  But be ready for new challenges and dangers—adventures you’d never have imagined back on land.

“Are you ready for this grand quest?  Then, welcome to The World of Undersea Cities.  Enter here.”

Audio: The music stops and the gurgling and bubbling sounds resume.
	The tall and handsome, yet imposing, character of Captain Nemo appears at the door.  Nemo waves to the visitors, inviting them inside his submarine, the Nautilus.

User Action: No action required.

	AV100-30
	Narration: “Touch the screen to begin your voyage.”
	User Action: Touch screen = Begin “Introductory Sequence.”  No touch = Restart “Attract Routine” in 10 seconds.


Introductory Sequence

	
	Audio/Narration/Dialog
	Scene Description

	AV200-10
	Audio: Gurgling and bubbling sounds fade as the door closes with a loud, metallic thud.  (For more sound description, see Appendix A).

Captain Nemo: “I am at your service.  You will be my guest on my undersea ship, the Nautilus, during your visit to The World of Undersea Cities.  I will transport you to each of the undersea cities you select.  But first, I wish to show you around my ship.”   
	The door closes, and the Nautilus departs for the deep ocean.  

Captain Nemo appears and begins his “tour” in the form of a brief, narrated, animated video about the Nautilus.  His deep, resonant voice reveals the peculiar accent of his “Nautilian” language.  (For more information, see “Nautilian accent” in Appendix A).  

User Action: No action required.  Visitors view the short video/tour or touch the Exit button to quit the program.  

	AV200-20
	Captain Nemo: “Please follow me.”

Audio: Sound of Nemo’s heavy boot heels thumping the floor as he walks.
	Captain Nemo turns to “lead” his visitors through a dimly lit corridor, up the central staircase, through the upper deck, and into the pilot’s cage.  

	Interactive Video (IV) 200-10
	Pilot’s Cage Scene

Captain Nemo: “Would you like to join me in the pilot’s cage?  Like the wheelhouse on a typical ship, this is where the steersman directs the course of the submarine.  If you accompany me on ‘The Journey to Atlantis,’ you can pilot the Nautilus yourself.  To move the ship, just move your joystick up, back, left, or right.”
	The pilot’s cage features a small, enclosed area with thick-pane glass front and back.

During this sequence, Captain Nemo also instructs users how to pilot the Nautilus using the ship’s wheel (joystick).

User Action: Captain Nemo briefly relinquishes “control” of the submarine.  Visitors practice using the joystick: Up = Submarine moves forward; Back = Submarine moves backward; Left = Submarine turns left; and Right = Submarine turns right. 

	AV200-30
	Captain Nemo’s Personal Quarters

Captain Nemo: “These are my modest sleeping quarters.  But with this equipment, I am able to track the course of my ship.”
	Captain Nemo’s quarters feature a small iron-framed bed, a table, and some toiletry items.  It also features duplicate bridge equipment that allows him to track the course of the Nautilus.

User Action: No action required.  Touch Exit = Quit the program.  

Captain Nemo then leads visitors down the corridor and toward his beloved library.


	
	Audio/Narration/Dialog
	Scene Description

	AV200-40
	Library Scene

Captain Nemo: “Welcome to my modest library.  This is where I come for solitude, study, and quiet contemplation.  These books and pamphlets—all twelve thousand of them—are my only ties to the world that I long ago renounced.”
	Double doors open to reveal tall, elaborate, book-filled shelves made of black-velvet ebony inlaid with brass as well as huge leather-covered divans and an immense table strewn with an assortment of magazines and newspapers.

Captain Nemo “throws” himself onto one of the overstuffed divans and speaks to his visitors.

	AV200-50
	Observation Room

Captain Nemo: “Welcome to my saloon.  This is where I study maps of the world and its oceans.  I spend a lot of time here.  Please make yourself at home.”

Audio: A loud, metallic clunk is followed by the sound of a running motor.  The sounds stop when the metal plates are fully drawn.  (For more sound description, see Appendix A.)
	Captain Nemo extends his arm to reveal the observation room, which he refers to as his “saloon,” or salon.  It features a divan, several overstuffed chairs, and wooden desk with blueprints and large-scale maps.  

Suddenly, metal plates on the outside of the submarine roll back, revealing a thick, glass window.  The glass is dark until the Nautilus turns on its external “Ruhmkorff” lights, which illuminate an undersea world of colorful fish, sea flora, and coral reefs.  

	IV200-20
	Engine Room 

Captain Nemo: “This is the ship’s engine room.” 

Audio: Chimes and horns sound when visitors touch interactive objects on the screen.
	Visitors explore the engine room by interacting, via the touch screen, with several meters, knobs, and levers.  

Action: Touch depth meter = dial moves and chimes sound.  Touch knobs or levers = horn sounds.


	
	Audio/Narration/Dialog
	Scene Description

	AV200-60
	Audio: Gurgling and bubbling sounds return as the action stops.

Captain Nemo: “This is the end of our tour of the Nautilus.  Now I would like to show you how to get around in The World of Undersea Cities.”
	Captain Nemo unfurls a large, interactive map from which visitors can select, via touch-screen, any of the four undersea cities within The World.  
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	AV200-70
	Atlantis Segment
Captain Nemo: “This is The Lost City of Atlantis.  Here, you will see the destroyed city just as I discovered it at the bottom of the Atlantic on one of my many undersea voyages.  Come with me to explore the ruins and see lava flow from the undersea volcano.”  

Narration: “Touch ‘Atlantis’ on the map to visit that undersea city now.”
	Captain Nemo describes each undersea city represented on the map—its location and its place in science fiction.

Captain Nemo points to Atlantis on the map.

User Action: Touch the Atlantis button to begin the animation sequence for “Journey to Atlantis.”  Touch Exit to quit the program.  No user action = Continue to the “Otoh Gunga Segment.”

	AV200-80
	Otoh Gunga Segment
Captain Nemo: “You can visit Otoh Gunga, the under-river city of Star Wars movie fame.  Meet the movie’s unlikely hero Jar-Jar Binks, who will show you around his brilliantly engineered domed city.”

Narration: “Touch ‘Otoh Gunga’ on the map to visit that undersea city now.”
	Captain Nemo points to Otoh Gunga on the map. 

User Action: Touch the Otoh Gunga button to begin the animation sequence for “Otoh Gunga.”  Touch Exit to quit the program.  No user action = Continue to the “Cetacea Segment.”


	
	Audio/Narration/Dialog
	Scene Description

	AV200-90
	Cetacea Segment
Captain Nemo: “You can also explore Cetacea.  This undersea city is actually a composite of many of the dolphin-and-whale-world fantasies.  Meet Sputnik, a main dolphin character in Arthur C. Clarke’s tale, Dolphin Island.  Sputnik is highly intelligent and easy to talk to.  You will see.”    

Narration: “Touch ‘Cetacea’ on the map to visit that undersea city now.”
	Captain Nemo points to Cetacea on the map. 

User Action: Touch the Cetacea button to begin the animation sequence for “Cetacea.”  Touch Exit to quit the program.  No user action = Continue to the “Caribe Segment.”

	AV200-100
	Caribe Segment
Captain Nemo:  “While you are immersed in The World, why not visit Caribe?  Caribe is the 21st century, domed city from Maureen McHugh’s novel Half the Day is Night.  Meet David Dai and ride in his DeLorean-style sports car through the ominous city streets.  If you like mystery and suspense, this trip is for you.”

Narration: “Touch ‘Caribe’ on the map to visit that undersea city now.”
	Captain Nemo points to Caribe on the map. 

User Action: Touch the Caribe button to begin the animation sequence for “Caribe.”  Touch Exit to quit the program.  No user action = Go to next scene.

	AV200-110
	Narration: “Touch any of the undersea city buttons on the map to visit that location.  Have a fun—and adventurous—journey through The World of Undersea Cities.” 
	User Action: Touch any undersea city button to begin the animation sequence for that location.  Touch Exit to quit the program.  No user action for 10 seconds = Repeat narration.  No user action after another 10 seconds = Restart “Action Routine.” 


Journey to Atlantis

	
	Audio/Narration/Dialog
	Scene Description

	AV300-10
	Audio: Music from the Walt Disney Company’s version of Twenty Thousand Leagues Under the Sea.

Narration: “Welcome to the Lost City of Atlantis.” 
	An animated sequence offers visitors an overhead view of the Lost City of Atlantis.  The Nautilus first ascends the slope of an undersea mountain.  As the submarine passes the mountain’s summit, Atlantis appears in the distance below.  The city is in ruins: temples fallen, stone columns scattered, roofs opened to the sky.  

User Action: No action required.  


	
	Audio/Narration/Dialog
	Scene Description

	AV300-20
	Captain Nemo: “I have been searching for this treasure for years.  This, my dear guests, is the Lost City of Atlantis.  The very same destroyed civilization that Plato described in his dialogues.”
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The overhead view of the ruins suggests the concentric-circle pattern of the city according to Plato’s account.

User Action: No action required.

	AV300-30
	Captain Nemo: “This is where you take control of the wheel to explore the wonders of Atlantis.  I will retire to my personal quarters.  Call me when you are finished exploring.”

Narration: “Now use the joystick to move the submarine forward, backward, left, and right.  Nudge the ship against any highlighted feature in the city to hear a brief description.”

Audio: A loud, metallic clang denotes the ship’s contact with a highlighted feature.
	The submarine descends toward Atlantis and stops (hovers) above a still-upright portion of the city’s aqueduct system.

Nudgeable features contain visible markers that highlight them as interactive objects.  These include the aqueduct, the palace, Poseidon’s Temple, and the nearby volcanic crater.

User Action: Nudge aqueduct = Go to “Aqueduct Scene”;  Nudge palace = Go to “Palace Scene”; Nudge Poseidon’s Temple = Go to “Poseidon’s Temple Scene”; and Nudge volcano = Go to “Volcano Scene.”  Touch Exit to quit the program.  Touch Nemo to summon Captain Nemo.  No touch = Repeat narration.  No touch for more than 20 seconds after repeat narration = Return to “Attract Routine.”


	
	Audio/Narration/Dialog
	Scene Description

	IV300-10
	Aqueduct Scene
Narration: “This is the city’s aqueduct, designed by highly skilled Atlantean engineers.  It brought fresh water into the city from the mountain streams.”

Narration: “Are you ready to visit another feature of Atlantis?  Just nudge the ship against any highlighted feature in the city to hear a brief description.”
	A close-up still image of a section of the aqueduct appears on the screen during the narration.

The Nautilus returns to its original hover position awaiting user action.

User Action: Nudge aqueduct = Repeat “Aqueduct Scene”; Nudge other highlighted objects = Go to that scene.   

	IV300-20
	Palace Scene
Narration: “This is the palace that was built by Poseidon, the god of the sea.  He built the temple from coral and gems to honor a goddess—one of his numerous lovers.” 

Narration: “Are you ready to visit another feature of Atlantis?  Just nudge the ship against any highlighted feature in the city to hear a brief description.”
	The submarine encircles the palace to give visitors a 360( view through the observation window (LCD monitor). 

User Action: Nudge palace = Repeat “Palace Scene”; Nudge other highlighted objects = Go to that scene.   

	IV300-30
	Poseidon’s Temple Scene

Narration: “We are now approaching Poseidon’s Temple, the Atlanteans’ tribute to the god of the sea.  Ironically, it was the sea in which Atlantis met its violent end.”

Narration: “Are you ready to visit another feature of Atlantis?  Just nudge the ship against any highlighted feature in the city to hear a brief description.”
	The submarine descends toward the mostly intact temple, a large, gold-topped, pyramid-shaped structure.  It then hovers before the numerous stone steps that dominate the front entrance to the steep structure.

User Action: Nudge temple = Repeat “Poseidon’s Temple Scene”; Nudge other highlighted objects = Go to that scene.   

	IV300-40
	Volcano Scene
Narration: “The mountain you passed over moments ago is actually an active volcano.  This was the mountain that erupted long ago, destroying the city of Atlantis.” 

Narration: “Just nudge the ship against any highlighted feature in the city to hear a brief description.  If you are ready to move on, touch the Nemo button on your screen.”   
	The Nautilus departs the undersea city toward the mountain.  In the valley below, visitors view a liquid mass of molten lava.  The scene depicts a white-hot caldera of flowing lava and spewing gasses and steam.

User Action: Nudge volcano = Repeat “Volcano Scene”; Nudge other highlighted objects = Go to that scene.  Touch Nemo = Summon Captain Nemo to begin another adventure.  


Sea Harvest

Here, the “Journey to Atlantis” offers a bonus adventure: a brief foray outside the city walls of Atlantis to Captain Nemo’s undersea farm.  

	
	Audio/Narration/Dialog
	Scene Description

	AV400-10
	Narration: “Touch the “Undersea Farm” button for a tour of Captain Nemo’s life-sustaining, sea-harvesting activities.”

Audio: Instrumental music plays softly in the background.
	The Nautilus continues toward the mountain above Atlantis.

User Action: Touch Undersea Farm = Go to the “Undersea Farm Scene.”  No touch = Leave the “Journey to Atlantis” and return to “Explore Options.”

	AV400-20
	Undersea Farm Scene

Captain Nemo: “I have returned.  Please allow me to take control of the wheel.  Now I would like to show you where I and my crew acquire our food and water—even our tobacco.”
	Captain Nemo reappears in the pilot’s cage and takes control of the ship’s steering.

User Action: No action required.  The user’s joystick momentarily loses functionality.

	AV400-30
	Captain Nemo: “Observe the sea garden below.  We gather our food from the ocean’s endless bounty of sea vegetables and fish—all more nutritious than any food borne by land.”
	The Nautilus passes closely over Captain Nemo’s sea garden.  Visitors see harvesters, working in the fields.  They are wearing seamless India-rubber suits, Rouquayrol breathing apparatuses (see Appendix A), and heavy metal helmets with thick windows fortified by copper bands.  The sea harvesters fill mesh baskets full of sea vegetables.

	IV400-10
	Captain Nemo: “You can operate the ship’s mechanical harvester to gather vegetation and fish.”

Narration:  “Move the joystick forward to collect sea vegetation and the fish that swim by the ship.”  
	The Nautilus stops and a mechanical arm emerges from its side, in plain view of the visitors in the pilot’s cage.  

User Action: The user’s joystick becomes active again.  Joystick forward with vegetation in reach = Mechanical arm grabs vegetation and hauls it aboard; Joystick forward as fish swims by = Mechanical arm grabs fish and hauls it aboard.

	IV400-20
	Captain Nemo: “You do well.”  

Audio: Humming sound of the mechanical arm retracting.
	The mechanical arm retracts after 10 attempts or 15 seconds of no activity.

User Action: No action = Mechanical arm retracts.  


	
	Audio/Narration/Dialog
	Scene Description

	AV400-40
	Captain Nemo: “Finally, this is where we get our fresh water to drink.  I created this machine myself.  It can make as much as 100 gallons of water a day.”  
	Captain Nemo leads visitors out of the pilot’s cage and into one of the ship’s holds, where a desalinization machine pumps in salt water to extract fresh water for drinking.  A crew member bottles fresh water from a wide hose. 

	AV400-50
	Captain Nemo: “This is the end of your ‘Journey to Atlantis.’  Thank you for being my guest.  I will return you to the main portal of The World.”

Narration:  “The Nautilus will return you to your starting point.  Please join us for another undersea adventure in The World.” 
	The Nautilus turns to leave Atlantis.  As it crosses the summit of the mountain, the scene returns to the original pick-up point (“Explore Options”).

User Action: No user action = Return to “Explore Options.”  Touch Exit to quit the program.  


Conclusion

This is the final document deliverable for this project prior to the design and development phase.  The document presents the script treatment for The World of Undersea Cities, an interactive multimedia program designed for use as a museum kiosk.  It provides design and development details pertaining to the attract routine, introductory sequence, and one of the program’s four exploration segments: “Journey to Atlantis.”  It offers a colorful, animated, and interactive program for science fiction buffs, but particularly for neophytes to the genre.  The script essentially outlines what is said, heard, and seen once the final product has been created and released. 

The main thrust of the program is to present information about undersea cities, a rarely used device in science fiction writing.  It strives to actively involve the user—the visitor to The World—directly in the experience, all the while presenting information taken directly from popular works of science fiction.  This script treatment provides the developers of the product a narrative blueprint from which to design and develop meaningful interactive media.
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Appendix A: Glossary of Audio/Video Terms

	gurgling and bubbling sound effects
	Gurgling and bubbling sound effects should elicit memories of early-television cartoons depicting characters underwater.



	metallic sound effects
	Metallic sound effects suggest metal-against-metal contact under water.  The result is a dull “clang”—a deep but tinny sound. 



	narration
	Male-sounding voice talent is recommended.  The quality and pitch of the narration should not compete or conflict with Captain Nemo’s voice.  (See “Nautilian accent.”) 



	Nautilian accent
	“Nautilian” is the language created by Captain Nemo and spoken by all aboard his submarine.  Since no such language exists outside of science fiction, there is no evidence of its dialectic characteristics.  In keeping with the book’s depictions of the character, Captain Nemo’s voice should be deep and resonant and slow and purposeful in delivery.  For his accent to sound convincing yet engaging, voice-over using a pseudo-Scandinavian dialect is recommended.



	Rouquayrol apparatus
	This is the underwater breathing reservoir that is fixed on the swimmer’s back by means of braces, like a soldier’s knapsack. Its upper part forms a box in which the air is kept by means of bellows.  Two India-rubber pipes leave this box and join a sort of tent which holds the nose and mouth.
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